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Organization and processes
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Practical considerations

Software installation for computer class

Hardware maintenance and repair

Cleaning

Managing equipment and accounts: lab-centered vs BYOD
Network (Wi-Fi) requirements and protected networks

Software licenses
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Practical considerations %

Storing/reusing the code: GIT for student projects

Evaluation and grading of student projects

Content creation challenge: Libraries of free 3D content vs. creating own content
Publishing and distribution of apps with student contribution

Ownership and copyright issues

Ethics considerations
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AR/VR development skills

Knowledge and expertise building

AR/VR user skills



The Open Augmented Reality
Teaching B

BS Proceedings Books SIGs More

https://codereality.net/ar-for-eu-book/

Knowledge and expertise building
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I ABSTRACT
nented Reality (AR) is a rapid g field in information
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specialists quickly, providing few courses which sufficiently align

User skills

Continuing education courses

Theory

Introduction to VR

Introduction to AR

Application domains: education
Working with XR developers
Procurement of XR solutions

Practice

Experience with XR hardware
3D / XR content

XR authoring tools

Project
Introduction of XR to
organization

https://dl.acm.org/doi/abs/10.1145/3437800.3439205
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