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Teaching with Augmented and Virtual Reality in the 21st Century
Augmented and Virtual Reality are new technologies for learning. The learning industry and many organizations including schools aim to incorporate these new education tools in their teaching curriculum. The State University of New York (SUNY) wanted to learn how AR and VR are being used by the college community, and learn about any issues related to success/failure of utilizing these new technologies for enhancing learning: what barriers for using AR and VR in the classroom are there and what limitations exist currently for collages to use AR and VR, what best practices can we identify.
[bookmark: _GoBack]In the first quarter of 2018, a multi-disciplinary group of AR/VR pioneers from SUNY sent out a survey to educators worldwide to ask about their experiences using AR and VR for teaching. The Company for Visualization and Simulation (CVS, Duy Tan University, Da Nang) director Jolanda Tromp, consultant to the FACT2 committee of SUNY, shares key findings from the data collected from over 100 respondents, including course-layout, flipped-classroom, project-based curriculum outline and other practical advice, all aimed at helping colleges make use of AR and VR for teaching, based on personal experience with teaching VR/AR development courses at Master’s level over several years.
 

