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Develop pilot cases
• Spoke to Lecturers – use cases, gaps in 

curriculum

• Needs, description, courses for integration, 
technical aspects, identify technologies 



Process to make 360VR Content: 
Quick & Dirty Prototyping



ROADMAP: 
creating 360 VR 

experiences
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1. Initial consultation 
– Learning Needs

2. Design-thinking template

3. Quick & Dirty Storyboard & 
draft script & decision tree

4. Content Creation

5. Upload & editing on 
platform

5. Upload & editing on 
platform

6. Testing 
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Created Five Prototypes

Key criteria: ease of use – readily available equipment

1) Holographic Avatar

2) AR Hotel Room 

3) Outlets – Introduction to Kitchen Equipment

4) Difficult Customer

5) Room Assessment







Prototype: Holographic Avatar

Holographic character 
that provides step by 
step instructions that 
can be projected into 
an educational space



Prototoype: Introduction to Kitchen Outlet 10



Prototype: AR Hotelroom

Illustratethe 
difference 
between room 
categories



Prototype:  The Difficult Customer



THETAMatterport: Room Assessment  


