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Background information

VS.

- Engineering 
students often 
struggle to 
understand and 
apply concepts

- Physical testing 
for demo 
concepts is often 
expensive and 
difficult to 
administer in 
classroom

- VR can solve these 
problems and 
immerse students 
into visualizations 
beyond the 
physical world
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Challenges

Lessons Learned

● Never met in person fully
● Had to do research with 

no prior knowledge on a 
time crunch

● Research on unfamiliar 
subjects leads to dead 
ends and less 
development time

● Development from ground 
up

● Teams do not need to 
meet in person to be 
efficient, but makes 
meetings challenging

● Having experts on topics 
on the team speeds up 
work

Usability Results
How satisfied are you with the 
prototype?

What helps you learn?

● CSS 370 | Analysis & Design
● CSS 350 | Management for Computing 

Professionals
● CSS 478 | Usability & User Centered 

Design 
● CSS 301 | Technical Writing
● CSS 461 | Software Project Management

Relevant Coursework

Overview of Work
- Project Monitoring
- Usability Studies and 

Research
- Environmental 

Psychology Research
- Documentation
- Testing on Rift

Proof of Concept

Future of the project
● Add more immersive 

experiences that are not 
possible in the physics 
world

Above is an example of accessing similar 
concepts, but students struggled to 
correlate the two problems.


