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IMTEL
Innovative Immersive Technologies for Learning
https://www.ntnu.edu/imtel

Explore

Educate

Experiment



Organization and processes

R&D 
project

release licensecode

data

stores



Student projects in the lab

R&D 
project

student 
project

release licensecode

skills

data

stores



From idea to prototype on a budget
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Nevrolens 
Learning Neuroanatomy with 

Augmented Reality
https://www.ntnu.edu/imtel/nevrolens





Master’s theses





https//:vr4vet.eu





Master’s theses



Practical considerations for use

> Physical space

> Hardware purchase, storage, maintenance, and replacement (repair)

> Hardware cleaning, charging, and checking

> Hardware and software responsibility: IT services vs. teaching staff

> Software search, purchase, installation, and update

> Software licenses

> Managing equipment: lab-centered vs. BYOD

> Managing accounts: organizational vs. per device vs. user accounts



Practical considerations for development

> Managing goals: student aim for high grade and learning vs. projects aim for data and working apps

> Storing/reusing the code: GIT for student projects

> Student project symptoms: high technical debt, poor documentation

> Publishing and distribution of apps

> Ownership and copyright: students own their work vs. universities own the work of staff



Knowledge and experience

> Innovators and Early adopters

> Organizational networks

> AR/VR user skills

> AR/VR development skills



Continuing education course

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

AR/VR User skills

Teacher education module

Teaching in immersive 
learning environments

Reflecting on the affordances of 
immersive technologies to 
supplement teaching in higher 
education

understanding of pedagogical 
approaches most commonly 
associated with educational 
immersive technologies and the 
best practices that can help them 
use immersive technologies 
successfully in their teaching



https://codereality.net/ar-for-eu-book/ https://dl.acm.org/doi/abs/10.1145/3437800.3439205

AR/VR Development skills
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