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WHAT IS

AUGMENTED REALITY?
Augmented realty (AR) allows a user to Learning about physical and online library
Interact with a physical space while
transforming the space with a virtual overlay. resources through a QR-coded tutorial

Engage first-year students with library services by interacting with virtual and physical spaces

The IKEA app let's customers The Pokemon Go game uses AR
try out furniture using AR. to simulate catching characters.
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