Use of stereo 3D to increase immersion and

therefore retention in educational virtual
environments

.f :I

ar| ung a e,,fan d ortional reasoning.

| { The rmportance o't iearmgnggpmportronahty is that it AL AR exﬁeljtslve proﬁlem that

~ integrates the skill into a more natural/ less academic use of this technology to aIIow for adjustlng perspettlves and dynamlc focal pomts

T, "settmg With the goal of improving student |eammg, we set -~ ina math underwater exploratlon video game, Expedltlon Atlantis. The adjusting
up a 3D educational environment. Students immerse perspectives empowers the user to explore more freely and immerse themselves in
themselves while solving increasingly more difficult and the game. The cost adding dynamic focal points is that our Unity3D based game
complicated proportionality problems. "~ requires a quad buffer system. A double double buffer renders a left and right

image in the background while actively displaying the current left and right image.
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