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VIRTUAL REALITY & AUGMENTED REALITY

Major differences in knowledge and applications

KNOWLEDGE OF VIRTUAL REALITY (VR) AND AUGMENTED REALITY (AR)

VR already a broadly known concept, AR a good deal less well known in every age group
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APPLICATIONS

Which VR or AR applications have you already used?
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MOST INTERESTING APPLICATIONS
VR is linked most with entertainment,
AR more of a professional and educational use
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