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AR/VR Demo Experience Reflection 
 In these two days, I experienced a few different types of AR/VR demos. First is the latest AR experience 
presented by the Microsoft HoloLens. The HoloLens is a mixed reality device, which means it’s combining both AR 
and VR technology to present visuals. The advantage of this platform is because the it’s based on AR and VR, 
therefore, users not only able to interact in a virtual environment, but also able to see objects flowing in real life 
environment. For instance, if I select a chair object in the demo, I can resize it and rotate it and place it on the floor 
in real life. This can be very useful in some cases such as shopping for a furniture. People can try the real-life scaled 
model and place in their future house to determine if they like the product and check the size of the project to see if 
it matches what they want. Also, because users can see objects in real-life. This increase the safety of using this 
product. People do not need to worry about hitting and falling as much. The second advantage is the device is very 
light weight, powered by battery, and has a standalone processing unit built in. Because of this, the device can be 
wireless and flexible enough without worry about tripping down. This also leads to the disadvantages. First, because 
the device is battery powered; as a result, when the battery dies, users cannot use it anymore. Secondly, the field of 
view is very narrow; it took me a few trials to before I saw things. Third, the control is hand gesture based. The first 
time using it, I was having a difficult time to control it.  
 The other AR experience is the smartphone AR experience. This one is interesting because there wasn’t 
any expensive device that users need. All they need is their smartphone that has a camera and the application from 
webstore. This help brings AR to the public because the cost is very low. Once the application is installed, users can 
scan the image on the paper then they would see the AR hologram present on their phone. This experience is very 
cool because users can modify the color of the image on paper and the application would follows the changes and 
make changes in the AR hologram as well. The disadvantage of this one is that it’s not as immersive as other demos. 
There isn’t many fancy graphical element to look at. Also, it is bounded by a very small area. Once the diagram 
moves out of the camera frame, the demo glitches and require a re-scanning process.  
 The third one is the CAVE 2 demo. This demo is very amusing because it’s the largest 3D experience I 
ever had. All the demo can be presented in 1:1 scale. For example, there is the ISS demo. People can move around 
and zoom in to the ISS to see its actual real-life scale and all the tiny details on the spacecraft. The image is very 
sharp and pop. It made me feel like I can touch them. Also, because it’s a surrounded setup; many people can 
experience at once instead of waiting one by one. The disadvantage of this one is it requires many surrounded 
monitors to provide the immersive experience. Also, because it uses many monitors on high brightness, therefore 
power consumption is a huge issue. Also, during the demo a few students walked to some blind spot. This leads to 
the failure of tracking.  
 The last one is one of my favorites, the HTC Vive. This by far is one of the best demos because it’s very 
immersive. The reason is that the screen is literally in front of the users. Users interact with the device with the HTC 
Vive controllers. The controllers are very responsive compare to the hand gesture that used by the HoloLens. The 
tracking of the user and controllers are very accurate. However, the flexibility is not comparable to the HoloLens 
because it doesn’t have a built-in processing unit and monitor. Therefore, all the in-game rendering has to be done in 
a computer on the side. All the visual data and power are all sent via cables. Because of this, it increases the safety 
hazard of falling or tripping. Users cannot see anything surround them. In order prevent them from tripping by the 
cables, an addition helper is required.  
 Overall, all the demo has its advantages and disadvantage. The reason why we have so many different 
forms of AR and VR Demo is because there is no industrial standard of how people should see things through a 
display. From TV screen to 3D screen, then now we have hologram with HoloLens and full virtual environment 
with the HTC Vive, all these demos have its unique identity in this field. However, I personally think Microsoft’s 
HoloLens is the closest one to the future of AR/VR development because at the end of the day, people still need to 
go out on the street. A VR device certainly doesn’t make sense in this case. Portable real-life interaction devices 
would be benefiting us such as navigation.  
 


