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TECH



Platforms
We wanted to make the VR experience as 

accessible as possible to students and faculty at 

each campus. So the VR experience runs on 

multiple platforms.

It runs on Windows and Mac OSX platforms, using 

the keyboard and mouse for navigation. This 

makes it possible for an entire group of students to 

access the experience at once in a computer lab. 

Of course, the immersive VR platforms are optimal 

for a VR experience. And we made sure to develop 

across the two major VR platforms.

PLATFORMS FOR THE VR EXPERIENCE

● Windows

● Mac OSX

● Oculus Rift with Touch 

controllers

● HTC Vive with 

controllers



Hardware
Windows & Mac

The VR experience runs as a standalone program 

on Windows and Mac machines. When you open 

the program to run, a dialogue box will give you 

options to select the resolution and graphics 

quality. You can dial in the experience for the 

speed of the hardware. 

If your computers can run Revit, they can run the 

Windows/Mac VR experience just fine. 

VR Headsets

The Rift and Vive systems require a robust 

Graphical Processing Unit (GPU). They will not 

run on a standard lab workstation. They both run 

on Windows and require computers that have been 

optimized for VR headsets.

Costs

Oculus Rift with Touch controllers: $399*

HTC Vive with controllers: $499*

VR-ready PC: $800 and up (tower only)

*$100 less than reported at the October meeting
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TEACHING



Curriculum
Foundation Level

The factory overview pairs easily with Foundation 

level curriculum:

2.3 The Logistical Requirements

Figure 32: Factory Work Flow

3.1 Plant Layout and Responsibilities

Figure 43: Overview of the Main Line

Supervisory Level

The factory overview can provide big-picture 

perspective in support of Foundation level 

curriculum:

Sustainable Manufacturing

Operations, logistics, and processes are obviously essential 

to sustainable building. The factory overview can immerse 

students in the process, simulating walking on the factory 

floor, which can lead to conversations about innovations.

Future Topics in MC

2.5 Virtual Reality and Simulation.

The VR Experience is an obvious demonstration of the role 

of VR in the industry, opening conversations about 

employee training (production), engineering visualization 

(design), and customer visualization (sales). 



Student Engagement
Recruitment

Without question, VR is sexy and attractive across 

many demographics. The promise and potential for 

VR continues to draw attention. As students 

consider the TRAMCON program, the VR 

Experience—with a VR headset—has the potential 

to recruit students.

Engagement

However the VR Experience is used in the 

curriculum, it can provide an enrichment for 

students that expose them to a cutting edge 

technology while engaging different modes of 

learning as well. This gives students a novel place 

of focus, but also plants an early seed of 

innovation, to contemplate how VR technology 

can be used in the industry.



Questions?
Please send your questions. We are 

eager to make sure that you feel 

comfortable with the VR content.

CONTACT:

Mitch Ogden, PhD

Digital Humanities

University of Wisconsin–Stout

ogdenm@uwstout.edu | 715.232.1358

John Killingsworth, PhD

Construction Management

Colorado State University

j.killingsworth@colostate.edu | 970.491.7960


