Oculus Rift+Touch / PlayStation 4 VR Report
Due August 30, 2017
Email to rburgess@plan.lib.fl.us
Library: Robert L. F. Sikes Public Library, Crestview
Project Manager: Jean McCarthy
Report: We are grateful to PLAN for inspiring and supporting us in starting up a virtual reality
program at our library. The whole process has been a valuable learning experience for me as
the project leader. I researched Oculus and other VR technology. I reached out to Gale Borden
Library because they already had a successful VR program and I learned to coordinate with
county and city IT to have all the equipment purchased and set up. Then it was time to train
staff and decide what experiences and times were best for our patrons. We had hoped to reach
a diverse population with focus on teens to young adults. Oculus was a hit with middle and high
school boys. During the school year we had an average of 8 boys and an occasional girl, taking
turns exploring. One big benefit of Oculus is that it engages the 12-22 age bracket which has
been difficult to attract. In the summer, Oculus served as an excellent incentive for our reading
program. On weekends and summer days, Oculus drew families to discover virtual worlds and
technology beyond what they were accustomed. One particular day, a father and his six-yearold daughter took turns delving into underwater realms, experiencing zero gravity in an
international space station, walking with dinosaurs and creating 3-D art. Where else could you
acquire such diverse adventures in an afternoon? It has been wonderful to be able to offer this
emerging technology to those who would not otherwise had the opportunity to experience it.
Additionally, we purchased a guided meditation program that has appealed to young adult
women. Students of anatomy and physiology are able to study in depth using virtual tours of all
body systems. These are just a few examples of the world Oculus has allowed us to provide to
our populous. As the school year begins, we plan to explore how Oculus can be used to
compliment school curriculum. We are excited to further enhance this initiative.

Oculus Rift+Touch / PlayStation 4 VR Report
Due August 30, 2017
Email to rburgess@plan.lib.fl.us
Library: Destin Library
Project Manager: Megan Fontaine
Report: The Oculus Rift has proven hugely popular with the tween and teen demographics of
our patron population. Participants in the library’s Code Club program were allowed to use the
equipment during the spring, and became enthusiastic users outside of Code Club program
hours. Use has dropped somewhat during the summer, but we credit that to family vacations
and increased tourist traffic rather than a decrease in interest.
During our OCPLC Staff Continuing Education Day a representative from the Florida State
University Autism Center was very impressed with the Autism Simulator experience, and she
incorporated it into her presentation on ways that libraries can better accommodate autistic
patrons, especially children. Several members of staff from libraries across the county were
able to run through the simulation to gain a new perspective on the way some patrons on the
autism spectrum experience the world.
Several home-school parents have expressed an interest in incorporating the Oculus into their
lesson plans for the fall. Some of the experiences they are most excited to explore are the
biology/anatomy program OrganonVR and the museum tour program Unimersiv. Those
programs have only recently become available to our patrons, as the PC through which we run
the Oculus needed to be upgraded from Windows 7 to Windows 8 or greater before they would
run. Now that the OS is sufficiently updated those programs are available to patrons, and we
have several home-school parents scheduled to see them in action during the coming weeks.

Oculus Rift+Touch / PlayStation 4 VR Report
Due August 30, 2017
Email to rburgess@plan.lib.fl.us
Library: LeRoy Collins Leon County Public Library System – Main
Project Manager: Mary Douglas
Report: The Oculus Rift + Touch system drew a crowd each time we used it. Patrons of all ages
were eager to try it out. We offered the system during our summer reading program’s game
days: once in June and July for children of all ages and their parents; and once in June and July
for teens. Over 176 patrons were exposed to the system. We did find that offering a time limit
helped share the system smoothly to the next patron. We were able to give most patrons an
opportunity to use the equipment, and some patrons were able to have a second turn. The
system demanded a staff member to guide the patron in using it. Once the patron was used to
moving around, the staff member needed to stand by for questions. One staff member stated
that they have heard only positive feedback regarding the Oculus Rift. Those who use it, often
express amazement at the fidelity of the virtual world, with expressions of “Wow!” and much
laughter. People will often tell others around them that they have to try it. I've overheard
people looking at our Oculus event flyers saying how they would like to come to the program to
try it out. Library patrons were pleased to have this experience. We were able to offer the
experience to staff in May as a practice run. Staff enjoyed the experience. Our MIS team
helped with setting up the lap top, etc., and stated this was the “Most fun project for me
EVER!!!!” Youth Service staff will be setting up the system this fall for afterschool students on
Wednesdays, 4:00 – 5:00 p.m. We also will be sharing it with our branch libraries and making it
available on teacher planning days. This was/is another opportunity to offer our patrons as
they become lifelong learners.

Oculus Rift+Touch / PlayStation 4 VR Report
Due August 30, 2017
Email to rburgess@plan.lib.fl.us
Library: Mary Esther Public Library
Project Manager: James Betsill
Provide a brief report below on:
 Impact/benefits for the library and its users resulting from the equipment
 Usage statistics, if applicable
 Anecdotal feedback from staff and library users about the equipment and its benefits
Report: The Mary Esther Library has been able to expand the available technology offered to
the community within the County Cooperative. Like most new technologies, the price of any
virtual reality equipment is substantial. Since the cost can be beyond most patrons’ budgets,
the underprivileged now have access to innovative technology. The Northwest Florida Daily
News wrote an article about the library’s new virtual reality system shortly after we made it
available for use. The PlayStation VR is portable and has been used at multiple events besides
just at our library. We began accepting reservations for in-house use in February 2017 and, to
date, there have been 113 users who have attended 47 events, which totaled 209 hours of use.
Attached are just two success stories about how this technology has benefited our customers.

Oculus Rift+Touch / PlayStation 4 VR Report
Due August 30, 2017
Email to rburgess@plan.lib.fl.us
Library: Florida State University
Project Manager: Mason Hall
Provide a brief report below on:
 Impact/benefits for the library and its users resulting from the equipment
 Usage statistics, if applicable
 Anecdotal feedback from staff and library users about the equipment and its benefits
Report: The Oculus Rift+Touch is currently housed in the FSU Libraries Office of Digital Research
and Scholarship (DRS). Here, it is available for students and faculty, as well as library staff, to
explore applications of Virtual Reality in research and teaching applications.
As tool for exploration, the Oculus Rift+Touch has been invaluable in exposing students and
faculty to innovative opportunities in teaching. Through several currently-available educational
“Virtual Experiences,” students, researchers, and faculty have been exposed to opportunities
virtual reality affords in terms of visualizing, experiencing, and understanding “space” and scale
in a more engaging way that normal 2-D photographs or videos can’t recreate. As a teaching
tool, the Oculus allows instructors to virtually “take” students to places that are otherwise inor not-readily accessible – ancient architecture in war-torn Syria, inside the human body, or
even inside the International Space Station. During a Summer 2017 “Data Carpentry” event
held in DRS, a group of biochemists and ecologists were given hands-on time with the Oculus to
explore several of the science-focused “experiences” for use in their classrooms. Throughout
the course of this 2-day workshop, attendees spent break periods interacting with experiences
surrounding biological processes of the human body and oceanic ecology simulations, eliciting
comments about the efficacy of the experience in re-shaping their understanding of these
topics. These hands-on moments seemed to inspire the researchers to want to rethink the ways
in which they engaged students in topics, to enable a richer understanding.
Over the coming semester, DRS will be further developing guided hands-on tours of the

technology for faculty and researchers, to inspire them to creative uses of Virtual Reality in
their research. We have identified one potential faculty partner who is interested in developing
custom virtual archaeological recreations, allowing an increased number of students to
experience the dig-site (currently located in Northern Italy), as each iterative dig season reveals
history. In this way, the faculty member will be making the research process of archaeological
excavation more accessible to a greater number of students who might not be able to afford
travel costs, and would otherwise never experience this scholarly process. In this way, the
Oculus also serves as an accessibility tool.
Internally, the Oculus Rift+Touch has also been used during a project to plan future furniture
placement and space renovations within Strozier Library. During this project, a librarian
modeled the interior and furnishings of the library in the Unity Game Engine, and created
several plan options. The Oculus was then used to allow library administration to virtually
“walk” around the various orientations, visualize, and more importantly experience the several
modified spaces quickly. This ability to “get a feel” for several options virtually, without
requiring staff to physically re-arrange the space each time, was a far more economical
utilization of staff time, and a better use of personnel resources.

Oculus Rift+Touch / PlayStation 4 VR Report
Due August 30, 2017
Email to rburgess@plan.lib.fl.us
Library: West Florida Public Libraries
Project Manager: Todd J. Humble
Provide a brief report below on:
 Impact/benefits for the library and its users resulting from the equipment
 Usage statistics, if applicable
 Anecdotal feedback from staff and library users about the equipment and its benefits
Report: The Oculus system has been used at numerous library events throughout Escambia County. It
has had a positive impact at all experiences and inspired questions from some youth as to how that can
feel so real. Both the public and staff have commented that the experiences affect their real world
perceptions after use for longer than expected. Due to this change in perception and reaction times
noted by many adults, we have setup the computer system with a 30-minute maximum session use.
We also warn users to wait a few minutes before leaving as their perception and reactions return to
normal. To expand utilization we have a planned space that is being finished for daily walkup use
access rather than just at special events or reservations. We were able to acquire masks/shields that
have kept the VR googles sanitary between users with minimal wipe down needs. The overall benefits
include inspiration of youth and others to think how Virtual Reality experiences can improve quality of
life for people who cannot afford to visit exotic locations or might not be
even physically capable. Implications for use in many STEM fields
including engineering, architecture, and medical where models and
systems can be prototyped and experienced without physical prototypes
needing to be developed is also easy to understand after a person has
used the Oculus. In partnership with the MESS Hall, a local 501c.3
science museum, we will be communicating how depth perception
works with the aid of some simple props and shadows from a light soon.
The graph/grid that demonstrates how shadows change in size makes it
easier to see the thought process of a VR designer in what they need to
do to trick our minds into perceiving depth. A low-tech supplement to
create discussions and increase understanding while waiting their turn.

