Harnessing new technologies in higher education

with UBC's Emerging Media Lab
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Technologies such as virtual, augmented and mixed reality
and 360 video are changing how educators interpret
learning objectives, increasing learner's engagement with
content and enhancing the learning process.
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To learn more about EML and current projects, please join us at our Drop-In Demo Sessions held every
Tuesday and Thursday from 12:00 - 1:30 PM at Neville Scarfe 1. Open to all UBC faculty, students and staff.
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