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Watershed -
e AR Kt




e Educational app for students

e 5D model of Lake Herrick

e INformation about Watershea UG/A and local
sustainapility efforts

« Updates on restoration project of Lake
Herrick

e INteractive features on 5D model




RESEARCH



e Past 10 years, Lake Herrick has been
closed due to pollution

e 5 phases

e FINAINg the sources of pollution
LAKE

HERRICI( eResedrching + Reversing effects of

oollution

Nonitoring lake until it's usable




AR KIT

e D + 5D elements in the real world

« AR KIT compines device motion
tracking, camera scene capture,
advance scene processes, and display
conveniences

« Requires IPhone © or newer

o« Maximizes stimulation and intellectual
responsiveness

« ENCourages interaction in the
environment around you
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