
Appendix B: Studio/Space/Classroom Examples by Institution 
 

Space Institution, 
Location 

URL Space Support Collection/Repository Conclusion 

Digital Innovation Lab Craig H. Neilsen 
Rehabilitation 
Hospital, University 
of Utah 

https://healthc
are.utah.edu/l
ocations/neils
en-physical-
rehab-
hospital/  

ADA accessible space 
with a sky wall and 
short throw projector 
with potential for AR.  
Back wall divided into 
two which can increase 
or decrease size of main 
room.  
Small room’s back wall 
has powered storage 
making it hidden. 
Single-use lockers and 
conference room nearby. 
privacy windows and 
custom light and sound 
controls. 

Lab manager purchases and 
organizes space. 
Scientists and engineers 
share space to work on 
improving robotic and 
prosthetic technologies for 
replacing lost limbs and 
organ function. 

Mostly build in-house 
applications for use in 
hospital. 

Consider ways of expanding 
the space into the virtual 
realm. The Covid-19 
Pandemic taught us the 
importance of the limits of a 
physical space. 

Games and Virtual 
Environments Lab 
(GAVEL) 

University of 
Georgia 

https://www.u
gavr.com/ 

Experimental space 
(517 sq. ft.), 
Development Lab (569 
sq. ft.) and research lab 
(299 sq. ft.) 
Separate survey room 
for participants to 
answer survey 
questionnaires. 
Head-mounted displays, 
computer stations, 
haptic joystick, optical 
tracking cameras and 
board games. 
Play space is 48’ x 48’. 

Development Lab designed 
to house up to six creative 
professionals and 
equipment. 
Access to three labs 
controlled by swipe-card 
access and limited to 
participating researchers and 
students. 
Managed by full-time or 
part-time programmer, lab 
manager, and postdoctoral 
research associate. 
Weekly lab meetings. 

10-20 popular VR games on 
each of the machines in 
experience space. 
Each computer has its own 
Steam account. Master list 
kept of all account 
information managed by lab 
manager. 

Avoid having just a single 
large space – you will need 
some ways to divide up the 
space. Different size play 
spaces for different 
applications. 
Don’t overspend because 
technology ages very 
quickly in VR Instead, 
purchase good computers 
with solid graphics/video 
cards which last much 
longer than the newest VR 
headset. 

Institute for Creative 
Technologies Medical 
Virtual Reality 

University of 
Southern California 

https://ict.usc.
edu/groups/m
edical-vr/ 

Research and demo 
spaces focused on 
simulation technology 
for clinical purposes. 
Vive and Oculus, 
standalone headsets 
ready to try on. 
Research and demo 
space with multiple 
computers, monitors, 
testing equipment, etc. 
Swivel chairs. 

Large collaborative of 
faculty with research 
interests from computer 
science, spatial sciences, 
behavioral sciences, and 
medicine. 

 

Repository specific to be 
VR learning content would 
be welcome. 

First focus should be on 
safety. 



MAGIC Spell Studios Rochester Institute 
of Technology 

https://www.r
it.edu/magic/
magic-spell-
studios  

Six work stations with 
monitors, computers, 
chairs and tables. 
Centralized flexible and 
modular studio space 
combined with audio 
studio + VR.  

Staffed by lab managers. 
Hosts symposia and online 
space for XR collaboration. 
Hosts courses and one-
credit workshops. 
Lots of collaborative 
partnerships across campus. 
Encourages peer-to-peer 
teaching. 

Uses software development 
platforms 
Shared packages and 
repositories in house 

XR technology is still in its 
early stages, expect massive 
changes. Remain nimble 
and know that it’s a process 
and to remain flexible. 
Make friends in the 
corporate business world 
and build partnerships. 

Studio X University of 
Rochester 

https://studiox
.lib.rochester.
edu/  

Robust research plan 
used to create space 
including needs 
assessments and design 
thinking workshops – 
which they’ve presented 
on previously. 
One studio divided into 
multiple spaces 
including two small 
conference rooms, two 
medium-sized and one 
large flexible area. 
Chairs and tables, sofa 
seating, high-end work 
stations and staff spaces. 

Two full-time positions 
dedicated to the space, with 
technical staff helping the 
space run noon to 10pm. 
Three student fellowships 
work in space and develop 
programming and peer-to-
peer learning workshops. 
Screens throughout space 
for introduce and train folks 
in XR. 
Many students seek 
programming expertise so 
they partner with other 
departments and build the 
space into curriculums. 
Introduced speaker series 
and workshops, including 
art projects, to just come 
and explore the technology. 

A calendar tool helps 
reserve games and 
simulations for students 
Some headsets available in 
space while others available 
for checkout. 
Created accounts for games 
and applications for single 
sign in. 

It’s important to balance 
need and demand. 
Find a way to keep in touch 
with user needs and connect 
with people using the space. 

Studio 500 University of Central 
Florida 

https://fiea.uc
f.edu/studio-
500/  

Renovated an open 
space with a sound and 
motion capture stage.  
Best to be mindful of 
sound like 
heating/cooling when 
trying to record audio. 

Managed by studio director. 
Student VR work is by 
project and students check 
out equipment and return it, 
having cleaned it 
beforehand.  

No commercially available 
applications used in space. 

Be sure to know local 
spaces and resources. 

The GApp Lab University of Utah https://games.
utah.edu/resea
rch/about-the-
gapp/  

Large lab with 15+ 
workstations. During 
Covid, many working 
remote. 
Showroom area right 
outside lab 
approximately 8x8 ft 
space with computer and 
monitor. 
Computer and 
equipment on desk with 
wheels. TV display also 
on wheels. 

Two project coordinators 
and about a dozen student 
developers create 
therapeutic, medical, 
academic and educational 
video games, mobile 
applications, and websites. 
Reference materials (books, 
magazines, etc.) nearby. 
Schedule regular “play 
night” where people just get 
together and showcase 
games and equipment. 

No central repository but 
they have a list of 
simulations they are looking 
into. 

There are many other spaces 
out there to explore. 
 



XR Initiative University of 
Michigan 

https://ai.umic
h.edu/xr-
initiative/  

In visualization studio, 
they have the Oculus 
Rift S, HTC Vive and 
computer stations for 
development. 
Mirrored displays so 
students can show work 
on front monitors. 
Airlinks or wifi to 
transfer data and use of 
mobile device 
management system. 

Lab tech available. 
Funding and centralized 
support through central 
office, along with three-day 
teaching and learning 
summit. 
Seed program engaging the 
community with knowledge 
and content using 
immersive technology. 

We need more content for 
an education focused Steam 
repository. 
Looking to ways we might 
support public-private 
partnerships. 

 

Consider partnerships on 
campus and which courses 
might consider VR content. 

VR Classroom University of Utah https://www.li
b.utah.edu/ser
vices/virtual-
reality/spaces/
classrooms.ph
p  

Centralized work station 
in center of room with 
instructor podium and 
viewing space on 
perimeter.  
Cabling up on the 
ceiling with tethering 
system to keep cords up 
and out of the way. 
Two spaces available 
for short-term or long-
term course or research 
engagement. 
Card access. 

One full-time and several 
part-time staff support. 
Website presence with 
pictures and contact 
information for 
consultations. 
Drop-in hours available on 
weekly basis. 
Classrooms are reserved 
through central scheduler. 
Nearby help desk available 
for support. 

Started with 10 Steam 
accounts for the library with 
10 pieces of workshops. 
Most have their own Steam 
account with personal 
games and applications. 
After students sign in with 
Facebook accounts on 
Oculus, systems get reset to 
erase personal information. 

Before making purchases, 
start with a need. 
Important to try and partner 
with industry to get out and 
test it before investing in it 
further. 


