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Teaching With
Technology

What's Fueling Breakout Growth
of the Ed Tech Market?

When educators talk about bringing lessons to life, they're
no longer speaking figuratively. Schools now use gaming
and virtual reality (VR) to engage students through virtual

interactions with historical, literary, mathematical, and
scientific concepts. Students become better students,
and educators become better teachers.
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By the Numbers

2025

By 2025, the immersive
technologies of extended reality
— including augmented reality
and VR (AR/VR) — will be as
ubiquitous as mobile devices.!

Students have an 8.8% increase
in recall ability when working in
immersive environments
compared to when using
traditional computer screens.?

41% of respondents to an annual
survey of business investors and
leaders cite education as the
second most applicable sector for
VR behind gaming — a significant
jump from 26% the prior year.?

70M

Globally, more than 70 million
K-12 students are expected to
have a VR experience in
school in 2021.

More than 15% of U.S.
schools will have VR class-
room kits by 2021.

As of Q4 2018, venture capital
funding in AR/VR hit $1.7
billion, up 300% from the
same time the prior year.?

How Gaming and VR Support
Skill Development
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Personal Social interaction Reading skills Concentration Multitasking Memory, motor
accountability Multiplayer Fast-paced Students learn The need to skills, and
Overcoming games boost action games focused quickly respond strategic thinking
obstacles instills interpersonal increase awareness and to visual and Repeated exposure
the value of skills, help reading speed self-control from auditory stimuli to gaming stimuli
responsibility for relationship and enhance the need to enhances improves hand-eye
decisions and building, and comprehension. overcome auditory multitasking coordination, recall
actions, and create a sense of and visual skills. ability, and the
exerts a sense of camaraderie over distractions. correlation between
empowerment. shared interests. actions and
outcomes.
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Immersive Experiences Offer Students:

Lifelike experiences

‘The Advantages o1
Ed Tech ror Stuaents

Learning is enhanced for students when:

P Tedious 2D content is transformed into exciting 3D

interactive content

@ heyarelessdistracted by their smartphones because
they're focused on exciting learning content

@ Applications with language built in help them overcome

language barriers

® AR/VRgives them experiences that otherwise wouldn't be
available due to geography, cost, or other practical considerations

®  They can communicate with others from different cultures

Visceral, emotional reactions that form memories

and aid recall

Opportunities to visualize complex content
The association of learning with entertainment experiences

A means to show educators what they've learned

without homework and exams
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Barriers to implementing
Eda Tech Tools In Schools:

Costs:

Historically, tight budgets
and competing demands
have made funding for the
hardware to support gaming
and AR/VR a primary barrier
to widespread adoption.

Parental

concerns over
screen time:

Some parents are concerned
about the long-term impact
of screen time on mental and
physical well-being.
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Deployment and
maintenance:

Many schools do not believe
they have the staff in place
to set up, maintain, repair,
and update the equipment
through its lifecycle.

AR/VR Tools Purpose-Buiit for Schools

Technology tools for educators should integrate an end-to-end framework that includes
planning, design, implementation, and device refreshes. In addition, these tools should provide
the following capabilities and benefits:
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Easy Hardened Durability to Quick, easy Availability
customization security to withstand deployment of support
to enable keep school heavy use by and technical
adaption districts and students of all assistance
of curriculum students safe ages and
for students abilities

of all ages

Reinvent Learning With Powerful,
Dependable 100is From HF

Award-Winning HP Z Workstations HP OMEN Laptops

More reliable and longer lasting than PCs Desktop performance in
a mobile form factor
Stand up to rigorous demands of
high-bandwidth VR and gaming

applications with advanced processing

Up to 9th Generation Intel®
Core™ i9 processor for a
superbly fast gaming experience
Memory capacity to ensure reliable
performance Multiple high-resolution
display options

Tested and certified to support a wide
range of professional engineering, media,
and entertainment applications

Desktop-class graphics
performance

Affordable, with a wide range of options
to meet classroom budgets

Your Partner in Quality Educational Technology Solutions and Support

Sehi Computer Products is an information technology solutions provider focused on serving customers in K-12 educational
environments. For the past 35 years, Sehi Computer Products, an HP Platinum Partner, has supported schools by providing
educators with innovative classroom solutions that engage students and advance academic achievement.

Contact Sehi Computer Products at www.sehi.com to learn more.

Sehi Computer Products
Midwest: 2930 Bond Street | Rochester Hills, MI 48309 | salesmi@sehi.com | 800.233.7344
West Coast: 1275 Puerta Del Sol | San Clemente, CA 92673 | salesca@sehi.com | 800.346.6315
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The information contained herein is subject to change without notice. The only warranties for HP products and services are set forth in the express
warranty statements accompanying such products and services. Nothing herein should be construed as constituting an additional warranty. HP shall
not be liable for technical or editorial errors or omissions contained herein.
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