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New Challenges & Next Steps
One challenge is that creating AR is very challenging and requires a lot of prerequisite skills to create the most sophisticated AR.  The AR students can create using widgets and drag and drop apps is limited but some are motivated to learn more.  We want to move students to a place where the use of AR truly enhances their work and goes beyond what they can do in 2D. 
Equity
This work is intended to increase motivation in underrepresented groups to learn more about computer science and by implementing this work in core science courses all students take, more girls and students of color are exposed to this type of work and opportunities to use computer science, coding, and augmented reality. 
Lessons Learned & Insights Gained
Using augmented reality is not new for students, but it is novel in the classroom.  Students don’t have experience creating augmented reality but initial data shows that they are engaged in learning how to use it. Teachers report that students are engaged in the lessons because they are interested in the technology. 
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