NIE LIERARY TOUR UEINE AR

INTRORQUCTION

Since 2017 NIE Library has leveraged on Virtual
Reality (VR) and Augmented Reality (AR)
technology to enhance users” access of library spaces
and collections. By allowing users to interact with the
library in both digital and physical spaces, we hope to
engage users by putting a spin on the traditional
library experience.
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The 360° Virtual Tour of the NIE Library utilises VR technology to
simulate the physical space of the NIE Library on the virtual plane. By
implementing the Virtual Tour on the library portal, we are able to
enhance the user experience of visitors both within and outside our
library's physical boundaries.
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The NIE Library has implemented AR technology on the pop-up books [j E [ . D
from the Children & Young Adults (CYA) collection to give users access — M

to a fragile restricted collection. By implementing AR technology on an
image of the hook cover, we can overlay videos and 3D models and a
user can “flip” through an AR version of the pop-up book. This will give
users a more holistic understanding that can encourage them to loan the
pop-up book, while preserving the physical copy [rom damage by
excessive handling.
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NIE Library is planning to leverage on Artificial Intelligence to further enhance user

experience in the library by automating library services, moving towards the goal of a
SMART Campus.
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