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	Opening Shot: Various clips of modern VR and AR technologies in use, from gaming, education, healthcare, and military training.
Fade in to next section
Early Concepts: Images of the story, author, and goggles.
Fade into  the next era
The Birth of VR and AR
Images and video of the Sensorama machine and the first VR head-mounted display

Research to Public Use
Fade into images of vr headsets with backpacks. Image of Virtual Fixtures platform use.
Mainstream popularity
Photo of oculus Rift and videos of people playing VR

Cellphone displaying AR Pokemon came overlaying physical world with digital.

AR and VR Today

Fade into school showing VR and AR for teaching, medical use and military training

Fade in

The Future

Fade to images of a futuristic world with people interacting virtually.
	In today's digital age, virtual and augmented reality technologies have transformed how we play, learn, work, and interact with the world around us. But how did we get here? Join us as we journey through the history of virtual and augmented reality, from its imaginative beginnings to the cutting-edge technologies of today.
The story of virtual and augmented reality begins not with technology, but with imagination. In the 1930s, science fiction writer Stanley G. Weinbaum introduced the idea of a pair of goggles that let the wearer experience a fictional world in his short story 'Pygmalion's Spectacles.' Little did he know; his vision would one day become a reality.
In the 1960’s inventors marked the age of virtual and augmented reality with the creation of the Sensorama, 

The first immersive simulator the Sensorama built in 1962 simulated a motorcycle driving through Brooklyn. It held sensory experiences such as audio, smell and wind to enhance the experience. The same year Ivan Sutherland took it further and added interactive graphics. This was called the Ultimate Display.
In the 70’s the University of North Carolina created GROPE, and Myron Krueger created VIDEOPLACE an Artificial Reality using cameras to capture the users body and projected to a screen. Each decade the technology advanced further.
Through the '70s and '80s, VR and AR technology continued to develop within research labs, slowly making its way into the public eye. In the 1980s, the term 'virtual reality' was popularized by Jaron Lanier, founder of VPL Research, which developed some of the first VR gear available for commercial use. Meanwhile, AR took a significant leap forward in 1992 with Louis Rosenberg's Virtual Fixtures platform for the U.S. Air Force, enhancing human performance in real-world tasks.
At the turn of the 21st century, the evolution of VR and AR technology rapidly advanced. In 2010 Palmer Luckey designed the first prototype of the Oculus Rift renewing interest in Virtual reality. AR games such a Pokemon Go became popular.

Today we use virtual and augmented reality technologies for more than just gaming and entertainment. The are revolutionizing sectors such as health care, education, military and real estate offering immersive experiences that were once only the imaginings of science fiction.

Surgeons practice complicated procedures in virtual environments. Students take field trips to historical sites and create experiments in classrooms. Soldiers experience battlefield simulations. This is just the beginning.

As we look to the future, virtual and augmented reality technologies continue to evolve

 At a rapid pace. What was once a dream, is now a reality. The journey is far from over as science fiction becomes science fact. 

I’m Alyssa Hacker, thank you for joining me today on our journey through the history of Virtual Reality.
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