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The Assistive Technology Research and Development 
Lab adapts new technologies including augmented 
reality, virtual reality, and wearable devices into new 
assistive technology (AT) interventions for students with 
disabilities (K-16). 
 

These futuristic tools will become common technologies 
in the next few years but will be underused as assistive
technologies by students who need them the most 
without dedicated research and development. 
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Pioneering 
Augmented 
Reality and 

Virtual Reality 
in  

Education 

Our mission is to empower 
individuals with disabilities 
using assistive technologies 
that support lifelong learning 
and independent living 
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Designing the 
Inclusive Future 

Assistive Technology Research &  
Development Lab Goals 
• Pioneer the assistive technology applications of 

cutting edge technologies 
 

• Conduct exploratory research projects on 
Augmented Reality and Virtual Reality 
 

• Gather pilot study data to provide proof 
concept for large Federal grants 
 

• Develop new original intervention technologies 
to address student needs 
 

• Support WSU faculty and students conducting 
research on mobile devices 
 

• Provide outreach activities to ensure the 
interventions reach those who need them 

 

Nationally Recognized 
Leaders in Immersive 

Learning Environments 

Research shows that individuals with disabilities adopt new 
technologies at slower rates than the general population. 

That is why it is critical to conduct applied research on 
practical applications of emerging technologies such as 
Augmented Reality and Virtual Reality.  Using technology is 
now a critical life skill for learning, social inclusion, and 
employment. Our projects provide unprecedented 
opportunities to support the needs of individuals with 
disabilities using new technologies.   

Current Research Projects (that we are willing to talk about) 

Augmented Reality Vocabulary and reading interventions 
(Vocabulary words that provide their own definitions in AR) 

Virtual Reality Exercise-gaming interventions for students with 
Disabilities.  

Wearable technologies to support Independent living skills such as 
independent navigation and community skills 

Development and application design work examining the AT uses 
of several new technologies (Microsoft Hololens, Google Glass, 
Oculus Rift, HTC VIVE and many others)  
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In the next five years wearable 
devices, augmented reality, and 
virtual reality are expected to become 
a $150 Billion dollar market rivaling the 
impact of the mobile phone. 

THE WSU ATR&D Lab is prepared to 
lead new research and design work to 
empower people with disabilities.  

Your support will be used to grow the research 
activities of WSU’s ATR&D Lab. Our vision is to grow 
this lab into a full WSU Research Center where 
faculty and students from many disciplines can 
work together on unique research opportunities.  
You can help us to redefine what is possible for 
people with disabilities by helping us take cutting 
edge technologies and create practical assistive 
technology tools.  
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Our research includes existing 
AT devices, available 
commercial devices not yet used 
as assistive technology such as 
augmented reality and virtual 
reality environments, and even 
the development of new software 
applications and hardware. 
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Support the Lab! 
 

Contact Andrea 
Farmer in the 

College of 
Education 

Development 
Office at 

a.farmer@wsu.edu 

Support Opportunities: 

$100 supports in the lab data collection on interventions for students 
with disabilities 

$150 supports a substitute teacher so that a teacher can engage in 
AT professional development 

$300 supports a team of WSU researchers for 2-3 days on site at 
schools for data collection 

$500 supports a small AT programming project for computer science 
students 

$3,000-$5,000 supports a month long research project/s 
including some programming work or new equipment 
purchases to stay updated with immersive technologies 

$10,000-$20,000 supports AT intervention development and applied 
research for a semester 

$35,000 supports a research assistant for the lab to conduct 
intervention development and testing 

$50,000-$70,000 supports a large project of intervention development 
and testing for one year or a fulltime clinical researcher  

 

Dr. Barrio is the Co-Director of the ATR&D Lab 
and Assistant Professor of Special Education 
at Washington State University. Her research 
focuses in the areas of disproportionality of 
culturally and linguistically diverse students in 
special education, culturally responsive 
teaching in the response to intervention 
framework, bilingual and multicultural special 
education, assistive technology, and pre- and 
in-service teacher preparation.  Dr. Barrio 
received her Ph.D. in Special Education 
focusing on Mild to Moderate Disabilities with 
a Minor in Bilingual Education, from the 
University of North Texas. 
 

Dr. McMahon is the Founder and Co-
Director of the Assistive Technology 
Research & Development Lab at the 
Washington State University’s College of 
Education and an Assistant Professor of 
Special Education Technology at 
Washington State University in Pullman, 
WA.  His research involves increasing the 
use of Universal Design for Learning 
principles in education, using mobile 
devices increase achievement for students 
with disabilities, and exploring the impact 
of augmented reality, virtual reality, and 
wearable devices as an assistive technology 
for students with disabilities.  


