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Google Cardboard, a groundbreaking innovation in virtual reality technology, has revolutionized the industry since its launch in 2014. This low-cost, accessible device made from corrugated paper and plastic lenses brought VR to the mainstream by leveraging our smartphones. By offering an affordable way to experience immersive content, Google
Cardboard has played a significant role in the growth of consumer VR. To date, over 15 million units have been sold worldwide, generating over 160 million app downloads. The device's clever design and optical trickery work together seamlessly with modern smartphones to create an immersive experience. When you place your phone into a
Cardboard viewer, compatible VR apps split the screen into two views, which are then focused and reshaped by the lenses to create a stereoscopic 3D effect. As you move your head, the phone's sensors track the motion, making it feel like you're exploring a simulated environment. The Impact of Google Cardboard on VR Adoption has been immense,
making VR accessible to anyone with a smartphone. Suddenly, for the price of a nice dinner, you could turn your device into a portable VR machine and start exploring virtual worlds. Users showed interest in buying a virtual reality headset (Source: Touchstone Research). By giving away free cardboard viewers, Google kickstarted the growth of
mobile VR. More people trying out VR led to more developers creating apps that worked with Cardboard, which attracted even more users. This proved there was real demand for VR and paved the way for later standalone headsets. Cardboard offered a variety of experiences from entertainment to education. Some popular categories include 360-
degree videos (YouTube VR, NYT VR), immersive games (Lamper VR), virtual tourism, and brain training apps. But Cardboard's impact went beyond just fun stuff. It was also used by educators for interactive learning. For example, the Google Expeditions app lets teachers take their whole class on virtual field trips to historical places or outer space.
Medical students even practiced surgeries in VR simulations! Google made a smart move by releasing the design schematics and SDK for Cardboard. This allowed other companies to make their own compatible viewers, creating a big ecosystem of options at different price points. Some popular Cardboard variants include Goggle Tech C1 Glass,
Mattel View-Master, Homido V2, Knox V2, and Merge VR Goggles. The open source approach also helped Cardboard evolve with new smartphone technology. Google updated specs for bigger screens and encouraged experimenting with features like touch buttons and NFC tags. On the software side, they provided tools for developers to create
Cardboard-compatible VR experiences with Unity and Unreal Engine. Google Cardboard Revolutionized Mobile VR with Accessibility and Innovation Google made Cardboard development accessible and well-documented, creating a robust library of mobile VR content. While it can't match high-end VR headsets, Google Cardboard offers ways to
improve the mobile VR experience. Using newer smartphones, headsets with better build quality, and headphones can enhance immersion. Experimenting with apps and taking breaks helps reduce eye strain and motion sickness. The future of Cardboard lies in its accessibility and ability to benefit from advancements in smartphone technology.
Cardboard's low cost and ease of use make it an ideal gateway for introducing VR to new audiences. It provides immersive experiences for large groups, especially in developing countries where high-end VR is expensive. As mobile GPUs improve, Cardboard apps can offer increasingly impressive visuals. Emerging technologies like depth-sensing
cameras and WebXR experiences will further enhance the platform. Google continues to invest in tools like the Cardboard SDK, keeping the mobile VR ecosystem vibrant. Google Cardboard revolutionized accessibility by harnessing the power of smartphones to create immersive VR experiences for over 15 million people worldwide. Launched in 2014,
this innovative platform empowered a new generation of creators, educators, and enthusiasts to build and share captivating content with global audiences. By demystifying virtual reality, Google Cardboard sparked curiosity and enthusiasm, making it accessible to those who may have otherwise never experienced it. Google created Cardboard,
allowing users to assemble it themselves using freely available parts on their website. Initially, pre-manufactured viewers were only sold by third-party vendors until Google started selling them directly through the Google Store in February 2016. The components of a Cardboard viewer include cardboard cut into a specific shape, lenses, magnets or
capacitive tape, and other materials like rubber bands and NFC tags. Cardboard variations have been created by multiple vendors, offering pre-assembled kits for under US$5. Once assembled, users insert their smartphone into the device, held in place by a chosen fastening mechanism. A compatible app splits the display image into two, applying
barrel distortion to create a stereoscopic (3D) image with a wide field of view. The original Cardboard design accommodated phones up to 5.7 inches, while an updated version released at Google I/O 2015 supports devices up to 6 inches. This newer design uses a conductive lever for better compatibility across devices. Google offers three software
development kits (SDKs) for creating Cardboard applications: one for Android using Java, another for Unity using C#, and the last for iOS. Initially supporting only Android, Google announced iOS support for the Unity plugin in May 2015 at Google I/O 2015. Third-party apps with Cardboard support are available on both the Google Play store and App
Store for iOS. Additionally, users can access web-based VR Experiments using WebGL, including those implemented by Google Chrome. In January 2016, Google announced that the SDKs would soon support spatial audio, allowing developers to simulate audio coming from outside of the listener's head in 3D space. Later, in March 2016, Google
released VR View, an expansion of the Cardboard SDK enabling developers to embed 360-degree VR content on web pages or within mobile apps across desktop, Android, and iOS platforms. The JavaScript and HTML code for publishing VR content is open-source and available on GitHub, allowing developers to host their own content. The VR View
application offers various features, including Demos mode with a tutorial option, display of museum objects from all angles, My Videos, Photo Sphere, and Arctic Journey options. Google Cardboard was an ecosystem of virtual reality applications developed by Google. The platform included various tools such as Expeditions and Jump, designed to
create immersive experiences. Jump allowed users to capture and compile video footage into VR videos, while Expeditions provided a way for schools to take virtual field trips through cardboard viewers. Google's affordable VR solution, Cardboard, was launched in 2014 to make virtual reality more accessible. As part of its promotional tie-in for Star
Wars: The Force Awakens, Google distributed Cardboard viewers through the Google Store and Verizon. Additionally, ticket holders for the 2016 Coachella Valley Music and Arts Festival received a Google Cardboard-inspired cardboard VR viewer. This allowed festival-goers to experience immersive content such as 360° panoramic photos, virtual
tours, interviews, and performances. By January 2016, over 5 million Cardboard viewers had shipped, with over 1,000 compatible applications published and 25 million app installs made. Users viewed an astonishing 350,000 hours of YouTube videos in VR during this period, while 500,000 students took a virtual field trip through the Expeditions
program. By March 2017, Google had shipped over 10 million Cardboard viewers and recorded 160 million Cardboard-enabled app downloads. However, despite its success, Google eventually discontinued the Daydream View headset in October 2019 and ceased certifying new devices for Daydream. Despite this, the impact of Cardboard on the VR
industry cannot be overstated. It paved the way for more advanced virtual reality hardware and inspired the development of other innovative products such as Nintendo Labo's cardboard headset. When VR mode is enabled on Google Cardboard, stereo cameras render images side by side and display them undistorted. The system uses native code to
correct for barrel distortion, which is also implemented in other parts of the platform. Google Cardboard was first introduced in 2014 and has since expanded to support various devices, including iPhones and Android phones. It includes features such as spatial audio, VR view, and Expeditions, a virtual field trip app for schools. In recent years, Google
has continued to improve and expand its VR capabilities. The company has open-sourced the Cardboard SDK, allowing developers to create their own VR experiences. Additionally, Google has partnered with companies like IMAX and Yi Technology to build custom VR camera rigs. Google Cardboard has also been used in various applications beyond
entertainment, such as education and advertising. For example, Volvo used Cardboard to showcase its new SUV, while USA Today created a virtual version of the classic View-Master. The platform has also been featured in various media outlets, including Engadget, CNET, and The Verge. Google Cardboard was a VR headset made available by Google
as a bundle with its LG G3 phone. The New York Times partnered with Google to offer NYT VR, which allowed users to experience new forms of storytelling. In 2017, the Guardian gave away nearly 100,000 Google Cardboard headsets to readers and launched a new app for VR content on Cardboard. Coachella 2016 was also broadcast in virtual reality
using Cardboard. Google had shipped over 10 million Cardboard VR headsets since 2014, with 5 million shipped by January 2016. The company later discontinued Daydream View, its more advanced VR headset, and the Pixel 4 would not support it. Seth Weintraub, an American journalist and engineer, founded the 9to5 network of tech blogs,
including 9to5Mac, 9to5Google, and Electrek. He received Neal Awards in 2008 and 2009 for his coverage of Apple. Seth Weintraub began his journalism career at Fortune Magazine in 2009-2010, covering topics related to Google and contributing to Computerworld and The New York Times. He then launched two websites: 9to5Google, which
focuses on news about Google, and 9to5Toys, a gear and deals site. In 2013, he founded Electrek, a news and commentary site that analyzes the transition from fossil fuel to electric transport. Over the years, Weintraub has covered various tech-related topics, including Apple news, for several publications. He is known for publishing exclusive content,
such as early images of new Apple products, which helped increase traffic for his website. Today, 9to5Mac.com is one of the most popular Apple news websites, and its parent company, 9to5 network, has expanded to include multiple tech blogs covering various topics. Mark Gurman, a well-known Apple reporter, left his position at 9to5Mac to join
Bloomberg News after seven years of writing for the website. During his time at 9to5Mac, Gurman was known for breaking news and scoops about Apple products, including the iPad and Siri. In 2012, 9to5Mac was recognized as one of the top Mac-related websites in a research paper. However, in 2018, controversy surrounded Guilherme Rambo,
another reporter at 9to5Mac, who paid a source $500 in Bitcoin for leaked Apple company data. The article he wrote based on this information was initially billed as an "exclusive" look at new features for the then-upcoming iPad Pro, but it was later removed due to 9to5Mac's sourcing policies. The incident highlights the importance of responsible
journalism and adhering to ethical standards when reporting on sensitive information. This article appears to be a list of links related to Apple Inc., including various products, services, and media outlets. The links seem to connect to other Wikipedia articles, external websites, or redirect pages. Some of the topics mentioned include Mac games,
ITunes, Apple Store, Safari, iPhone, iPad, MacBook, and more. Additionally, there are mentions of notable individuals such as Steve Jobs, Louis Rossmann, Seth Weintraub, and others. The article also touches on various software applications like Overcast, MonoDevelop, Letterpress, and Yo. Furthermore, it covers topics like Apple Watch, Apple Pay,
and the company's car project.
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