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Software

Applications

INSTAGRAM <Available at: http://instagram.com> [Accessed 30may2014]
LAYAR Augmented Reality mobile application. <Available at:
https://www.layar.com/products/app/>[Accessed 30may2014]

NAVIGATOR (2009). Heads Up Navigator: 3D Augmented Reality Navigation.
Niftybrick Software. <Available at: https://itunes.apple.com/gb/app/heads-up-
navigator-3d-augmented/id3303670427mt=8> [Accessed 30may2014].
TWEEPSAROUND (2009). Geolayer AR service accessed through Layar. by
TABworldmedia <Available at:
http://tweepsaround.com/Tweeps_Around_home.htmlI> [Accessed
30may2014]

TWITTER <Available at: https://twitter.com/> [Accessed 30may2014]

Mirror

AIRSERVER. AirPlay receiver by AppDynamic. <Available at:
http://www.airserver.com/>[Accessed 30may2014]
REFLECTOR. AirPlay receiver by Squirrels. <Available at:
http://www.airsquirrels.com/reflector/> [Accessed 30may2014].

Recording

CAMTASIA. Screen Recorder by TechSmith. <Available at:
http://www.techsmith.com/camtasia.html> [Accessed 30may2014]
CAMSTUDIO. Screen recorder. Opensource. <Available at:
http://camstudio.org/ [Accessed 30may2014]

QUICKTIME Player. Media Player with facility to screen record.
http://www.apple.com/uk/quicktime/

Edit
iMovie 11, version 9.0

Hardware

Camera

iPad mini Retina Display. iOS Version 7.03.
Edit

miniMac (Intel) OSX 10.6.8 (Snow Leopard)
Netbook

Windows XP (SP3)

Appendices and Field Notes

https://oneill2014.wordpress.com/
All photographs are original and captured in Brighton and Hastings during Semester 2, 2014.
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