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Considerations

* Virtual Reality Applications
* Theory of Connectivism

 Web 3.0 Technologies

« Learning Outcomes in the Online Classroom



Applications of Virtual Reality

N
-

Serious games and simulations:

developing a theory for the deployment of games and simulations for
purposes of education and training; human performance engineering;
applications of games to health, public policy, and strategic
communication; game evaluation; serious game development.
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Virtual Reality

« Real World Elements
— Topography
— Communication
— Movement
— Gravity

 Multimodal

* Promotes Active and Social Learning



Example to Keep in Mind

« Second Life is an online virtual
world, developed and owned
by the San Francisco-based
firm Linden Lab and launched
on June 23, 2003. By 2013,
Second Life had approximately
one million regular users; at
the end of 2017 active user
count totals "between 800,000
and 900,000". (from Wikipedia)

* Initially released June 23, 2003
« www.secondlife.com



http://www.secondlife.com/

Theory of Connectivism Applied

« Defined as “the integration of principles explored by
chaos, network, and complexity and self-organization
theories.”

« Back-end upgrades 3.0 Web technologies enhance
virtual reality.

« Contain “smart” technologies.



Web 3.0 Technologies
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Learning Outcome Benefits

Promotes Spontaneous Communication

Feeling of Presence

Supports Collaborative Learning Groups

Sense of Community

Lectures and Meetings



Virtual Reality Challenges

« Learning Curve with new technology.

Lack of Research

Faculty Reconceptualizing

Technical Challenges

Students Prefer Synchronous Web-Based Learning



Opportunities/Suggestions

« Costs Vary

o Student Orientation

* Faculty Training

 Different Chat Features

« Upfront Investment of Time



Questions

e Questions.........



References

Baker, S. C., Wentz, R. K., & Woods, M. M. (2009). Using virtual worlds in education:
Second life® as an educational tool. Teaching of Psychology, 36(1), 59-64.
doi:10.1080/00986280802529079

Dominic, M., Francis, S., & Pilomenraj, A. (2014). E-Learning in Web 3.0. /.J. Modern
Education and Computer Science, 2, 8-14. DOI: 10.5815/ijmecs.2014.02.02

Johnson, C. M., Corazzini, K. N., & Shaw, R. (2011). Assessing the feasibility of using
virtual environments in distance education. Knowledge Management & E-

Learning, 3(1), 5. Retrieved from https://search-proquest-
com.contentproxy.phoenix.edu/docview/1955103677?accountid=35812

Lybeck, K., Bruhn, D., & Feyissa, S. (2011). The reality of virtual reality: Second life
as a tool for online peer-teaching activities. International Journal of Online Pedagogy
and Course Design (IJOPCD), 1(4), 1-19. doi:10.4018/ijopcd.2011100101

Siemens, G. (2005). Connectivism: A learning theory for the digital age. International
Journal of Instructional Technology and Distance Learning, 2(1), 3-10.

Zyda, M. (2005). From visual simulation to virtual reality to games. Computer, vol. 38,
no. 9, 25- 32. doi: 10.1109/MC.2005.297




	Virtual Reality Applications:�Is it feasible in an online learning environment?���
	Considerations
	Applications of Virtual Reality
	Virtual Reality
	Example to Keep in Mind
	Theory of Connectivism Applied
	Web 3.0 Technologies
	Learning Outcome Benefits
	Virtual Reality Challenges
	Opportunities/Suggestions
	Questions
	References

