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Stages of Development

20.11.2020 Fachhochschule Dresden 2

Version 1

• Literature Review (Nov19-Jan20)

•Discussion on TNM

Version 2

• Literature Review (Mar20-May20)

•Discussion on TNM

•Report IO1

Version 3

• Expert Interviews 

•Discussion on TNM

Version 4

• internal Group Discussion

• Presentation on TNM
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Euler & Seufert, 2007

Education Management
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Literature Research (1)
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• Initial Research via academia.edu and google academics

• Research on VR and Mobile Learning

• Approx. 75-80 papers/titles

• Filtration to approx. 18-20 titles

• Tabular structure of data:

o according to didactic framework (5 different fields)

o within the 5 fields: 

(a) potentials, (b) risks, and (c) implementations



Literature Research (2)
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• Filtration to approx. 18-20 titles



Literature Research (3)

20.11.2020 Fachhochschule Dresden 8

• Tabular structure of data



Literature Research (3)
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• Tabular structure of data



Literature Research (4)
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VR-Learning: Didactics
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• VR-L 

o supports development of social skills

o important: integration of theVR setting into social learning arrangements

o promotes positive learning effects (attention, motivation, concentration, presence
and immediacy) 

• VR scenarios to be used selectively during the learning process

→ 10-15 mins

• Promotion of the cooperation among students, as well as between students and teachers

• Group sessions and single sessions

→ Group sessions: supports motoric skills, interaction and behaviour are trained;

single sessions: to promote explicit learning success (tests etc.)

• VRL heavily requires instructions and didactic interventions (e.g. virtual agents)



VR-Learning: Technology
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• Use of wirelessVR technologies recommended (fit-for-purpose headsets)

• Environement: enough space for the actors to move (to prevent motion sickness)

• Production ofVR scenarios requires special programming and design skills

• Technology is susceptible to faults. Since the choice of equipment is essential, VRL 

scenarios should be accompanied by technological and didactic support and tested

intensively in advance

• The interaction/navigation in theVR scenario requires instructions and training. 

• In the coming years, an increase in design possibilities for interaction in virtual space, e.g. 

through gesture-based control, can be expected. 

→ In the didactic planning these actual restrictions have to be considered, best by giving

learners time to “get used” to these special forms of interaction.



VR-Learning: Organisation
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• Goal: compatibility between the newVR technology and the existing technological

infrastructure (faculty, university)

• Permanent coordination between the universities’ internal IT and project-related special

technology, e.g. WLAN network performance

• Teachers need – preferably personal – assistance in the form of didactic support for

integration ofVR

• Project management in theVRL is very complex, as many different professions are

involved (IT, educators, designers, data privacy security, device manufacturers, etc.)

→ Need ofVR experts with interdisciplinary knowledge



VR-Learning: Economy
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• VR technology is getting cheaper (price reduction/last 5-7 years: about 70%)

• Big challenge: initial investment ofVR technology (for universities, companies)

• Once established, costs can be saved thanks toVR, but this is not yet sufficiently

empirically proven, as we are still in the early stages of this process

• The second and biggest challenge – also in terms of time and money – is the targeted

training of teachers and students

• VR technologies bring general advantages through problem-free repeatability, if the

intended learning goals in presence formats (before their simulation throughVR) could

only be achieved under difficult conditions

→ e.g. in laboratory experiments or medical and technical disciplines



VR-Learning: Culture
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• In recent years, VR has been used increasingly in scientific (medicine, anatomy, geology), 

mathematical and technical (engineering) disciplines by mapping/ simulating complex but 

systematic processes

• Social science research is present, but still in early stages of immersiveVR applications

• While younger students are mostly positive aboutVR, older teachers often have

difficulties with it → Challenge: to reframe and rethink traditional habits of learning and

teaching → New learning paradigm: “FromTeaching to Learning”

• health aspects must be taken into account; otherwise, the use ofVR can be

counterproductive to motivation and learning success

• In interculturalVR scenarios, the individual teaching and learning cultures have to be

taken into account (technical design & didactics)



Comments and Questions?

20.11.2020 Fachhochschule Dresden 16


