Work-in-progress: Didactical
Design for Virtual Reality Education
Contact michael@fun.ac.jp
www.mvallance.net

PAPER 209

Problem

Implementing Virtual Reality in mainstream
education is not gainng the anticipated traction.

Proposed solution

Didactical Design has been proposed as an
act of modeling processes in educational
settings. It is an interplay of several pedagogical elements to strengthen teaching and
learning processes. The term didactic originates from the Scandinavian and German
concept of Didaktik; which focuses upon the
relationship between content-student-teacher, whilst explicitly emphasizing the distinction between teaching practice and student
learning. The Didaktik method embraces
what to learn (i.e., curriculum and content),
when to learn (e.g., in what kinds of situations and locations), and how learning can
be achieved (e.g., self-regulated learning).
This work-in-progress proposes Didactical
Design as the science of planning and performing, where both teaching and learning is
a social practice, subsequently demonstrating a particular design form for education in
Virtual Reality.
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Research
Hypothesis: Didactical Design of Virtual Reality (VR) immersive technologies
as a teaching resource supports learner engagement.
Didactic is the Scandinavian and German concept of Didaktik, which focuses
on the relationship between content-student-teacher and emphasizes the differences between teaching activities and learning activities.
Didaktik not only includes methods, but it also embraces the question of
- what to learn (i.e., curriculum and content);
- when and in what kinds of situations and locations;
- how learning can be achieved (e.g., through specific resources): i.e., meta-learning.
Didactical Design is the science of planning and performing, where both
teaching and learning is a social practice, and offers a particular design form
for education in Virtual Reality.

Fig. 2. Implementing Didactical Design

Fig. 3. Communication in VR

Fig. 4. Experiential activity in VR

Expected Outcome
.

The intention is for a pragmatic schema of work that can be accessible for
teachers and Higher Education instructors to consider when designing courses which engage learners in Virtual Reality technologies. Generic lesson
aims, learning outcomes and supporting assessment criteria will be embedded with the framework; irrespective of topic being taught. The framework will
be constructed around Didactical Design involving (a) teaching goals, (b)
learning activities, (c) assessment, (d) social relations/roles, and (e) technology, all informed by the data and analysis of this research project.
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