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Session Objectives

● Discuss design principles for educational VR
● Explore the integration of immersive virtual 

experiences, including student response
● Identify considerations with design and 

implementation of virtual reality



Immersion

Extended reality (XR): Technologies that mediate experiences by combining 
digital and biological realities.

360-degree video:
Viewers can look 
around in all 
directions

AR:
Users experience the 
real environment 
augmented by 
computer-generated 
sound, video, or 
information

MR:
Allows interaction 
between real 
environments and 
digitally superimposed 
objects

VR:
Users experience and 
interact with and within 
a fully digital 
environment



XR: Pedagogical value
● Vivid, engaging and realistic 

learning experiences
● Immersion into inaccessible spaces 

and eras
● Stronger emotional attachment to 

topics
● Increased social empathy
● Critical thinking in experiential 

situations



Project Ambrosia

● Series of VR archeological 
“gamified” simulations produced at 
CSUSB

● Students learn how to do 
archaeological surveys; how to find 
things; and how to develop their 
archaeological skills

● Students learn how to use artifacts 
as clues to discovering the past

Real life archeological site

VR simulation



Project philosophy

● Project takes advantage of the 
medium affordances (e.g., 
presence, immersion, point of 
view and perspective)

● Partnership between faculty 
across departments, student 
programmers, and ITS

● Asset production embedded in 
the curriculum



Elements of design

Storyboarding 
from the 
audience’s 
perspective

Grid-based 
learning 
objectives

“Peer” guidance 
(avatars orient 
action and provide 
clues)

Embedded 
instruction and 
assessment



Implementation



The Immersive Virtual Experience



Meet Alfred



Meet Beatriz



http://www.youtube.com/watch?v=DAksPjHTRUc


What words or phrases come 
to mind when you hear 

‘geriatric’ or ‘older’ patient?



Pre-Survey Responses: Alfred 



Post-Survey Responses: Alfred



I understand the perspective of an older adult.

24%





Question 13: This experience positively impacted my preparation for the nursing profession.
Question 16: Virtual reality patient experiences, such as the experience as Alfred, can support 
the development of empathy for nursing students.
Question 19: I have an improved understanding for how to care for patients with vision loss











To what extent do you agree with the following statement? 
"Once a person cannot recognize their family and friends, 

they no longer are able to feel emotions like love, 
friendship, hope, or connection."



100%
Virtual reality patient experiences, 

such as the experience as Beatriz, can support the 
development of empathy for nursing students.





Resources and Support Needed

$$$$

$$

“Your PC is not ready for rift”

Multiple 
conference calls

Multiple unneeded 
options A working brick by 

any other name is 
still a brick

Deciding to beg for 
forgiveness if it goes 

wrong

A quick Google search 
to see company’s 
recommendation

Pricing out a mid-term 
gaming laptop

(still Dell)

A VR 
experience 
that works



Considerations
●

●

●

●



Future Wish List 

●

●

●

●



Questions?


