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Are TV and Video Games
Making Kids Fat?

The effects of "screen time” on childhood | @ |
obesity. N
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Immersion can lead to learning

 Draws on sensory, actional, and symbolic

factors.

e Digitally replicates the experience of location.

* |mmersive Learning can:
— Provide multiple perspectives
— Enhance or highlight key features

— Situate the learner

— Enable transfer of di
(Dede, 2009)

ficult-to-understand info



Define Virtual Worlds
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e Patterns to combine the virtual and the real

e Situating the learner within a designed world

e Scaffolding to make things make more sense
and more part of one’s personal ecology.

e Providing a sense of AGENCY to people over
things that seem intangible, abstract, or even
irrational.



Potential for Immersive Tech
for Nutritional Education

* Highlight aspects of reality that humans are
not good at seeing, within context.

* Provide “embodied perspective” by showing
scope, scale, and long term consequences at a
personal level that people can understand and
allow them to take action on them and see
and “feel” the changes.

 Provide motivational “hooks” to increase
desirable eating and health-related behaviors.



EcoMUVE & EcoMobile

pond
' Dissolved Oxygen reading

, for the pond on June 30,
2012 is 8.4mag/L.
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Augmented & Virtual Reality Device Spectrum

Real Augmented Augmented Virtual
Environment Reality (AR) Virtuality (AV) Reality (VR)
Google Glass @ Oculus Rift DK1 &2 @
Vuzix M100 @ Durovis Dive @@
@ Meta SpaceGlasses VRTX One @
Epson Moverio BT-200 @@ GameFace Labs MarkV @
Sulon Cortex @ Samsung Gear VR @
Available within 3 months Homido @
MergeVR @ Avegant Glyph @
Sony Morpheus
Samsung Glass Gear @ i ®
i iPal . VRELIA
i2iiPa : .
Available within 6 months ! Seebright ANTVR Kit
VRVANA Totem
Sensics dSight
Sony SmartEyeGlass @) castAR@ R SI: n:cs IllgEO
LG G Glass @ Atheer One o it
Microsoft MG Gl vrAse viamo
icroso ass FOVE
Cmoar Altergaze
Available within 12 months Panoglass
Oculus Rift CV1

@ Consumer/Commercial Version Available ;
@ Developer Version Available (for order, pre-order or limited developers) Microsoft, Apple

Not Available Yet - In Development KZ E R@

Q3 2014 Update. Launch timings are estimates WORLDSWIDE



Player motivational types

 Achievement
e Socialization
e Exploration

* Mayhem

Find out your own Game Play Motivational
Profile at http://apps.quanticfoundry.com/lab/




Gartner Hype Cycle

°XP°ctah°ns Internet of Things
‘ Natural-Language Question Answerng
: Wearable Userinterfaces
Speech-to-Speech Translation
Autonomous Vehicles g?y’;f:&‘g;%’;:"“"g
SmartAdvsors Complex-EventProcessing
Prescriptive Anahfics O In-Memory Database Management Systems
Neurobusiness —2¢ O Content Analytics
Biochips
Affective Computing Q lg:‘frl:“g;%t;: Computing =
SmartRobols Augimented Reality SpeechRecognition
3D Blopnntmg &stems Machine-to-Machine , Consumer Telematics
Volumetric and Holographic Displays Communication 3D Scanners
Software-Defined Anything Services f
Quantum Computin £ :
Homan Auqmentaﬁog Quantified Self :ggggny:‘ealm 57 I Enferpase 30 Printng
Brain-Computerinterface . ? Activity Streams
Connected Home A o In-Memory Analytics
Cloud Comp Nu hF' c'° Gesture Conftrol
Virtual Personal Assistants W Virtual Real
Digital Securty SmantWorkspace ity
Bioacoustic Sensing A
| As of July 2014
Innovation Peak of Trough of Plateau of
Trigger £ x:;‘eﬂc:;etiin . Disillusionment Slope of Enlightenment Productivity
time v

Plateau will be reached in: obsolete
Olessthan 2years ©2toS5years @5t0o10years A morethan 10years @ before plateau



Wearale e . DIGITAL HEALTH HYPE CYGLE

BIONICLY

Remote patient monitoring

Healthcare social media Personal health data

Electronic health records Maiiealitdendin

Artificial Intelligence

Quantified Self
Smart home health
Ingestible tech Sleep analytics

Patch sensors

Smartwatch

Apple and health

Personal genomics

Blood bioanalytics Health apps

Brain fitness o
Activity trackers

DIY biohacking

Brain controlled bionics

Google Glass

Nanorobots

Implantable tech
Brain chips

3D Bioprinting

TECHNOLOGY =~ PEAK OF INFLATED TROUGH OF SLOPE OF PLATEAU OF
TRIGGER EXPECTATIONS DISILLUSIONMENT  ENLIGHTENMENT  PRODUCTIVITY

This Digital Health Hype Cycle has in no way been endorsed by Gartner, Inc.



From Immersion to Embodiment

We’'re moving off of the screen and back into the
physical world, bringing the contents with us.
We're going mobile: Action!

We COULD begin to make connections to health,
nutrition, and well-being by connecting
ourselves... to games that enhance our lives.

“Life is a game. All you have to do is know how to
play it.” ~ Anonymous



IMMERSIVE LEARNING RESEARCH NETWORK

http://immersivelrn.org

AMERICAN EDUCATIONAL RESEARCH ASSOCIATION

Special Interest Group

AR - El Applied Researchin
I Immersive Environments for Learning

http://www.arielsig.net/
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