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Immersion	
  can	
  lead	
  to	
  learning	
  

•  Draws	
  on	
  sensory,	
  ac?onal,	
  and	
  symbolic	
  
factors.	
  

•  Digitally	
  replicates	
  the	
  experience	
  of	
  loca?on.	
  
•  Immersive	
  Learning	
  can:	
  

– Provide	
  mul6ple	
  perspec6ves	
  
– Enhance	
  or	
  highlight	
  key	
  features	
  
– Situate	
  the	
  learner	
  
– Enable	
  transfer	
  of	
  difficult-­‐to-­‐understand	
  info	
  

(Dede,	
  2009)	
  



Define	
  Virtual	
  Worlds	
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Immersive	
  spectrum	
  

•  PaJerns	
  to	
  combine	
  the	
  virtual	
  and	
  the	
  real	
  
•  Situa?ng	
  the	
  learner	
  within	
  a	
  designed	
  world	
  
•  Scaffolding	
  to	
  make	
  things	
  make	
  more	
  sense	
  
and	
  more	
  part	
  of	
  one’s	
  personal	
  ecology.	
  

•  Providing	
  a	
  sense	
  of	
  AGENCY	
  to	
  people	
  over	
  
things	
  that	
  seem	
  intangible,	
  abstract,	
  or	
  even	
  
irra?onal.	
  	
  



Poten?al	
  for	
  Immersive	
  Tech	
  	
  
for	
  Nutri?onal	
  Educa?on	
  

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

•  Provide	
  “embodied	
  perspec?ve”	
  by	
  showing	
  
scope,	
  scale,	
  and	
  long	
  term	
  consequences	
  at	
  a	
  
personal	
  level	
  that	
  people	
  can	
  understand	
  and	
  
allow	
  them	
  to	
  take	
  ac?on	
  on	
  them	
  and	
  see	
  
and	
  “feel”	
  the	
  changes.	
  	
  

•  Provide	
  mo?va?onal	
  “hooks”	
  to	
  increase	
  
desirable	
  ea?ng	
  and	
  health-­‐related	
  behaviors.	
  









Player	
  mo?va?onal	
  types	
  

• Achievement	
  
•  Socializa?on	
  
• Explora?on	
  
• Mayhem	
  
	
  
	
  
Find	
  out	
  your	
  own	
  Game	
  Play	
  Mo?va?onal	
  
Profile	
  at	
  hJp://apps.quan?cfoundry.com/lab/	
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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:	
  Ac?on!	
  
•  We	
  COULD	
  begin	
  to	
  make	
  connec?ons	
  to	
  health,	
  
nutri?on,	
  and	
  well-­‐being	
  by	
  connec?ng	
  
ourselves...	
  to	
  games	
  that	
  enhance	
  our	
  lives.	
  	
  	
  

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



hJp://immersivelrn.org	
  	
  	
  	
  

hJp://www.arielsig.net/	
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  you!	
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Slide	
  5:	
  Milgram’s	
  Reality	
  –	
  Virtuality	
  Spectrum	
  hJps://en.wikipedia.org/wiki/Reality%E2%80%93virtuality_con?nuum	
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