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Future -oriented learning in virtual worlds
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The Golden Circle

Picture: Simon Sinek | by Lance Cpl. Brendan Mullin | Public Domain via Wikimedia Commons
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https://www.petiteprof79.eu/das-kreuz-mit-der-digitalisierung-der-bildung/

School in the 21 st
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https://mixed.de/bugatti-deutlich-schnelleres-auto-design-dank-virtual-reality-prozess

World of GenZ &

Gen a



https://www.epicgames.com/fortnite/de/news/astronomical
https://www.youtube.com/watch?v=wYeFAlVC8qU&t=86s

Daily confirmed new cases (7-day moving average)
Outbreak evolution for the current 10 most affected countries
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Chart: https://www.abc.net.au | Image: Pixabay | Video: TikTok



https://www.abc.net.au/
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Soclety 2 education:then? now

Then: Teaching Now: Future-oriented learning
Industrial Age Digital Age (not just about technology)

A Npcjmjuz-!qgsjoujoh! Al A complexity / chaos*

A New knowledge needed to be acquired A New knowledge needs to be constructed

A Need for compliant workers > hierarchy, control R need for flexible & creative people > community
Aligspevdujpo! mjofdZ fev dbppisghg development & success

> teacher-centered instruction > Learners take responsibility for learning

> All about facts > Teachers help and accompany

> Learning outcome > |earning process

Goal: understanding & shaping the futtune

Article : BANI vs. VUCA


https://digitalisierungscoach.com/2021/12/13/bani-ist-nicht-der-nachfolger-von-vuca-und-ich-erklare-warum
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Soclety 2 education:then? now
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Goal: understanding & shaping the futtune

Icons: Noun project | Recommended video : Ken Robinson| Changing education paradigms |TE


https://www.ted.com/talks/sir_ken_robinson_changing_education_paradigms
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Soclety 2 education:then? now

Icons: Noun project | Recommended video : Ken Robinson| Changing education paradigms |TE


https://www.ted.com/talks/sir_ken_robinson_changing_education_paradigms
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y Content & knowledge
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https://www.michaelfullan.ca/wp-content/uploads/2014/09/Education-Plus-A-Whitepaper-July-2014-1.pdf

OECD Education 2030 Framework (2018)

The OECD Learning Framework 2030 Well-Being 2030

Individual & Societal

Disciplinary Parents Teachers
Interdisciplinary Knowledge
Epistemic
Procedural ﬁ A
Cognitive & meta-cognitive w
Social & emotional  SKills Competencies

Physical & practical

Personal

Local  Attitudes
Societal and Values
Global

Communities Peers

Vi4 OECD Learning Framework 2030

Image: OECD | Global Competency For an Inclusive World | Link | Education 2030 Position Paper | ink


https://gisigpl.files.wordpress.com/2017/12/global-competency-for-an-inclusive-world.pdf
https://www.oecd.org/education/2030/E2030%20Position%20Paper%20(05.04.2018).pdf
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Extended Game-based Artificial Design Thinking
Reality Learning Intelligence
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Futures Sustainable Virtual Worlds A
Thinking Development Metaverse?

Image: Pikist



PHYSICAL
WORLD

XR:

EXTENDED REALITY

AR: AUGMENTED REALITY

virtual image superimposed on
user’s view of the real world

no immersion
physical world + virtual elements

limited interaction, usually by
touching a screen

- visualization

MR: MIXED REALITY

virtual image superimposed on
user’s view of the real world

no immersion
physical world + virtual elements

greater interactivity

-> added functionality through

haptic interaction

Windows Mixed Reality = Merge Cube
| I

gestures an object with
a controller virtual elements
Meta Quest
|
handtracking

VR: VIRTUAL REALITY

computer-generated
reality

immersion
(with/without VR goggles)

interaction*
(keyboard, controllers, hands)

feeling of presence
and agency in the
virtual world

* can vary from looking at

something to manipulation,
creating and getting feedback

lllustration: XR spectrum V6 | Stephanie Wossner | Pictures: Pixabay & own photos
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Game-based llesrmiigg

y e 2 k (tligitél) games are integrated into the
learning process

vy Qualities of good games
y [narrative] “
Y goals | milestones | challenges
y rules

y feedback system |learning from mistakes
y self-determination

Y personal reward for mastering a challenge

Yy competencies are more important than
knowledge

Picture: Screenshot | Minetest: Robinson  + 2 = « ~dfahdqLMZ BW)



Learning Design

Yy The Super Mario Effect - Tricking
Your Brain into Learning More |
Mark Rober | TEDxPenn (2018)

Video: YouTube (9:47 -10:49)


https://youtu.be/9vJRopau0g0
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Based on: Game -Based Learning im Unterricht | Donau  -Universitdt Krems | Toolkit GBL (S. 12) | Image: Stephanie Wossner


https://toolkit-gbl.com/files/php5BRnRm.pdf
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Image: Screenshot
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v (creative) assistant

Image: Screenshot
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ChatGPT
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Capabilities

Remembers what user said
earlier in the conversation

Allows user to provide follow-up
corrections

Trained to decline inappropriate
requests
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The Metaverse?

Now f S furW# the how




