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XR-Learning

» Zwei Fachgruppen der Gesellschaft fir
Informatik (Gl)

o Bildungstechnologien (BiT)
o Virtual & Augmented Reality (VR/AR)

o 220+ Akteure, Offen fiir Nicht-Informatiker!
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XR-Learning

Aktivitaten

o Wettbewerb ,AVRIiL - Gelungene
VR/AR-Lernszenarien”

o Wissenschaftlicher Workshop
im Rahmen der DELFI

Arbeitsgruppen
o uniVERSEty: Virtuelle Lernrdume

o OER - Open Education Resources fur XR
o XR fiir Schulen



XR-Learning

Informieren und mitmachen

» Website https://ak-xrl.gi.de/

o Veranstaltungsibersicht und -materialien
o Projektvorstellungen

o Aufzeichnungen von Webinaren
« Monatliches Rundschreiben

o Online ,Sprechstunde”
jeden 1. Donnerstag im Monat um 9 Uhr

 Chat (Mattermost) https://akteure.ak-xrl.gi.de


https://ak-xrl.gi.de/
https://akteure.ak-xrl.gi.de/




Virtual Learning Worlds
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Comenius-Projekt 1995

=  Forschungsprojekt zur Medienerziehung 1995
o Unterstiitzt von DeTeBerkom
o  Fiinf Berliner Schulen sind iiber ein
ATM-Hochgeschwindigkeitsnetz miteinander verbunden
= Kinder und Jugendliche auf die Anforderungen der
Informationsgesellschaft vorbereiten
o Lernen, wie man neue Medien nutzt, um kreativ und
kritisch mit den Mdglichkeiten der Kommunikation
umzugehen
o Neue Unterrichtskonzepte wie schul- und
klasseniibergreifendes Lernen
o Ein Arbeitsumfeld, das schon heute die Anforderungen
von morgen erfiillt



Lehre in Second Life
HS Darmstadt 2008/09




Social presence and spatial awareness

Avatars represent users in the virtual world
and enable non-verbal communication.

+ Express more emotions through "natural” gestures
, €.9. thumbs up or waving

+ Mutual positioning and orientation in the room expresses

closeness/distance and closeness

« Promoting learning: Non-verbal cues facilitate communication
and help withteaching social skills. Shared presence promotes
social learning. Natural movement behavior allows flexible

learning modalities.

vgl. Yee und Bailenson (2007) Proteus Effect, https://en.wikipedia.org/wiki/Proteus_effect
vgl. Walfel, M. (2023): Soziale virtuelle Realitét https://doi.org/10.1007/978-3-662-66908-2_12

0InCXA13L8

Microsoft Mesh 2023 https:/www.youtube.com/watch?v


https://en.wikipedia.org/wiki/Proteus_effect
https://doi.org/10.1007/978-3-662-66908-2_12
https://www.youtube.com/watch?v=_0InCXA13L8

Communication, cooperation and
collaboration

Questioning, understanding, mastering and evaluating
knowledge/project tasks together

o Versch. Communication and cooperation models between teachers and
learners

m Lecture, introduction, group discussions, workshops, exercises, ... Virtual seminar room at WU Vienna

O Conducive to learning: Promotes cooperative learning, teamwork and
supports the development of problem-solving skills through joint goal
setting and the distribution of tasks

Optional: Persistent spaces

o Virtual world remains in its last state

m Learners can return at any time
m Teaching/learning progress visible

m Supports switching between synchronous and asynchronous o _ _
formats Training environments for flood protection at

RWTH Aachen University



Different rooms for different
teaching and learning settings

Informal area

Breakout room



Designable spaces: Immersive
Lernplattform Thiiringen (ILT)

= 2 semesters, 2 courses per university

= Joint presentations and creative sessions

= Student-designed learning spaces

= Public Students Game-Developer Conference



Virtual Learning Worlds
at Universities
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Open university network

Interdisciplinary network of academic groups
developing, operating and evaluating virtual learning experiences
- Initiated 2021 together with XR Hub Bavaria
- 200+ members from 40 universities
- Joined working group from EduTech & XR
at German Informatics Society
-> Focus on persistent social learning environments
- Funded by “Stiftung Innovation in der Hochschullehre” 2023-2026

No formal requirements - than being at a university - needed...just engagement



Activities



Tour-Stationen
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11:15

11:30

11:45
12:00
12:15
12:30

uniVERSEty

Einfiihrung & Ablauf der Tour vorstellen (in Webex)
1. SocialVR & K fiir Social-Skill-Trainings [ENGAGE]*
2. ImmerNa-Lernraum: Keine Armut

3. Planspiel: EU-Gesetzgebung [FrameVR]

4. ENGAGE.EU Virtual Campus [TriCAT]*

9. Classroom-Management in Social VR

6. QuantWorld
1. Ukrainische Schule in VR™**

8. Im8sam: Atemmeditation im Lotus Tempel***
9. Anywhere Academy™*

10. Back to Mars™**

Gemeinsamer Wrap-up / Fragen / freie Exploration

* Anmeldung erforderlich *** Webbrowser (auch im
** Download und Headset)
Installation erforderlich



Themenspecial: XR in der Hochschullehre

Materials on how XR technologies can enrich higher education
through immersive, practice-oriented learning scenarios, while also
stressing the need to assess their didactic value, technical effort,
costs, and ethical limits.

e VR, AR, MR, 360° environments, virtual labs, SocialVR, and
simulations.

° Practical examples from medicine, teacher training,
engineering, chemistry, literature, and business education.

e Highlights use cases such as virtual excursions, lab
preparation, presentation training, and collaborative
learning.

e  Requirements like clear learning goals, not just create
impressive experiences.

° Discusses challenges around content creation, platform
choice, access, funding, learning effectiveness, and ethics.

https://www.e-teaching.org/praxis/themenspecials/xr-in-der-hochs
chullehre (German only)



https://www.e-teaching.org/praxis/themenspecials/xr-in-der-hochschullehre
https://www.e-teaching.org/praxis/themenspecials/xr-in-der-hochschullehre

DEVELOPMENT, ESTABLISHMENT,
AND NETWORKING OF VIRTUAL
SPAGES AT UNIVERSITIES






