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The Project

ABOUT

Reviews of current educational software reveal
that there is minimal use of VE technology to
provide learning experiences in personal and
social development or social problems.

In schools and colleges there is little oppor-
tunity for students in the 14-19 age range to
explore real problems in a truly interactive
computer environment, for example to develop
social awareness through exploration of events
and consequences. On the other hand, young
people are consumers of games on home com-
puters that involve them in exciting problem
solving activities.
Though many games
m do have some basis in
reality few, if any,
have roots in key
Themes of the Euro-
pean schools curricula
and relevance to the

The Project

European Community’s transversal policies.

THIS PROJECT AIMS TO BRIDGE THE GAP
BETWEEN THE CURRENTLY AVAILABLE EDUCA-
TIONAL SOFTWARE AND THE MORE DYNAMIC
GAMES SOFTWARE MARKET.

CONCEPT

The project aims to combine the engaging
factors of 3D games, the benefits of role-
playing for enhanced learning and to produce
an educational package that has a novel and
original approach addressing street crime in

the classroom. This will
provide an example of
good practice in the use
of VEs in teaching and
learning, and provide
greater awareness and
understanding of the
potential of VE to be
applied to other subject areas of the curricu-
lum. The tool could be also used for communi-
ty consultation and empowerment.

HARD-/ SOFTWARE REQUIREMENTS

Technological requirements for using the envi-
ronments are quite low. The interface has been
designed to be similar in style to that used in
current computer games.

Technology requirements to run the environ-
ment, at the moment are:

1.7GHz Pentium 4 or equivalent or better
512MB of memory (possibly 256 MB)
GeForce 4 64MB or equivalent

The Concept

PEDAGOGY

This project aims to combine VEs and role-
playing techniques, which studies show
provide many learning opportunities and a
motivational context in which to learn. Youn-
ger people are used to playing computer
games and are open to new ways of learning.
Engagement is one of the important fea-
tures creating learning effectiveness. Ahdell
and Andresen (2001) identify six key factors
influencing user engagement: interactivity,
flexibility, competition, reality, drama effects
and usability.

This project will allow a study to test the be-
nefits and effectiveness of learning through
the use of VE and related technology, and

to incorporate the strengths offered by the
media.

It will be necessary to take accounts of cur-
ricula and teaching practices and national
differences. Gender and race specific issues
related to crime and street safety will be con-
sidered and adaptations required of the VE or
accompanying materials identified.

The main didactical
approach will be
based on providing
varying experiences
with conventional
teaching and media.

The Concept




