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We see two simultaneously evolving learning spaces – 
interactive space and project space. Interactive spaces are 
places where people come together to talk, share, and 
exchange ideas. It’s where faculty can meet with students 
one-on-one or in small groups. It’s where students can 
come together in purposeful dialog and discourse. It’s both 
disciplinary and interdisciplinary. 

Project spaces are places where work gets done, as 
expected in student and faculty departments and programs. 
But work also gets done out in companies, agencies, and 
organizations that sponsor learning and through the hosting 
of external projects on campuses.

SCENARIO TWO: 
STUDENT PROFILE

Paul Lebraun is a second-year student in psychology 
at Indiana University. He was attracted to IU by many 
factors. That includes the institution’s massive commitment 
to personalized learning, enabled at scale by IU’s next-
generation digital learning environment. The loosely 
coupled elements of these environments have enabled IU 
to create personalized learning, at scale, across the entire 
curriculum, and incorporate learning apps seamlessly across 
the infrastructure. Paul was able to engage all of his learning 
materials through his smartphone.

Paul’s personalized experience began as a freshman, when 
all of his courses were personalized, consisting of one, face-
to-face meeting per week in an active learning environment. 
Throughout the week, he engaged his learning online on 
a 24x7 basis, engaging other learners at similar stages in 
their learning progress. His physical “classrooms” had been 
retrofitted for active, collaborative learning, with flexible 
furniture, collaborative technologies, and flat-panel screens 
and relaying ICLT of many kinds. Informal, collaborative, 
and learning spaces are strewn across academic and non-
academic spaces on- and off-campus. In essence, every 
space is a learning space.

Paul has also participated in the entrepreneurship club and 
is working in the behavioral science research labs 15 hours 
a week on an undergraduate research project for which he 
qualified based on his deep dive into advanced material in 
his personalized learning course in psychology.

Watch the video on 
Boundary-Less Learning
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SCENARIO THREE: Immersive Virtual Simulation Learning

The statistics on gaming are staggering. Billions of hours 
are spent each year in games and virtual worlds, and within 
those worlds a great variety of activities are occurring, many 
of them with learning components. 

As technology continues to get smaller, and gain power, 
fidelity, and pervasiveness, the boundaries between what we 
think is real and what is virtual are blurring past recognition. 
And it’s all coming to our learning environments. We already 
see virtual learning at work in the military and corporate 
world with training and preparation programs. Outside of a 
few schools and several programs in certain disciplines, most 
of higher education is well behind.

Simulations allow for intentionality in immersive, virtual 
learning. Smart objects with sensors and location devices 
allow real objects to be easily tracked and rendered in virtual 
spaces. Affordable and fast 3D printers allow virtual objects 
to be rendered in the real world, adding to the seamlessness 
of the transitions between virtual and real. As these trends 
intersect, the concept of learning, classrooms, and buildings, 
and even degrees and programs will be sharply redefined.

More than any other scenario, immersive virtual simulation 
learning puts stress on current higher education’s 
infrastructure and faculty preparation to help deliver content 
and experiences. It is the students who will be the most 
comfortable with this type of engagement and experience.

INTERSECTING TRENDS  
Illustrated in Scenario Three

VIRTUAL WORLDS 
Computer-based simulated environments  
inhabited by users as avatars with a varying  
degree of reality versus fantasy.
 
REAL-WORLD SIMULATIONS 
To create or imitate actual events or situations  
in a safe environment to stimulate innovation,  
learning and problem solving. Simulations bring 
together multiple perspectives and disciplines  
in order to best account for the large number  
of variables at play in the real world.
 
THE INTERNET OF THINGS 
Physical objects, including humans, are embedded  
with small sensors, software, electronics, IP  
addresses – all connected via a cloud-based 
infrastructure that allows for interactivity and  
control by the user and other connected devices.
 
GAMIFICATION 
Adding elements of game play to a non-game activity. 

3D PRINTING  
Employs mechanical processes to produce three-
dimensional objects, primarily through computerized, 
additive processes through which successive layers of 
material are laid down under computer control.

“Students will need both physical proximity as well as virtual 
engagement to immerse in the simulations and interact and 
debrief about their learning experiences face-to-face.”
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SCENARIO THREE:  
STUDENT PROFILE 

Ghazala Komal is a third-year student in biochemistry  
and business administration at Virginia Tech. She was 
attracted by the institution’s commitment to embedded 
technology, virtual reality-enabled spaces, and an 
interdisciplinary approach to innovation, entrepreneurship 
and problem solving. She aspires to a career in medical 
innovation and commercialization.

From the start, Ghazala selected course options that 
incorporated substantial simulation and visualization 
techniques. She has been working with a professor  
on translating biochemistry data into the “data room”  
where results can be experienced physically and visually. 

In her business administration courses she has selected 
options that involve a high degree of gamification and  
team-based problem-solving competitions. Ghazala’s 
biochemistry courses have heavily involved laboratory 
work and research opportunities with faculty and other 
undergraduate and graduate students.

13

SCENARIO THREE:  
LEARNING SPACE PROFILE
 
Contrary to the public image of the gamer alone in his  
dark bedroom, immersive virtual simulation learning is 
a highly social activity. Students will need both physical 
proximity as well as virtual engagement to immerse in the 
simulations and interact and debrief about their learning 
experiences face-to-face.

Learning spaces will need to transform in significant ways. 
Technology will be ubiquitous and unobtrusive. These 
open and modifiable spaces and rooms allow for a seamless 
blending of virtual objects, real work objects, computer 
models, and human movement and interaction.

Watch the video on
Immersive Learning
















