4 Ways Virtual Reality
is Disrupting Education in 2019
A guide to how some of
the world’s leading universities
are using virtual reality.
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Virtual Reality (VR) is on precipice of something monumental.

Introduction
“Through virtual reality, we can
create a fabulous distributed
classroom where anyone in the
world with the internet can access
a classroom and teaching. We
can examine concepts that are
difficult to recreate in other ways.
Students can experience what it is
like at the top of Everest or get
inside a locomotive to see how it
works up close. ”

Virtual schools are on the cusp of democratising high-quality
education on a global stage; something inconceivable only a few
short years ago. For those of us working in education, VR has
become a force that can no longer be ignored.
In Stephen Spielberg’s blockbuster Ready Player One, we saw how
VR can be applied to all aspects of our lives, from work to school
to play and could potentially become our key access to all the
information we would ever need.
Of course, we’re not quite there yet!
In this educational guide, we look at how VR is being used by some
of the world’s leading universities today. We will also provide an
outline of how you can get started with very own ‘off the shelf’ VR
solution, using our free online platform, ENGAGE.

- Pixar co-founder & VR
enthusiast, Loren Carpenter
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4 Ways Universities are Disrupting
Education Through VR
In 2019, adoption of VR technology has already become more widespread than you may think.
Medical, military, science, education and architecture professionals are already using VR to disrupt their
industries while also reducing costs. VR has the potential to greatly change almost every industry in the
next number of years, not least the education sector.
And the benefits are real too.
By immersing yourself in a virtual world or by bringing virtual objects into your real-world environment, you
can better retain information being shared in a safe, multi-user environment – wherever you are in the
world.
In the following pages we outline some of the latest examples of how some of the world’s top universities
are leading the way in VR education.
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Education Without Borders
Oxford University, UK
Life-saving skills are in dire need in many parts of
the developing world. 1 in 13 children die before
their 5th birthday in Sub-Saharan Africa,
according to the WHO. More than half of these
deaths could be prevented through better
training programs and strengthening the local
health system.
However, the scarcity of training centers means
access to healthcare training is a challenge.
Oxford University devised a plan to tackle the
problem head-on, by using Oxford-based
doctors to remotely train Kenya-based
doctors locally using VR.

The VR Solution
Through the development of the Life-Saving
Instruction for Emergencies (LIFE) project, Oxford
University created mobile and VR simulation
trainings to teach doctors in the developing World.
Working with the ENGAGE platform and team,
Oxford developed life-like training scenarios that
transcended location.
The simulated environments include a hospital,
patients, medicines and medical devices and focus
on the resuscitation of babies. On-hand trainers
from Oxford University provide students with reallife scenarios and how best to respond in real-time,
ensuring high-quality learning.

Source: World Health Organization: September 2018 https://www.who.int/news-room/fact-sheets/detail/children-reducing-mortality
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The Results
Obstacles such as accessibility and the high cost of onsite training were removed. Teaching and
experience was delivered, improving education for healthcare workers in developing countries in
the area of infant resuscitation.The VR version of LIFE has been developed to allow healthcare
workers to connect over a low-bandwidth internet connection, suitable for remote locations.
Testing has recently begun with a new low-cost VR module for LIFE that uses the cost-efficient
Google Cardboard VR headsets. With the ongoing developments of such technology,
VR is proving it's life-saving potential, reducing infant mortality in the region overall.
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Innovation in the Classroom & Beyond
Shenandoah University, USA
VR is in an exciting state of transition. Revenue
from the global VR marketplace is expected to hit
a whopping $21.5 billion by 2020 alone, according
to Statista. Even more impressive is that the size
of the AR/VR worldwide marketplace, is expected
to grow to US$193 billion by 2022.
However, analysts like PWC believe a ‘boom’ in the
sector will really take place once companies
have found a myriad of uses for its technology in
business and development circumstances, not
just for gaming or multimedia purposes. The time
is now ripe for universities to explore the
possibilities of this new academic dimension, so
the next generation of graduates are ready for
the future.

Source: https://www.statista.com/topics/2532/virtual-reality-v21.r/

The VR Solution
As educators, Shenandoah University has always
understood the transformational role VR can play in
education. Quicker off the mark than most, the
Virginian University has realised that more and
more expertly trained professionals will be required
to meet the future demand for VR services. They
announced the launch of two new courses in 2019; a
Bachelor of Arts and a Bachelor of Science in VR / AR
Design. By partnering with Immersive VR Education,
educators at the university will be in a position to
create their own custom VR content using the
ENGAGE platform.
Students alike will also be able to build their own
virtual worlds and scenes that create simulated life
experiences.
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The Results
Curious minds need only apply to Shenandoah University. Their cutting-edge programs, which
kick off in 2019, are anticipated to integrate skills and knowledge across a variety of disciplines.
Students will be tasked with creating five-minute immersive training experiences for real-world
clients, including training videos that will aid business and emergency medical services in
everything from suicide prevention to helping patients with dementia. Graduates will be in a
position to choose jobs in game programming, architecture, engineering and construction (using
VR for 3D design, as well as for simulation training scenarios, safety training for law enforcement,
travel industry advertising and more.
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Touring Campuses with VR
Princeton, Yale, Harvard, USA
Recruiting a diverse pool of international
undergraduates is a top priority for many
universities around the world.
However,
convincing
students
located
thousands of miles away from a physical
campus to enroll can be a difficult thing to
achieve. Travelling to a foreign campus in
advance is often a prohibitive cost for most
students and their parents.
In addition, parents of international students,
many of whom will be footing the bill, do not
understand the local language and this could
impact their decision when choosing a university
for their children.

The VR Solution
A number of leading US-based universities,
including Harvard, Yale and Princeton, took the
decision to create a unique experience that could
reach a broad range of audiences in a digital space.
The student-led tours, which offer 360-degree
panorama views of their campuses, would be made
available to students using mobile phones, tablets
and desktops, as well as those using Google
Cardboard Glasses.
Viewers can explore the campuses via a walking
path, following the tours from start to finish or jump
from stop to stop, and read the location
descriptions in the information boxes at the bottom
of the screen. This gives overseas students an
opportunity to properly see what’s on offer.
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The Results
Students near and far have been able to experience the beauty of Princeton, Yale and Harvard’s
main campuses in a dynamic and engaging manner. By creating virtual, student-led tours, which
were available in a number of languages, potential applicants and their parents gain a better
understanding of the university and its campus.
Significant highlights such as a state-of-art engineering building or an athletics complex could
be the deciding factor for a would-be student and their parents.

10

Stepping up to Save Lives
Royal College of Surgeons, Ireland
Emergency medical situations often call for
surgeons and other healthcare professionals to
make critical decisions fast. This can include life
or death procedures that demand expert
attention and precision technique.
When it comes to training students, the RCSI is
dedicated to exploring new technologies in an
effort to enhance their educational experiences.
They decided to create an educational training
program that was as close as possible to a reallife encounter that their future graduates would
be faced with.

The VR Solution
RCSI commissioned Immersive VR Education to
develop an accessible medical training app that
would simulate an emergency room scenario
through VR. Known as the RCSI VR Medical
Training Sim, the fully interactive training
simulator replicates an emergency room
situation following a road traffic collision and
requires the user to manage it. It sees surgical
trainees, as well as medical undergraduates and
postgraduates, virtually embody the role of the
Emergency Department trauma team leader.
They are required to carry out duties such as
emergency triage and assessment as well as
clinical and therapeutic procedures.
The app also has a mode which allows people
who do not have a medical background to learn
from the immersive experience, furthering the
educational benefit of the application.
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The Results
The RCSI VR Medical Training SIM, available on mobile VR devices such as the GearVR and Oculus
Go has become the world’s first VR medical training simulator available to the public and has
been downloaded 152,000 times to date. It provides students with a fully immersive training
learning experience, as opposed to traditional teaching methods such as text-based learning.
RCSI has found this better prepares students for the types of situations they will be presented with
in the future. It also makes way for optimum patient safety by allowing students the opportunity to
prepare for these encounters in a virtually simulated environment.
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Universities around the world are taking significant strides
towards assimilating VR learning tools into their day-to-day
practices.

Why
Choose
VR?

For example, Oxford University has recently launched an exciting
10-part lecture series taking place entirely within the world of VR
using the ENGAGE platform. The series of free lectures are
focusing on a diverse range of academic topics including, 'What
is Radiotherapy' and 'An introduction to Venus'.
Growth in the usage of VR has become inevitable for those
working in the education sector. For those not adopting the
technology now, they will find themselves at risk of falling behind
those who do.
The good news however is that VR is becoming more and more
accessible. New financing models, like a lease-based use of the
equipment, are enabling educational institutes access to the
‘must have now’ hardware without the additional cost. In
addition, new platforms like ENGAGE, are making it easier for
educators to collaborate and create their own virtual classroom
environments.
On the opposite page we list some of the reasons why choosing
VR can enable your educational organisation to do more.
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The
Benefits
of using a
VR Platform

Simplify Complexity

Constant Learning

Create simulated environments that
are simpler and easy to understand for
students of all levels.

Enable your students to continue to
adapt and engage constantly through
their own virtual environments.

Online Learning

Teach Remotely

Provide your students with access to an
effective, exciting and rewarding
learning environment while reducing
online drop-out rates.

Eliminate the need for a designated
physical location for your students,
saving time and money.

Recreate Real-life Experience

Ensure Safety

Simulate movements, interactions and
engagements amongst participants
within your virtual world.

Extend your reach by offering a safe,
moderated virtual environment that
can be accessed from anywhere.

Reduce Distractions

Retain Information

Enable your students to fully engage
with the subject matter and their
environment.

Offer a visual immersive experience
enabling your students to absorb and
retain more information.
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Getting Started with Engage
ENGAGE is a complete e-learning and presentation platform built with both virtual reality (VR) and
standard screen usage in mind. It is designed to work with leading VR headsets and directly on laptops. It
leverages the power of VR to enable us to learn experientially as we do in the physical world. As educators,
you can create interactive virtual classes, presentations and quizzes with up to 35 people simultaneously,
offering avatar interaction that enables users to observe and provide feedback in real-time. These
sessions can be recorded, shared and re-used over time.
If you would like to try ENGAGE, sign-up for a free trial of the software today. Just follow the steps below:
Step 1

Get your hands on a VR headset like Oculus Rift / HTC Vive or you can go headset-free
with a PC/ Laptop with a fast processor and a high end graphics card.

Step 2

Email info@engagevr.io Include 'ENGAGE Demo Request' in the Subject heading and
give a selection of dates that suit you. Specify the number of potential users to include
in your demo.

Step 3

You will need to download our app. Go to https://app.engagevr.io/register to download. We
can send you the access password needed to enter your 'Private Room' within the platform.

Step 4

A member of our team will meet you within the ENGAGE Platform to give you a guided
tour of key features. Set aside 45 minutes for this experience.

Step 5

We can follow up based upon your needs and budget.
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About
Immersive
VR Education

Immersive VR Education (IVRE) is a virtual reality software and
technology group headquartered in Ireland.
Our focus is the development of our online virtual social learning
and presentation platform ENGAGE, which can be used in
schools, universities, and corporate sectors to teach and train in
a virtual reality environment.
ENGAGE is available for HTC Vive, Oculus Rift and Windows Mixed
Reality devices. The mobile version of ENGAGE will become
available shortly for Oculus Quest, Vive Focus and selected
Google DayDream devices.
In addition to the ongoing development of the ENGAGE platform
which incorporates a dedicated 360 video observatory, we have
also built a number of downloadable showcase VR gaming
experiences, including the award-winning Apollo 11 VR,
Titanic VR experiences and the Raid on the Ruhr.
To find out more about Immersive VR Education and the ENGAGE
platform, contact info@engagevr.io
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IRELAND ADDRESS: VR Education Holdings, Unit 9, Cleaboy Business Park, Waterford, Ireland. X91 AX83.
UK ADDRESS: 2, Queen Caroline Street, Hammersmith, London, England W6 9DX, UK.
ENGAGE and Immersive VR Education are wholly owned by VR Education Holdings plc

