
Fantasy or Virtually Reality 
 

 
Imagine with me a particular learning environment in which each of the 

members of the learning community (students, instructors, facilitators, and 

support staff) are connected over the Internet through lap-top computers or even 

smaller personal digital devices.  Each member logs into a futuristic learning 

management system (LMS) that resembles more of a 3-D virtual world than it 

does a web-site.  Once logged in, each member appears as a 3-dimensional 

avatar, or graphic representation of themselves that they have customized.  The 

members are provided some time to move about the virtual world, and mingle 

with the other member avatars.   

After a period of time, the avatars congregate in a virtual classroom.  This 

virtual classroom has been customized and set up by the instructor and a team of 

facilitators and designers.  The room is completely customizable and can appear 

in anyway in which the instructor desires, providing the team of developers can 

create it.  In this case, the member avatars have entered a virtual reality version 

of The Globe Theater.  It appears almost exactly as it did in London, England in 

the fifteenth century.   

The instructor welcomes each of the students to the class, and as the 

avatars are seated in the theater, begins to discuss the days’ topic.  The 

instructor’s avatar segues into a video clip, which was made available through an 

on-line digital library of streaming videos from the public domain.  As soon as the 

clip is introduced, the instructor can choose to have the video stream and play 

full screen on the personal digital devices of each of the students that have 

entered the virtual theater.  When the video clip has ended, each visual display 

returns to the virtual theater.   

Here the instructor’s avatar opens a discussion about the video that was 

just viewed.  Each member of the class can speak and listen to each other, as 

their personal digital devices are equipped with microphones and head-sets.  

After a short discussion, the instructor can send a short quiz to each of the 

members in the room.  The results of which are submitted and tabulated 

instantly.   



The instructor’s avatar then demonstrates to the students how to locate 

particular resources on-line.  The instructor guides the students through a digital 

library where the students are able to download an entire electronic collection of 

Shakespeare’s sonnets.  The sonnets are available for free in a variety of e-book 

and audio book formats.  As students are downloading, the first sonnet is played 

to the class.  The audio can be heard through their head-sets, and the text is 

displayed on their screens.  The weekly readings are assigned, and the class 

comes to a close.  Some of the avatars remain in the virtual theater to converse 

with other avatars.  Once the virtual class has ended, students are able to replay 

the entire virtual lecture as a video.  They are able to replay the video that was 

shown during the lecture, and they have the ability to read the downloaded 

materials on their personal computing device or print them. 

  

 

Conclusion 

 

The forgoing example is, of course, completely fictional and may appear 

rather fantastical or to be conceived as far-fetched science fiction.  I suggest that 

we are much closer to this imaginative scenario of distance education than most 

people may realize.  Convergence between learning management software with 

audio/video conferencing technology and 3-dimensional virtual worlds can not be 

that far away.  The situation that I’ve described is not so much virtual reality, as it 

is virtually a reality.  Think of it as a technological convergence of Moodle, Adobe 

Connect, and Second Life.  

Much of what comprises my fictional example is based on technological 

developments that are already in existence.  Most on-line distance educational 

situations make use of some form of learning management software that allows 

students to login and connect with course materials and converse with their 

instructor, and other students.  Many students are able to access on-line course 

resources with their lap-top computer, and in some cases even with personal 

digital devices.  Audio and video conferencing software like Adobe Connect or 



Elluminate are already being used to enhance communication in distance 

education.  As copyright has long since expired on many of William 

Shakespeare’s works, his plays and sonnets are now in the public domain and 

can be downloaded in full from many digital libraries.  Audio recordings of much 

of Shakespeare’s works are available for free from LibriVox.  Second Life is a 

very popular example of an Internet-based virtual reality application through 

which users from around the world can interact as avatars wondering through a 

virtual world known as a metaverse (Second Life, 2007).  Educational institutions 

like the Regina Public School Board are already investigating Second Life’s merit 

as an educational tool. 

 


