VIRTUAL REALITY REAL LEARNING
EMERGING TECHNOLOGIES
ENABLE MORE EFFECTIVE TEACHING

For college students, distractions come from all angles in the
form of buzzing text messages, chattering classmates, and
constant social media notifications.
But what if you could block out the noise and create an
engaging, immersive educational experience through virtual
reality? How could it be used, and what sort of learning outcomes
would it create?
Once confined to science fiction, VR technology is now more
accessible than ever before. As its costs continue to decline
while its potential uses grow, many colleges – including
St. Scholastica – are increasingly embracing it to create
interactive learning experiences.
St. Scholastica’s faculty members are working closely with the
Information Technology department’s Innovation Team to explore
ways to effectively utilize VR in the classroom.
Chief Information Officer Ben Adams said each project begins
with key conversations with faculty members on how VR might
optimize students’ learning.
“We start with, ‘What’s the educational purpose, what are you
trying to teach? What are the outcomes that you’re trying to
measure against and prove?’”
The Innovation Team currently has 50 virtual reality headsets,
which it uses for two main classroom functions: an app about
the heart, called Cor, that’s used in Physician Assistant and
Physical Therapy classes, and an anatomy program used in
anatomy classes.

Cor was developed by Information Technology Applications
Specialist Greta Jenkins ’19, who was hired directly out of
the College’s computer information systems program. The VR
program uses a three-dimensional heart model that gives a
close-up look at a normally functioning heart along with five
different heartbeat irregularities (arrhythmias). Students can
also study the electrocardiogram (ECG) charts associated with
each arrhythmia, helping them to recognize and diagnose heart
problems.
The initial heart model was purchased from a physician and 3-D
heart modeler in India. Based on faculty feedback, that same
modeler was commissioned for the additional arrhythmias. The
entire user interface was designed by Jenkins. It took several
months to develop, with a steep learning curve since this was
her first such project. She first shared it with a friend who
works in cardiac care, then sent it to faculty members for their
thoughts. The Innovation Team was particularly interested in
helping faculty illustrate concepts that are challenging to teach
without visual aids.
“The faculty are really helping guide and choose what they want
to see,” said Eric Mistry, Instructional Technologist and Digital
Media Specialist.
VR is never a substitute for faculty instruction, he said. For
instance, a typical class session incorporating the Cor program
would include a lecture overview along with a VR lesson
conducted in groups or pairs.
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Instructional Technologist and Digital Media
Specialist Eric Mistry helps PA student
Megan Berger use a VR headset.
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