
    
    
    
        
            
            
                
            

            
        
    


    
        Skip to main content

        
        

        
            
                Advertisement

                

            

        

        

    
    
        
            
                
                    
                        
                    
                
            
        


        
            
                
    
        Log in
    


            
        
    


    
        
            
                
                    
                        
                            
                        Menu
                    
                


                
                    
                        
                            Find a journal
                        
                    
                        
                            Publish with us
                        
                    
                        
                            Track your research
                        
                    
                


                
                    
                        
                            
                                
                                    
                                Search
                            
                        

                    
                    
                        
 
  
   
  Cart
 


                    
                

            

        
    






        
            
                
                    
                        
                    

                
                
                    



Handbook of Research on Educational Communications and Technology pp 723–734Cite as






                

                
    
        
            	
                        Home



	
                        Handbook of Research on Educational Communications and Technology

	
                        Chapter


                                Situated Learning in Virtual Worlds and Immersive Simulations

                                	Lisa Dawley Ph.D.5 & 
	Chris Dede6 


                                	Chapter
	First Online: 01 January 2013



                                
                                    
    
        
            	
                        31k Accesses

                    
	
                            72
                                Citations

                        
	
                        3
                            
                                Altmetric

                            
                        


        

    



                                


                                
                                
                            

                        
                        

                            
                                
                                    Abstract
Virtual worlds and immersive simulations are designed to create a compelling, collaborative, and participatory experience for the user, and often contain a variety of features not possible in the real world to enhance users’ engagement and learning. Over the past several years, an increasing number of immersive virtual environment experiences have become available for both educational and entertainment purposes. Participants in entertainment experiences now number hundreds of millions, yet adoption in educational settings has been limited thus far. In this chapter, we review examples of virtual worlds and immersive simulations that are designed, or adapted, to support situated learning experiences, analyze their use for a variety of educational purposes, explore theoretical foundations, identify learning affordances and limitations, and examine instructional design considerations.
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