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Potential of Immersive Environments

ÁCurrent beliefs

ÁBetter than conventional CBT

ÁFaster than classroom

ÁCheaper than simulation

ÁIssues

ÁCurrently not enough research

ÁNo standards/metrics for doing research

ÁNo agreed upon definitions

2



The Market is Quickly Growing

ÁOffer new ways to do old 

things

ÁLearn

ÁExperience

ÁMotivate

Á Interact/Immerse

ÁObserve

ÁTarget a wide array of 

audiences

ÁBusiness

ÁTraining

ÁEducation

ÁEntertainment

ÁCommunity 3



Lots of Current Development 

4



Games
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Features of Games

ÁSystem/Simulation

ÁUnderlying model that makes the game work

ÁPlayers/Interaction

ÁInteract with and control a game

ÁArtificial/Narrative 

ÁA game has a boundary from the ñreal worldò

ÁConflict/Challenge

ÁGame is contest between players and system or others

ÁRules

ÁDelimit what the player can do

ÁOutcomes/Feedback

ÁGames have quantifiable goals outcomes 6



Virtual Worlds
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Virtual Worlds

Á Co-existence

Á Graphical User

Interface

Á Presence

Á Interactivity

Á Persistence

Á Socialization/

Community-building

Virtual worlds have six features in common
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