the power of immersive experiences: using
serious games and virtual worlds to enrich
social interactions and create new spaces
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four dimensional framework (de freitas and oliver 2006)

Four Dimensional Framework

Learner Specifics
Profile

Role

Competencies

Representation
Fidelity
Interactivity
Immersion

Pedagogy
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Environment
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changing the physical world

and even how we think about out planet

hybrid spaces...







technology strategy board part-funded sg-ets
project (trusim, selex)

http://www_jisc.ac.uk/publications/publication
s/seriousvirtualworldsreport

www.seriousgames.org.uk

s.defreitas@coventry.ac.uk







