
Context: Logistics and SCM safety training (nDiVE)
Software: Unity

Hardware: Oculus Rift head-mounted display (HMD) 
Learning design: Authentic e-learning framework 

(Herrington, Reeves & Oliver, 2010)
Other design guidelines: Gamification (Deterding et al., 2011)

The Project 
design in Brief

PresenceImmersion

Marko Teras – School of Information Systems

“Subjective experience of being in one place or 
environment, even when one is physically situated 
in another”.
-Witmer and Singer (1998)

“A psychological state characterized by perceiving 
oneself to be enveloped by, included in, and 
interacting with an environment that provides a 
continuous stream of stimuli and experiences”.
-Witmer and Singer (1998)

“A description of a technology, describes the 
extent to which the computer displays are capable 
of delivering an inclusive, extensive, surrounding 
and vivid illusion of reality to the senses of a human 
participant.”
-Slater and Wilbur (1997)
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Power of video games is in their ability to embody context 
specific knowledge and skills in virtual characters, objects, 
and environments. They construct an elaborate context 
specific (learning) experience for players. 

Spaces and actions in games can present learners with 
situated patterns of play, from which learned 
knowledge and skills can be transferable to real world 
authentic settings. (Gee, 2008, de Freitas, 2006; 
McGregor, 2007)

Situated learning
Authentic context should consist of knowledge, skills and 
attitudes used in real settings. Cognitive realism is more 
crucial than just physical realism. All-embracing 
authentic context important in providing purpose and 
motivation for learning. (Herrington, Reeves & Oliver, 
2010)

Authentic Context

It is Important to expose learners to experiences that would be too 
dangerous to carry out under real conditions, and immersive virtual 
environments hold real potential for new knowledge and practical skills 
acquisition. (Mestre & Vercher, 2011)

More hazardous environments -> more engaging safety training -> 
more effective knowledge and performance outcomes. (Burke et al., 
2011)

Research focus in representational realism when a growing 
body of literature in safety related training indicates that 
virtual environments and simulations can develop 
better spatial awareness and problem solving skills 
(Tichon & Burgess-Limerick, 2011), in addition to 
engagement and motivation (Reiners et al., 
2013).

Broader research beyond usability 
needed. (Tichon & Burgess-Limerick, 
2011)

IVEs in Industry 
Training

Benefits user experience designers, instructional designers, and designers 
who work to build virtual environments with authentic contexts to achieve 
real world context-specific skills.

Valuable knowledge how to develop IVE-mediated safety training for 
university students and for those already working in the field.

Theoretical contribution to virtualisation and presence research.

Significance

What factors of an immersive virtual environment produce 
an authentic context in safety training?

Primary 
Research question

To understand factors and their relationships that are required to create 
an authentic context for learning in an immersive virtual environment

Main objective 
of the study

Thanks to OBEY for inspiration, Adrien Coquet (Farray font), Nick McCosker (Carton font), Sol Matas (Bitter font) and Dr Reiners & Prof Chang (The nDiVE Project: http://www.ndive-project.com)

Key Concepts

Immersive Virtual EnvIronments

environments that are used with a head-mounted display  & control devices 
affordance for Interaction in and with a virtual environment

(related concepts: virtual reality & worlds, educational & serious games, simulations)


