Collaborative creative visualization of educational content in 3D virtual environments: “Virtual Science Fair” competition

Different techniques can be used to help students to appropriate the body of knowledge presented in a course. These techniques are often aiming at making students active during lectures and promoting activities that can stimulate reflection. Cooperation among the actors involved in the learning process has a key role. Different types of cooperative technologies can be used to support this process. In this workshop we focus on one of such technologies, 3D Collaborative Virtual Environments (CVEs). CVEs are a set of 3D virtual places where people can interact with other people or graphical virtual objects. Users are represented by avatars and communicate via chat, gestures, object manipulation and audio. There are a number of reasons for choosing such an environment. 3D visualization is a powerful tool for supporting understanding of complex concepts and is widely used in educational context. There is also evidence that 3D graphics can in some cases be beneficial for memorization and information retrieval. Due to the increasing possibilities of multimedia and VR technology, 3D CVEs are to a greater degree used to demonstrate concepts that are difficult to represent efficiently enough in reality. 3D CVEs provide a constructivist learning environment where learners can collaboratively construct their understanding by exploring, building and sharing their experiences with peers. In addition, such virtual environments can act as a stimulating framework around collaborative creative processes and facilitate uninhibited “brainstorming” by learners.

This workshop illustrates how 3D CVEs can be used as a tool for creative collaborative elaboration and visualization of educational content. After a theoretical introduction and a tutorial, the participants of the workshop will have a practical session where they will be divided in groups and collaboratively construct a visualization of a topic or concept from their field of expertise. The practical session will have the form of a competition where the final constructions in the virtual “Science Fair” will be evaluated and voted for by all the participants. The workshop will be concluded by a discussion and evaluation session, allowing the participants to reflect on their experiences. The discussion topics include:
· Supporting collaborative creative processes in different educational situations with technological tools

· 3D visualizations of educational content and the associated pedagogical value

· Types of content suitable for 3D visualization

· Suitability of 3D CVEs for presentation and elaboration of educational content: user friendliness, integration with existing practices and other tools, effort vs. gain etc

· Future directions 
