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NEPINAHWH

Amo ta mpwta otddla Twv ekmaldevutikwy Spaotnplotntwy, n dtadikacia ekpudadnong
Aewtoupyoloe péow tNG GUOLKAG emadng HETALU TwV avBpwnwy yla va yivel owoth n
Sle€aywyn ™. MéExpL onuepa, o TPOMOG Pe tov omoio Sie€dyetal n pabnon eival
mapoakoAouBwvtag to ‘UABnua’ and Kovid o€ Eva CXOAELO 1 MOVETLOTAMLO. YTTApXOUV
TIOAAEG €PEUVEC OL OTIOLEG OKOTIEVOUV VA CUVOUAOOUV TNV ELKOVLKA TIPAYUATIKOTNTA UE
™ O&wdkacia ™G HABnong mpoomabwvtag va SnUloupynoouv €va  PEAALOTIKO
TepLBAANOV yLa TOV HABNTEVOUEVO KL VO EEOOLWOOUV TIPAYHATLKA OEVAPLA OTA OTtola
0 HaBnteuvOuevVOC UTopel va SOKIUACEL TIG YWWOELS TOU Kal va mpoomadriosl va AUCEL
KAmoLo mpoBAnua. Yrdpyxouv KAmoleg Baoikég Bewpleg oTIG omoieg pumopel KAmolog va
Baolotel yla va dTtLagel éva meptBaAlov uabnong, To omolio va Unopet va xpnotpomnotn et
yla eKTaLOEUTIKO OKOTIO Kal LEoa amo auTto, va BeAtiwoet T dtadikacia pabnong kat va
KAveL tnv dlte€aywyn Tng e Evav tpomo mou Ba ntav oAl duokoAo aAAlwG. Ta onuepva
ocvotnuata onwc to Corsera i to Udemy umopoUv va TAPEXOUV ULO OPKETA KaAn
efopolwon tng dadkaciag pabnong, aAld votepouv otnv aicbnon tng ‘mapouociag’.
(“Tnv aioBnon nwc tou Bplokopal Kat KAVwW’ HECO O€ ELKOVLKO TEPLBAAAOV).



Y€ QUTO TO ONUELD, MPOTEIVOULE £Va KOLVOTOUO CUCTNUO TO OTOL0 UMOpPEL va TapEXEL
oxedov tnv (6l eunelpio 0To Xpriotn Ke autr) ou Ba £XEL o€ Eva aAnBLVO MAVETLOTA ULO.
Anpoupynoope éva cUCTNUO HE TO OMOLO O XPNOTNG MMopel va mapakoAouBnoet
pabnuata o €va TAVETLOTAULO HEca amd pia $opntrl OUOKEUN  ELKOVIKNG
TIPAYHOTIKOTNTAC N €va amAd tnAédwvo. O €LKOVIKOG HAC XWPOG HABnong umopet va
efopowwoel  oAOkANpn T Swadkaocia  pag  SlAAEENG  €vog  TAvVETLOTNHiou
XPNOLLOTIOLWVTOG Hia apXLITEKTOVIKN TUTIOU MeAATNG- ALOKOULOTAG N omola pmopel va
€EOOLWOEL TO TIAVETILOTULO WG VA OVTIKELMEVO, TO KABNyNTH Kal toug dpottntég. And
000 yvwpiloupe, dev umapyxel GAAO TTAPOOLO CUCTN A TO OTIOLO VOl TTAPEXEL Lo EVOTOXN
KOL OUVEPYATIK €EUMElpia padnong Kkal BoolopévOL O QUTO, OTOXEUCOME Vva
KOTOOKEUAOOUUE €va  €LKOVIKO TePBAalAov pabnong mou Oa pmopoloe va
OVTIKATAOTHOEL TNV AVAYKN TNG OO KOVTA mapakoAolBnong.
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“Multimodal and networked social VR learning”

ABSTRACT

Since the early stages of formal educational activities, the learning process was
standardized as a procedure that required social interaction between instructors and
learners in order to be facilitated. Until now, the standard way of ‘learning’ is through
attending a class at a school or university. There are many research attempts that target
to accommodate VR technology in the learning process in order to create a much realistic
as possible an environment for the learner and simulate real-life social interaction
scenarios in which the learner can test his newly acquired skills and use them to solve a
problem or perform a task. There are some basic educational theories on which one can
be based in order to create such learning environment, suitable for instructional usage
and through that, enhancing the learning process and facilitating learning in a way that



might be extremely difficult otherwise. Today’s MOOC platforms like Coursera or Udemy
can provide a fairly accurate simulation of the learning process inside a class-room, but
limited in social interaction due to the lack of ‘presence’ (‘feeling of being and doing there’
in a virtual environment).

On that end, we propose an innovative online social VR platform which can simulate a
number of social interaction cues presented in a real classroom. We implemented a
University-like virtual auditorium environment with which the user can attend a course
seminar via a mobile VR device or his/her smartphone. Our Social Virtual Learning
platform is capable of simulating the entire process of a lecture utilizing a Server-Host-
Client architecture which can simulate the auditorium, the professor and the students. To
the best of our knowledge, there is no such platform that provides a highly accurate
virtual collaborative learning experience that could ‘realistically simulate’ the social
interaction cues of a real physical attendance.



