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Simulations are intended to help the user 
experience through immersive technology 
an event, a place, or a role that they are not 
able to in a real-world scenario. (Nelson, 
2013, Dunleavy, M., Dede, C., & Mitchell, R., 
2009)



 The Ability Sim encourages students to explore and observe, talk 
to character that are scripted with random reactions, and 
complete tasks to experience a scenario that they may not 
otherwise encounter in real life. During this process students can 
discuss and reflect upon decisions they make, reactions they 
encounter, and problem solve obstacles to determine changes 
that could be made to improve the situation. The story line adds 
an emotional layer and the prompts address issues such as privacy 
and safety to encourage a change in perspective and empathy.



The goal of this project is to provide a proof of concept
curriculum example using theories and practices relating to 
instructional design principles and emerging technologies in 
the development of virtual world education

 A virtual world (VW) simulation is 
beneficial because of the “unique 
affordances that it offers in 
enhancing learners’ cognitive skills” 
(Merchant et al., 2014, para. 6)

For more 
information 
please visit 
Wopoli.com

 “Established adult learning theories 
have been transferred to teaching in 
the VW where normal pedagogical 
practices have continued. No new 
theories have emerged and 
researchers have been adapting 
current theories to fit into the 
framework of their teaching 
scenarios.”(Lerner, 2012, p.3)https://wopoli.com/2018/09/30/the-effectiveness-of-using-simulations-in-

virtual-worlds-to-impact-social-change/



In one VW simulation study “Students indicated that they 
increased their own capacity to understand, appreciate, and 
relate to people different from themselves” (Tiffany, and 
Hoglund , 2016 p.1) The Ability Simulation on Multiverse 
Masters encourages participants to observe their 
environment, and the reactions encountered during exercises, 
from a different perception and ability. 



Using IST Standards for educators
Learner Driven Design

https://www.iste.org/standards/for-
educators

 The Ability Simulation was created 
to be adaptable by the participant 
in avatar appearance and choice of 
roles. Settings are personalized 
using the participants avatar name 
in the scripted non player 
characters responses. Assignments 
are able to be personalized by the 
participants or the facilitator to 
foster independent learning and 
accommodate learner preferences 
and needs. Facilitation options 
include learning goals and activities
in both independent and group 
settings to solve problems. 
Assignments can be submitted in 
various ways to communicate ideas, 
and make connections.



Using IST Standards for students
Empowering the learner through creative 
communication and collaboration

https://www.iste.org/standards/for-
students

 The Ability Simulation was 
designed so that student options 
include working others as well as 
the ability to customize the learning 
environment. Through the use of 
technology students receive 
feedback and are able 
to demonstrate learning through a 
variety of options like video or 
screen shots in the creation of their 
own reflective observations. The
goal of the Simulation is to
encourage a shared understanding, 
expose the student to multiple 
viewpoints, and allow them 
to assume various roles and 
responsibilities to work effectively 
in investigating solutions.
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