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Why VR?

* Challengesin T & L
* Enough practise?

* Time consuming

Second Life
‘clunky’
Marmite




Designing the room

e Based on the lounge in our crime scene facility

* To give familiarity




Hardware
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Software
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using System;
using UnityEngine;

Il <summary>

[i Controls the player's movement in vitual reality.
{1l </summary>

[RequireComy peof 1]
public class O yerController : i

Hif <summary>

I The rate acceleration during movement
JIF </summary>

public fioat Acceleration = 0.1f;

M <summary>

i The rate of damping on movement,
I </summary>

public float Damping = 0.31;

I <summary>

1 The rate of addrtional damping when moving sideways
or backwards.

I </summary>

public float BackAndSideDampen = 0.5f;

I <summary>

1if The force applied to the character when jumping.
I </summary>

public fleat JurmpForce = 0.31;

M <summary>

Jif The rate of rotation when using a gamepad.
HIf </summary >

public float RotationAmount = 1.5f;

1 Hif <summary>
LK | * |#10 I The ra!e?)rr rotation when using the keyboard.
JIF <jsummary>
public float RotationRatchet = 45.0f;
M <summary>
1l The player will ratate in fixed steps if Snap Rotation is
enabled.

I <jsummary>

[Tooltip{"The player will rotate in fixed steps if Snap
Rotation is enabled.”)]

public bool SnapRotation = true;

LI« sramonanes.
Asset Labels
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Statistics
VR is:

» ~% price of lab practicals incl.
setup (TY 2019)

* Well-tolerated and enjoyed

e Able to support satisfactory LO
attainment

(Upper) Cost (GBP) of VR vs lab practicals, 2019-2020
(including initial setup costs)
(Lower) Histogram showing number of learning outcomes
met
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Conclusions

* VR is an effective and low-cost adjutant
to HE courses (and will not replace
practical sessions)

 Early indications that technology is good
for less-able students

* Further work
* Applications in lockdown
* More scenarios, extra features
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