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Introduction 

Laura Dumin 
University of Central Oklahoma 

As technology shifts, so should our teaching methods. Sometimes, though, 
instructors struggle to see how or where they can make changes that move beyond 
the trendy. Allowing students to make TikToks? Ok, but why? Having students 
perform songs about Shakespeare? Cool, but how does that demonstrate topic 
knowledge? Building a website to show ancient indigenous cooking methods? 
Neat idea, but have students clearly linked this back to the historical concepts 
of the curriculum content? These questions are just the tip of the iceberg for 
figuring out how to embrace new technologies while still making sure that 
students take away some sort of topic knowledge. 

Varying our teaching styles and content presentation can keep the content 
interesting to a wide variety of learners. While the idea of learning styles has 
been mostly debunked (Willingham et al, 2015), students can still benefit from 
moving beyond the traditional written presentation of material (Carter, 2021; 
Lawless, n.d.). This book will look at various classroom types, starting with 
primary and secondary education spaces, moving to the writing classroom in 
higher education, and then moving beyond the writing classroom. Authors 
present a variety of educational projects that seek to engage learners and help 
students to more deeply learn and retain the curriculum information. 

Book Chapter Overview 

The first section of the book looks at teaching in primary and secondary education 
classrooms. How can we engage students in exciting and meaningful ways to 
enhance their learning?  

Trudeau gives us an example of using VR headsets to bring experiential learning 
into the classroom in a cost-effective and manageable way. While we can’t take 
our students on all the field trips and we can’t go to all the historical sites, with VR 
technology, we can bring those sites to the students. In so doing, we help our 
students to better understand history and cultural situations in ways that 
create deeper connections than just reading or watching videos can. 

Simmons looks at teaching hard concepts such as human rights through a 
boardgame. Trying to teach younger students about heavy concepts can be 
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challenging because of their emotional development and because of parental 
concerns. Games can take some of the pressure off teachers to teach all the 
nuances while giving students a chance to genuinely participate in their 
own learning.  

Wythe takes on the engagement of students with autism spectrum disorder 
(ASD), looking at gamification strategies to help students want to participate in 
the learning. Two studies are presented here to show different strategies for 
employing gamification to knowledge for students. 

Wickham looks at middle school student writing projects and how adding a 
multi-genre approach to teaching can help students build better projects, 
noting that “the best teachers cannot rely on static curricula because they know 
that students’ needs, interests, and motivations change, just as the world 
around us evolves” (p. 51, this volume). She also looks at some of the impacts 
of artificial intelligence (AI) on our classrooms and our students. 

The next section of the book focuses on higher education and writing classrooms. 
Canfield discusses the use of podcasts and student reactions to the assignment. 
She also gives an answer to the question “Are podcasts academic writing?” 
Incorporating podcasts into her teaching allows students to have the opportunity 
to learn about audience and presentation as well as word-choice, making this 
an engaging way to teach students about what can count as academic writing. 

Schuermann focuses on games and how they can be used in the higher 
education classroom. This chapter presents a themed first-year composition 
course based on digital game design and development that utilizes digital 
games’ affordances through four major writing assignments based on digital 
game composition writing and collaborative writing, concluding with suggestions 
for instructors interested in engaging students in creative ways and in developing 
their own writing courses based on digital game design and development. 

Dumin focuses on using podcasts, TV shows, and articles to teach about 
intersectionality and DEI topics. Students had the opportunity to explore the 
American Dream and what college education can do for social mobility, while 
also exploring their own identities and how they fit into their communities. 
Student responses to the project and the use of podcasts are included here, as 
well as a discussion about how podcasts impacted this particular classroom. 

The last section of the book looks at classrooms outside of the writing classroom, 
thinking about ways to creatively engage students in the content. 

Atwood introduces us to the use of video games and movie music to help 
students relate to Medieval music and the history of the music. Noting that little 
has survived from the original music, and students may not have heard much 
of the music outside of popular culture depictions, this can be a way to bring 
students back to the lessons and actively engage in learning the material. 
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Copley discusses the use of clear gamification goals to motivate students to 

learn more deeply, noting also that poor gamification strategies stress students 
out and can lead to negative learning goals. She gives the example of using 
Classcraft.com, a free resource, to help increase students’ learning and retention 
of information. 

Conclusion 

The purpose of this book is to highlight creative and innovative teaching methods 
that can more deeply engage students across educational contexts. The chapters 
provide examples of using technology, games, multimedia projects, and other 
novel approaches to make content more relatable, participatory, and memorable 
for learners. While adhering to curriculum standards and learning objectives 
remains important, these chapters illustrate the value of varying instructional 
formats to promote enthusiasm for learning. 

A key takeaway is that there are many untapped opportunities for experimenting 
with new platforms and assignments while still ensuring academic rigor. For 
instance, several chapters discuss how multimedia projects enable students to 
demonstrate comprehension of topics in alternative ways, apply concepts 
practically, collaborate with peers, and gain technical abilities—all highly relevant 
skills. Finding the right balance is critical; poorly implemented gamification risks 
trivializing content rather than making it stick. Hence following established best 
practices around goal-setting, scaffolding complex tasks, providing actionable 
feedback, and linking novel activities directly to core academic concepts is vital. 

Much work remains in systematically evaluating the impacts of creative 
teaching methods on indicators like knowledge retention over time, critical 
thinking abilities, metacognitive skills, and perceptions of learning. Nonetheless, 
the preliminary evidence and examples shared here make a compelling case 
for diversifying instructional strategies beyond traditional lectures and writing 
assignments. The authors have provided springboards for teachers to adapt 
existing ideas or brainstorm new innovations tailored to their subjects, students, 
and institutions. With some risk-taking and refinement over time, such approaches 
may meaningfully catalyze student motivation and comprehension. 
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Chapter 1  

Virtual Reality: A Pathway to Experiential 

Learning 

Andrea Trudeau 
Northern Illinois University 

Abstract: Trudeau gives us an example of using VR headsets to bring experiential 
learning into the classroom in a cost-effective and manageable way. While we 
can’t take our students on all the field trips and we can’t go to all the historical 
sites, with VR technology, we can bring those sites to the students. In so doing, 
we help our students to better understand history and cultural situations in 
ways that create deeper connections than just reading or watching videos can. 

Keywords: VR headsets; experiential learning; history; culture 

*** 

Introduction 

Credited with founding the field of virtual reality (VR), Jaron Lanier asserted, 
“‘Virtual’ means something that exists only as an electronic representation . . . 
It’s as if it were there even if it isn’t” (Heilbrun, 1989, p. 110). By harnessing the 
power of VR, educators of today have the ability to transport students to times 
and places that would otherwise be inaccessible to them in a traditional 
classroom setting, providing them with opportunities to witness key moments 
in history firsthand, work on the International Space Station, or even travel 
through the bloodstream to learn how blood cells function. Immersive VR 
provides students with captivating learning experiences where they may visit 
the world all around them or worlds within themselves—places they may never 
see otherwise due to numerous factors, including cost, conflicts in time or 
schedule, or potential risks (Alhalabi, 2016). Through the power of VR, what was 
formerly inconceivable now becomes possible without ever leaving the 
confines of the classroom. 

Virtual reality is just one of several forms of instructional technology that is 
increasingly being harnessed in smart learning environments (SLEs) found in 
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classrooms today. “Smart learning refers to learning in interactive, intelligent, 
and personalized environments with the support of cutting-edge digital 
technologies and services” (Chen et al., 2021, p. 2). Gwak (2010) suggested 
smart learning prioritizes learners and content over devices while advocating 
for intelligent, effective, personalized learning facilitated by an advanced 
technological infrastructure. In a smart learning environment, teachers harness 
adaptive, innovative technology, such as VR, to engage a variety of learners. 
Through VR, students experience a virtual environment that mimics reality 
through 360-degree images or videos and stereoscopic sound, which promotes 
the interactive, adaptive, and personalized learning experience expected in an SLE.  

Currently, VR is expected to have a compound annual growth rate of 37.9% in 
the global education market (The Business Research Company, 2023) and is 
most frequently being applied through science- and engineering-related subject 
areas, especially at the secondary level (Luo et al., 2021; Tilhou et al., 2020; 
Zhang & Wang, 2021). In these settings, students are provided with hands-on 
opportunities to both construct and deconstruct models and prototypes, 
practice using various technologies related to particular fields and run simulations. 
Consequently, VR has been shown to improve student engagement, provide 
opportunities for simulated real-world experiences without ever leaving the 
confines of the classroom, and enhance students’ short-term and long-term 
retention of information. 

As educators today strive not just to reinforce students’ academic skills but 
also to foster their overall well-being, VR may be harnessed as a vehicle to 
support students’ social-emotional learning (SEL) and promote global 
consciousness through immersive and interactive cinematic virtual reality 
(CVR) films. In CVR films, viewers are enveloped in a 360-degree experience 
with the story taking place all around them. This grants them the power of an 
omnidirectional view. In other words, they are no longer confined to the 
traditional rectangular view prescribed by the film director; instead, they can 
determine where they wish to direct their gaze as the story progresses around 
them, even interacting with the story in some instances. Consequently, CVR 
provides students with a means to experience “a story that you would remember 
with your entire body and not just with your mind” (de la Peña, 2015, 00:06). 
Whether a student is engaging in a hands-on VR activity or consuming a CVR 
film, they have a powerfully visceral experience that can have a profound 
impact on them both in the short-term and long-term. 

The Power of Immersion 

Many highly immersive VR systems of today are composed of a head-mounted 
display (HMD) and handheld controllers. HMDs come in many forms—some 
that require the user to hold the device to their face, while others include head 
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