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The new wave of mobile VR and AR are anticipated to become a multi-billion dollar industries in
the near future (F. Cook, 2016) – how will this impact higher education? This Symposium will
gather the collective experience and expertise of members of the newly established Ascilite
Mobile Learning Special Interest Group (Ascilitemlsig) to explore and discuss the potential and
issues surrounding the rapidly developing fields of mobile Augmented Reality and mobile Virtual
Reality. The SIG seeks to draw develop an international community of mobile learning
researchers in the context of mobile VR and AR. Building upon the global popularity of the
Pokémon Go app, Google Cardboard, and the Samsung Gear VR, there is now widespread interest
in these technologies, but still little expertise in integrating these within authentic educational
experiences beyond another form of interactive content delivery. Members of the Ascilitemlsig
will discuss the potential of mobile AR and VR for user generated content and contexts, share
their recent practice-based research, and invite interaction from the wider Ascilite conference
attendees.
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Goal of the Symposium
The Symposium will highlight and create discussion and awareness around the aim of the Ascilitemlsig: “To
explore the intersection of mobile learning, new pedagogies, SOTEL, DBR, and authentic learning”. In response
to Traxler’s (2016) lament that the mobile learning dream has ended with the LMS on students’ smartphones,
the SIG seeks to explore the unique affordances of mobile devices (Bannan, Cook, & Pachler, 2015; J. Cook &
Santos, 2016) for student-generated content and experiences via such technologies as collaborative media
production and sharing, VR, AR, geolocative and contextual sensors, drones and wearable technologies. The
Symposium will highlight the resources being established by the ML SIG, including curated research outputs on
the SIG Wordpress site, and the Google Plus discussion forum. Participants will be invited to join the SIG as it
establishes an international community of mobile learning researchers interested in VR and AR in education,
and to contribute relevant examples of practice based research.
Format
The Symposium will take the form of a discussion panel made up of members of the Ascilite ML SIG and
remote participation (either pre-recorded or live via G+ Hangout) from Sarah Jones of Coventry University
(UK). Each panel member will describe a mobile AR or VR project in which they have been involved, outlining
the impact and challenges of each project implementation. Project contexts will include: Paramedicine
education, Journalism education, Design education, teacher education, and others.
Strategies
Strategies that will be used to engage the audience will include face-to-face discussion, an invitation to
participate in the AsciliteMLSIG Google Plus Community, and a moderated back-channel using a second screen
for a Todaysmeet discussion and Twitter streams using the #ascilitemlsig hashtag. Attendees will be encouraged
to BYOD for back channel interaction, and exploring examples of mobile AR and VR. The panel will also
demonstrate the creation and sharing of mobile AR and VR content live during the Symposium, using tools such
as Aurasma, Google Streetview, and YouTube 360.

136

Audience
The Symposium will be relevant to anyone interested in finding out about the rapidly emerging field of mobile
AR (FitzGerald et al., 2013; Kidd & Crompton, 2016) and VR (Cochrane, 2016; Hussein & Natterdal, 2015) in
education.
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