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TALK OVERVIEW

1. Introduction to Concepts 

2. Model of the Role of Technology in 

creating an ñEngaging Experienceò

3. Brief Introduction to Students in the 

Net Generation and the iGeneration

4. Technological Realism

5. Brain Research 

6. Educational Implications
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1. Involvement is a psychological state in which 

one focuses energy and attention to a 

stimulus or activity.

2. Immersion is a psychological state in which 

one feels enveloped by, included in, and 

interacting with an environment.

3. Presence is a subjective experience of being 

in one place or environment, even when one 

is physically situated in another.

THREE MAJOR CONSTRUCTS
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MODEL OF HOW THESE THREE FACTORS COMBINE TO 

INFLUENCE ñEXPERIENTIAL ENGAGEMENTò
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Silent/Traditional Generation (1925 ï1945)

Baby Boomers (born 1946 - 1964)

Generation X (born 1965 - 1979)

Net Generation (born 1980 - 1989)

iGeneration (born 1990 ï1999?)

?????? (born in the new millennium)

WE ARE IN THE MIDST OF 5 (OR 6?) 

VASTLY DIFFERENT GENERATIONS
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WHAT ñTECHNOLOGICALò 

CHARACTERISTICS DISTINGUISH 

BETWEEN THE GENERATIONS?

1. Media Use

2. Multitasking

3. Communication

4. Virtual Socialization

5. TechnoCocoons
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HOURS PER DAY USING MEDIA AND 

TECHNOLOGY
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MULTITASKING DURING FREE TIME
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THESE UNIQUE GENERATIONAL 

CHARACTERISTICS MAKE 

iGENERATION TEENS AND NET 

GENERATION YOUNG ADULTS 

PERFECT CANDIDATES FOR AN 

EDUCATIONAL SYSTEM USING 

IMMERSIVE TECHNOLOGIES
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EDUCATIONAL TECHNOLOGIES
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THE BRAIN DURING AN ñIMMERSIVEò 

TECHNOLOGY EXPERIENCE
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HEREôS ANOTHER TYPE OF 

ñIMMERSIVEò TECHNOLOGY
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GETTING A ñ3-Dò PERSPECTIVE
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AND YET ANOTHER
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WHAT IS TECHNOLOGICAL REALISM?

ÂTechnology helps to simulate real-

world events

ÂTechnology tricks our brains and minds 

into behaving as if we were 

experiencing real-life
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TECHNOLOGY AFFECTS HUMAN 

BEHAVIOR PRIMARILY THROUGH THE 

ACTIVATION OF BRAIN REGIONS

ÁHigh-quality technology mimics real-life by 

ñtrickingò the human brain into acting as if it is 

immersed in a real-world experience

ÁA fully ñimmersiveò technology is one that 

would simulate real-world events to the degree 

that the brain regions activated are the same as 

the regions activated during real events
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IMAGINED FINGER 

MOVEMENTS 

ACTIVATE BRAIN 

AREAS THAT 

OVERLAP WITH 

REGIONS ACTIVE 

DURING ACTUAL 

FINGER MOVEMENTS

Red = actual movement

Green = imagined movement
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ÁVISUAL CUES

VHi-Def screens (and soon é 3D TV)

VWide screens TVs (IMAX)

VRealistic-looking figures (avatars, video 
game characters)

ÁAUDITORY CUES

VSurround sound

VHi-Def digital sound

ÁTACTILE-KINESTHETIC CUES

VInteractivity (video games)

VMotion devices (Wii)

WHAT TECHNOLOGICAL ñCUESò MAY 
INCREASE REALISM?



IMMERSION, REALISM AND ENGAGEMENT

1. When realism increases, the number 
of brain areas activated increases.

2. Increased likelihood of short- and 
long-term effects of brain activity 
upon memory and learning

3. Could influence later behavior, 
emotions, and reactions in other 
settings that are similar to the real-
world event that was simulated 
through technology

IMPACT OF TECHNOLOGICAL REALISM



MEASURING TECHNOLOGICAL 

REALISM

Current approaches involve questionnaires

ÁInvolvement

VFocus and attention on technology task

ÁImmersion

VSense of being surrounded by the 

technology-based scenario

ÁPresence

VSense of ñbeing thereò in the technology-

based scenario
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NEW WAYS OF MEASURING 

TECHNOLOGICAL REALISM

ÂPhysiological measures of ñpresenceò 

show promise

VHeart rate, GSR, EEG

ÂConcept of technological realism 

suggests that brain imaging might be 

best measure

VfMRI activity during simulated tasks 

should reflect brain areas involved in 

ñrealò versions of tasks
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