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Wrth an mncreased mterest in immersive media and changes in the wav people are leaming,
new methods of education are bemg proposed. Such methods include the virinal elassroom.
To what extent are virtual clazsrooms effectrva? Are thev just another metance of pazsing
stimuli for learners or do they have the potential for reframing the traditional classroom?
A barmier to the success of the virtual elazsroom is the hesttation of metroctors to implement
the technology into ther cwricuhum. A reaszon for this 1= because they are uncomfortable
or previously had liftle exposure to technology. These mexpenienced instructors are
expacted to integrate the techmology mto their cwmiculom with littls gmdance.
Intergenerational leaming 15 defined as a process where kmeowledgze 1= chared across
genarations. Takmg advantage of the concept of interzenerational leamms 1z a pozsible
way to curt the leammz zap; however, seldom iz 1t ufilized az a pedagogical tool.
Implemeantmg conceptual theonies — such a5 Bloom’s Taxonomy and the Learming Games-
Games Mechames — offer a foundation for pedagogical practicez. To be able to wtilize these
theones successfully, the zame design itzalf needs to be captivating and easily navigzble.
In further detail, leamming does mot begin until the player becomes mumerzed m the media,
entering a state of “deep” leamins whare tha player can retam information Suecessful
zames that reach “deep” laarning are thosa that facilitate the concept of amergent media.
The ability of the digital clazsroom to be successful depends on the relationship between
the mstructor and the student. With technolozy on the nise it seams that the tradihomnal
clazzroom will become obsolste. There 15 potential to have succeszfiul curmiculums that are
entiraly wirtual as recently proven by unrrersities throughout the United States m response
to the COVID-19 pandamic. Thiz thesis aims to prove that it 1= possible to overcome
technological anxiety, specifically within the virtual classroom, experienced by older
instructors by means of mtersenerational lsaming.
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L INTRODUCTION

Dipital commumecation iz an mevitzbla aspect of
soclety’s orrent day and age. “Since [the] 15807z, the
number of video game players has been growing
surprizmgle.” (Zhang et al., 2010} This mumber only
keaps mereasing. As the number of housshelds with
technology grows, so does the mumber of children
raized by . Az a means to accommaodate 2 generation
acclmnated to technolosy, educational metitutions are
makmngz attemptz to adapt the clazsroom to 2 digital
means. “In recent years, digital or web-based games
have mcrsazmsly supported leaming ™ (Viachopoulos
& Makm, 2017) It should be noted that many
mstroctors grew up during the advent of digital media.
So why 15 it that a group of individuals raized om
technology shll have not transthoned ther teaching

policies to properly address a digital classroom,
especizlly when 1t 1= so prominent in today’s sociaty?

I.1 Description

Mimmal existing  research  foruses on  uzmg
intergenerational leaming a: a pedasogical toel n
virtual settmgs. However, an analysiz of existing
related research demonstrates that inmtergensratiomal
learming may be a kev factor in supporting the virtual
clazsroom. “With the growing expansion of
technology, mstructors and those whe create
sducationzl policy are interssted I imtroducing
innevative technological tocls, such as video games,
virtmal worlds, and MMassive Mulh-Player Online
Games."{Viachopoulos & MMakm, 2017) A syvstematic
review of the psychological, thecretical, and
pedazogical attributes mn conmection to game design



