Virtual Reality Simulation in Legal Education Manchester
Justin Cho?; Timothy Jung?; Mandy tom Dieck?; Kryss MacLeod?; Elodie Etienne®; Michaél Schyns® y:ii\:freorls)ﬁl;tan

°Faculty of Business & Law, Manchester Metropolitan University, UK
PQuantOM , HEC Liege, University of Liege, Belgium

BACKGROUND

* Simulated learning is widely used in legal education to teach
practical skills (Daly and Higgins, 2011).

* Benefits of simulation found in studies:
* Increased Motivation, Increased Confidence, Deeper
Learning and Improved Practical Skills

 However, studies have also revealed a number of limitations of using
simulated learning (Waters, 2016).

* Limitations of simulation found in studies:
* Lack of Immersion, Lack of Authenticity

e Virtual Reality has recently seen an increase in use in the education
sector due to its novelty and realistic quality (Kavanagh et al., 2017).

* Benefits of Virtual Reality found in studies:
* Increased Engagement, Motivation and Immersion

METHODOLOGY

Research Phase 3
4 case studies
4 different universities
Semi-structured interviews
+ observation
[Achievement of
Objectives 2 and 3]

Research Phase 4
4 case studies
4 different universities
EEG + semi-structured
Interviews
[Achievement of Objective

Research Phase 2
Single pilot case study
Manchester Metropolitan
University
Semi-structured interviews
[Insight into Objectives 2
and 3]

Outcome
Theoretical
framework

[Achievement of
Objective 5]

Research Phase 1

Literature review

[Achievement of
Objective 1]

 However, there is currently very limited research on the use of VR in
the context of legal education.

/ OBIJECTIVES
1) To critically review three bodies of knowledge including learning

theories, simulation in legal education, and virtual reality in
general education.

2) What are the effects of virtual reality as a form of simulation on
the learning experience of students in a legal education context?

3) What are the factors that affect the suitability of using VR
technology in the context of simulation in legal education?

4) What are the contributing affective factors that influence the
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VR DESIGN

Collaboration with HEC Liege (Belgium) to design an interactive VR
mock trial courtroom.
Accessed via Oculus Quest 2 headsets.
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Figure 1 & 2: Screenshots of VR mock trial courtroom

PHASE 2 OUTCOMES

NEXT STEPS

Research Phase 3: Extension of Phase 2 to increase saturation of
data and increase accuracy of framework.
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Concrete Experience
Having an experience
Active participation; Interactivity; Learn at own pace; Ease of access;
Clear guidance; Audiovisual authenticity; Ease of using VR; Authenticity
of scenario; Sense of presence; Engagement; Enjoyment

Active Experimentation
Trying out what you have

Reflective Observation
Reflecting upon the
experience

Research Phase 4: Investigation of impact of emotions on learning
through the use of electroencephalography to detect emotional

Learning from mistakes; Key themes in the VR Observations of
Learning new skills; Ease

. experience; Critical
learned of access legal education context

activity in the brain. Addition of role of emotions to framework.

reflection
Application of previous knowledge; Applicability to
real life scenarios; Knowledge retention; Motivation
t to improve

Contribution: Development of a theoretical framework to guide and
inform the implementation of virtual reality in legal education

(imulation contexts.

Abstract Conceptualisation
Learning from the experience
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*¥Existing themes from Educational VR literature
**Emergent themes from findings
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