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Final Technology Project
Design a hypothetical educational or training application that uses technology. You do not need to actually carry out the project, but rather to develop, in as much detail as possible, your ideas of what the application would look like, how it would work, and how it would benefit students. You can use advanced technologies we have covered in this class or other advanced technologies in which you are interested. The final product does not have to be a paper - it can be a multimedia product or even a story.  Have fun! 
I.  Background
When I first started to use a computer and especially went online, the connection of machine to user has fascinated me.  I became an addict almost instantly; first enthralled by having a library within my own home. Next, I realized I could meet people across the globe by chatting or Net meeting.  The more interaction I had with this machine the more I craved. At times, I even ignored some of my social obligations to continue to reach out to strangers. Since the time, about 7 years ago, when I went online with my 166 Gateway, I have grown, matured, blossomed, and realized much about myself, the technology, and this interaction. 

Since I became a counselor, I have tried to learn about and understand the possibilities of using computers for counseling sessions  -  online counseling. As a professional, I have to follow ethical guidelines for this from either the American Counseling Association or the National Career Development Association.  I designed a web site:  www.careerscounseling.com in February of 2002 but have not yet made any business off of this yet!  I have counseled clients via email and phone though as a result of my job and volunteering efforts after 9/11.  
However, I still want to take this counseling view one point further and as I become involved in beta testing There, a Virtual Reality community, I kept wondering how can VR be used in psychological applications?  The more I researched, the more I wanted to understand this application, especially as to its use with mental health or psychology. My project will focus around these ideas:  

1,  What is Virtual Reality?

2.  How is it currently being used?

3.  What are the possibilities of this technology? 

4.  How can I possibly use this technology with my counseling training? 

II.  Introduction

The ad in the Cyber Therapy web site clearly states:  According to Nature Neuroscience:  “Virtual Reality (VR) has finally come of age for serious applications in the behavioral neurosciences.  VR is attractive for both research and real-world applications in neuroscience, cognitive science and psychology.”  (p. 1089)   After I read this statement, I wondered just how psychology was using VR and what could I learn from it in my own use.  This web quest of mine is really not over yet as my thirst has not been satisfied for more knowledge! 
Virtual Reality, or VR as it is referred to, is a computer program that seems 3-dimensional in its viewpoint, landscape, persona, and feel. Early VR used a type of headpiece where you could enter this magical world via the head gear and software on the computer program. 
The history of VR was used in early space flights as NASA would train their astronauts or pilots in flying with a form of VR. Other scientific applications became evident as medicine then wondered how VR could be used to prepare doctors for surgery or examinations. Imagine using VR to move throughout the body and see all the veins, arteries, muscles, bones, etc.!  “Fantastic Voyage” has finally come true in reality, almost, as Virtual Reality can show medical personnel what the inner body looks like in order to prepare a surgeon for delicate heart surgery. 
Resources:

1.  Cyber Therapy  -  accessed April 20, 2003

http://www.cybertherapy.info/pages/main.htm
2.  List of sites on VR and training  -  accessed April 20, 2003

http://www.coe.ecu.edu/vr/other.htm#Training
3.  Towards Cyberpsychology -  Mind, Cognition and Society in the Internet age:  accessed April 20, 2003  -  http://www.emergingcommunication.com/volume2.html
4.  “Keeping It Real  - Virtual reality is still more virtual than real, but new technologies may soon change that.”
http://www.technologyreview.com/articles/wo_cameron050802.asp
5.  Virtual Reality world – beta tested   -  www.there.com
6..  “Virtually Healed”  on TV 

http://science.discovery.com/schedule/episode.jsp?episode=0&cpi=81351&gid=9281
7. Virtual Reality and its use in Mental Health

http://www.psychnet-uk.com/virtual_reality/virtual_reality.htm
8.  Virtual Reality Medical Center  -  http://www.vrphobia.com/
9.  Cyber Therapy 2003 Conference

http://www.vrphobia.com/imi/conference2003/downloads/CyberTherapy_Program_4_Dec_2002.pdf
plus links from this web site:

http://www.vrphobia.com/imi/newconference/links.html
10.  Virtual Reality Self-Help Center

http://www.vrselfhelp.com/
11.  Virtual Reality in Behavioral Neuroscience and Beyond

http://www.nature.com/cgi-taf/DynaPage.taf?file=/neuro/journal/v5/n11s/full/nn948.html
(excellent article!)

12. Analysis and Development of Interaction Techniques between Real and Synthetic Worlds  -    http://ligwww.epfl.ch/~ssbalcis/Public/proposal.html
13.  Virtual Reality Interactive Characters  -  http://www.haptek.com/
14.  Overcoming Your Worst Fears, Virtually

http://www.wired.com/news/print/0,1294,5553,00.html
15. Virtual Reality:  History

http://archive.ncsa.uiuc.edu/Cyberia/VETopLevels/VR.History.html
16.  What are Virtual Environments?

http://archive.ncsa.uiuc.edu/Cyberia/VETopLevels/VR.Overview.html
17. Cybersphere Brings Star Trek's Holodeck Closer To Reality 
http://www.sciencedaily.com/releases/2000/10/001022202243.htm
18. Virtual Reality:  A Short Introduction  -  http://www-vrl.umich.edu/intro/
