The future of education ... mixed reality worlds allow
students to immerse themselves by visiting otherwise
impossible locations through first person experiences.
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A new way to learn
Learning is critical to both professional and personal
growth. While we have grown as individuals, the practice
of learning hasn’t really changed. We at Devika believe
learning is about ‘you’ and more importantly how you
want to learn, when, where and how you want.
Research has show that 65% of the population learns
using visual aids with about 30% of the population learns
through auditory methods… What about the remaining
5%? - they are known as ‘Kinesthetic’ learners and they
learn by doing. The challenge is, such learning can be
time consuming and expensive.
This problem is one that Devika is committed to finding
a solution to, and we are, of the view that Virtual Reality
experiences can deliver both a time and cost efficient
solution to this problem, ensuring that everyone no
matter there preference has the tools and support to
learn!

Kolb by Devika
Rather than reading textbooks, do you wish you could
learn all of the mandatory education outcomes with first
person experiences and activities?
Well, Kolb is an experiential learning virtual reality
application which houses a range of experiences that
are mapped to the Department of Education curriculum.
Our role is to educate and excite students about the
different facets of the curriculum which may one day
become their future job. Kolb can not only educate
students but improve their awareness of different jobs
and assist their decision-making process regarding
their career path.

Problem

Current technology, such as cell phones, are
creating distracting environments for students within the classroom.

The Kolb experience enabled students to
really enjoy, interact and engage with the
field trip to Anatartica through virtual reality
and the gamified scene.

Virtual reality cannot be inconspicuous
within learning environments, and content
can be centrally controlled by the teacher.

Stats

Students are bored, inattentive, or unmotivated during class. Lack of engagement in
the classroom with many students in Australia consistently disengaged in class: as
many as 40% are unproductive in a given
year.” (page 3)

Solution

University of Wollongong White-Paper Findings for Scaling Impact

Enjoyment = 93.75%
Interactive = 87.50%
Engagement = 78.90%

The inability to effectively transfer classroom knowledge to students. The need for
learning with deep mental involvement is
important for transferring knowledge, which
is affected by both the academic performance and personal development of the
student.

VR Presence = 73.43%

Learning = 87.50%
Immersion = 77.34%
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Supplementing not Replacing
Jeremy Bailenson, a professor of communications at
Stanford University and founding director of Stanford’s
Virtual Human Interaction Lab, has been studying VR
since the late 1990s.
He believes that VR should supplement classroom
learning, not replace it. “It’s about using VR to shake it
up and frame the other work being done in the regular
classroom,” he said. “It’s about stepping away from the
mundane stuff and experiencing something.
“Learning to conjugate verbs, for example, that’s not
making the best use of VR. It works just fine on a blackboard. Doing something that requires you to watch but
not move, that doesn’t really justify the use of VR.”
In his latest book, “Experience on Demand,” Bailenson
explains that VR has the potential to democratize education by bringing travel and educational opportunities
to those who otherwise couldn’t access them.

About Devika
At Devika, we enable people and organizations with
technology in mind. We intend to help you prepare for
tomorrow. Today’s ideas and people are the essence
of how we collaborate. In this ever changing digital
world, partnerships are critical so together we can use
technology to positively affect people, planet, prosperity
& pushing boundaries . This is where we fit.
We are passionate about using technology to positively
affect people, and the planet whilst pushing boundaries.
Inspired by the original thinkers, pioneers, and
innovators who came before us, we hope to continually
improve and inspire the next generation to contribute
meaningfully. We are a values led enterprise. We listen
to understand, lead with integrity, be ourselves, act
courageously, support each other, explore, question
and strive to be better.

Devika clients and collaborations... our runs on the board

Current Progress
We have built the first experience within the Kolb application known as the Antarctica Experience. Learning
directly from a script and storyboard approved from the
Australia Antarctica Department students learn why we
are there, what we do, and the relevance of their subjects at school have to a career as a scientist.
The application has been downloaded over 12,000
times over the Viveport, Oculus Store, Microsoft Store
and Steam VR. With a large number coming from China, we have since translated the script and voice-over
to cater for the market by localizing the experience.
In collaboration with the University of Wollongong, we
have had over 150 students go through the experience
for a research paper and has had an overwhelming
positive response. The data gathered shows knowledge retention of 38%. These staggering figures show
that not only virtual reality, but the incorporation of the
KOLB methodology of experiential learning will be the
next frontier of learning for students.

We won ...

*Screenshot inside the experience

Additional experiences... and their educational curriculum mapping

SUBJECT

KOLB EXPERIENTIAL
EXPERIENCE

LEARNING OUTCOMES
Year 7/8 Outcomes: Living World

Antartica Exploration

Year 9/10 Outcomes: Living World
Year 9/10 Outcomes: Earth and Space
Year 7/8 Outcomes: Material World

Science

The Lab

Year 9/10 Outcomes: Material World
Year 9/10 Outcomes: Chemical Space
Year 7/8 Outcomes: Earth and Spacew

Astronaut Ready

Year 9/10 Outcomes: Earth and Space
Year 9/10 Outcomes: Digital Technology
Year 7/8 Outcomes: Places

African Safari

Year 9/10 Outcomes: Sustainability
Year 9/10 Outcomes: Animals
Year 7/8 Outcomes: Places

Geography

Ocean Care with Sally

Year 9/10 Outcomes: Sustainability
Year 9/10 Outcomes: Environment
Year 7/8 Outcomes: Interconnection

The Forest

Year 9/10 Outcomes: Interconnection
Year 9/10 Outcomes: Scale

Mathematics

The New Abacus

Year 7/8 Outcomes: Statistics and Probability
Year 9/10 Outcomes: Statistics and Probability
Year 7/8 Outcomes: Continuity & Change

History

Rome Time Lapse

Year 9/10 Outcomes: Empathetic Understanding
Year 9/10 Outcomes: Significance

Available on:

Available on:

The journey of mixed reality ... and the time is now
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Strong demand for VR headsets after price reductions

Global VR headset ranking
Others
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2019 headsets: new pricing

Source: Canalys estimates, Virtual Reality and Augmented Reality Analysis, November 2017

Strong demand for VR headsets in China
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the experience to
Madarin.

Standalone VR headset
unit by country in 2018

Source: Canalys estimates, (device sell-in volume), Virtual Reality and Augmented Reality Ananlysis, June 2018

About our collaborations
Company: Dell
Objective: To showcase VR at EduTech
Technology: Microsoft Mixed Reality
Hardware: Dell Visor headset
Collaboration: Software providers and part of their
exhibit
Neil Bramsen, Assistant Principal at
Mt. Ousley Public School
“We really valued Ken’s Devika learning team visiting
Mt Ousley PS to allow our students to experience and
give feedback on the KOLB virtual reality application. Ken
and his team were very professional with a responsive
and positive attitude. It’s great to be a part of an
innovative and futures focused approach to learning.”
Source: LinkedIn

Testimonials
Sue Zorn | Teacher at Sherwood Hills NSW
“My primary age students, years 5 & 6 really enjoyed this
experience. They all gave positive feedback and were
eager to experience more. They liked that it was realistic
and commented that they really felt that they were in
Antarctica.They also found the topic to be relevant and
interesting. As a teacher I was impressed with how
the students were required to problem solve and the
staggering of resources. It allowed them to build on
their prior knowledge as well as gain new insights and
a better understanding of the Antarctic environment.
I found it to be a very well designed and a positive
learning experience. Both myself and my students are
looking forward to future learning experiences.”
Source: Viveport

Kate Cooper | Director of Innovation at Westpac
“Wow Ken Kencevski looks fab! I hope this comes
to my son and daughters school soon. Exactly the
direction education should be heading.”
Source: LinkedIn
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Next steps ...
The application has been self-funded and a subsidiary company of Devika. The next step to scale, we are
looking for ways to collaborate, either through sales
distributions, funding, or any other form of strategic
partnership can add value to each party.
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