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THE FUTURE LEARNING  
Bringing Virtual Reality and Augmented Reality to Learners 

  

 

Architectural Engineering 

Course: History & Theory of Architecture 

This course is structured to be presented interactively as illustrations to the main 

synthetical problems, rather than chronological documentation. This implies that 

architectural history will be treated as a source of inspiration which enables a society 

to innovate by re-interpreting the past, overcoming the dichotomies resulting from a 

single-minded pursuit of a narrow vision of “progress”.  Actually This approach arise A 

creative exploration and a careful evolution of historic structures to give birth to cultural 

processes and can also re-establish an organic link with the past- not for the sake 

nostalgia, but for the sake of re-integrating a human wholeness, drawing on other 

motivations than merely the rational issues. 

The focus in this course is on Islamic architecture within a comparative perspective 

including references to aesthetics, religion, imperial ideology, and theories of dynastic 

legitimacy. Topics to be considered include cross-cultural encounters, uses of the 

shared Islamic Heritage, within the hierarchal classification of this shared architectural 

vocabulary consisting of building types, building components and building elements 

all integrated with the content of Islamic civilization. 

 

 

 

Mainly this course will depend on the Knowledge Cube of Islamic Civilization KCIC 

[www.daralandalus.org], which is underdevelopment to combine audio-visual 

information and three dimensional models and animations that – with immersive 

technologies- could offer students an increasingly true-to-life way of visiting places  
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that we otherwise could not visit, either because they are very far away, or because 

they no longer exist (Sinclair & Gunhouse, 2016). It is a hope that, in the future, we 

can be able to bring entire classes into a common virtual space. For example, we can 

use VR tools collaboratively construct architectural models, recreations of historic site 

such the Alhambra palace in Granada-Spain, and engage students in topics related to 

crafts, music and science by offering a deeply immersive sense of place and time.  

     Architecture students can learn about the spatial configurations and how it works 

by physical engagement with the objects within. They can move architectural 

components and elements, see around buildings and track the development of 

architectural styles. This also enables them to see how abstract concepts work in a 

three dimensional environment which makes them easier to understand and retain. 

     Experience VR App Brings Virtual Reality and Augmented Reality to Learners’ 

Phones, Tablets and Wearables Worldwide. The immersive experiences provided by 

virtual-reality headsets can revolutionize education in all fields. By making field trips 

and simulations of complicated concepts accessible to people of all ages, virtual reality 

can make cognitive learning faster, more effective and efficient (Kjallstrom, 2015). 

      This technology helps when explaining a difficult or complex set of theories in a 

classroom. It is also useful when explaining about how something works, what it 

means, why it functions in a particular way and where it fits into the scheme of things 

(“Teaching and virtual reality,” 2015). For our purpose, let’s consider AR as a useful 

tool, and perhaps even a productive enhancement to human interaction (Quizlet, n.d.), 

developing interactive walk through bringing together students to engage and interact. 

     This course will be taught in a KC Lab that is based on Enhanced Reality 
technologies, designed for lifelong learning, capacity building, educational events, 
interactive edutainment, and immersive experiences. This KC Lab shall be packed 
with a starter kit that enables countless activities using gestures and spoken 
commands. A number of apps and contents shall be available off-the-shelf, and 
many others can be quickly tailored. So each KC lab can be customized with a 
number of exceptional multimedia contents and augmented reality tools: 
  

1. Multimedia libraries  

2. Interactive tutorials  

3. Holographic visualizations  

4. Real-time and live holograms  

5. Podcasts and apps  

6. Wearable devices such as glasses, headsets, watches and gloves.  
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Effective visualization is the key to help untangle complexity: the 

visualization of information enables us to gain insight and understanding quickly and 

efficiently (“Visual Communication, Augmented and Mixed Reality, e-REAL,” n.d.). For 

example: if you are a history teacher then your students may have the opportunity to 

explore a historic building or era in time such as Nasrid dynasty in Granada, Spain. 

They will be able to walk around an Islamic district, e.g. Albaicin, and explore various 

aspects, often by using touch via the data glove. This is a great way of learning about 

day to day life in Ancient Islamic cities which brings it to life in a way that books or 

online media are unable to. 

 

Characteristics of an effective KC Lab 

a) It is a graphic visual representation of information, data or knowledge that 

makes complex topics easy to be understood - showing us the trends and 

implications that underlie data.  

b) It combines data visualizations, illustrations, text and images together in an 

interesting, eye-catching and engaging way, increasing learners’ attention, 

understanding and memorization of the topics.  

c) It has to support a personal exploration from different perspectives: a unique 

snapshot with a possibility to embrace all the complexity of the topic, zooming out 

for a global vision and immediately zooming in on a simple detail.  

d) It works like storytelling, communicating complete stories and putting 

information in a context showing relations and comparisons, to make the topics 

easily understandable and to promote critical thinking.  

e) It works like a concept map extracting the patterns that underlie data and 

information, helping us to think in terms of the bigger picture, of the patterns that 

reside within the information.  

   What 3D holographic technologies offer that other visual forms cannot is the ability 

to show parts of the buildings in a real-life fashion. Furthermore, they are interactive, 

enabling learners’ practitioners to not only study images of the building, but to do so 

easily and from multiple perspectives. The capacity for enhanced visual engagement 

can benefit research, diagnostic efforts and treatments, as sophisticated 3D software, 

displays and holograms can be synthesized for a realistic, real-time look at patient 

conditions (Salvetti & Bertagni, 2016).  

   The architectural holograms treatment presents a significant performance 

improvement over traditional textbook handouts. There are a number of possible 

reasons for this improvement. The first is the “wow factor”. Textbook handouts are 

very commonplace and elicit little inherent interest subsequently. Moreover, the 

architectural holograms are a novel technology, which may garner additional interest 

and focus from learners. Last but not least, the architectural holograms have the  
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advantage of being natively 3D, unlike textbook handouts. As such, the 

architectural holograms may be directly translated to a mental image, while a 2D 

textbook handout requires 3D reconstruction within the working memory. The resulting 

mental images from the architectural holograms may be superior to textbook handouts 

due to their immediate translation into working memory. 

     VR tools do not replace the classical educational format in this scenario, but instead 

they complement each lesson with five to seven minutes of VR immersion - 

illustratively demonstrating the covered material. The traditional lecture remains a core 

component of each lesson, with a teacher remaining fully empowered to add his or her 

personal touch to make it unique every time. Generally speaking, it can be said that 

VR does not have to replace the classroom and the teacher, but rather can provide 

the teacher with a tool to enhance the classroom experience for his or her students 

(Quizlet, n.d.). 
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