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Project Wonderland
Immersive Learning & Collaboration
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What s Happening!

Barriers to games and computers approaching zero
Multi-mode communication
Kids are nding their own voice through games and 
social networking sites
At ease with technology
Drivers of new technology adoption are 5-14 years old
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Why Virtual Worlds and Games

Flexible, adaptive environment
Forces lateral thinking
Engaging mechanics
Quickly iterate
Easily reinforce base concepts
Human need to play with others
Learning is fun!
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Today s Solutions

Portals
Social Networking
Course Management Systems
Live Virtual Classroom
Video Streaming
Learning Object Repositories
Secure File-Sharing
Mobile learning
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MPK20: Virtual Campus Workplace

A virtual campus building
A place to get work done
sharing live applications
A way to find, communicate 
and collaborate with 
colleagues using high-fidelity
audio
A way to be more physically, 
socially, and emotionally
connected
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Live, Shared Documents



4

7

Individual Workspaces
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Socializing with High-Fidelity Audio
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Team Spaces


