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 Executive Summary  
  
The VREP has a vision for creating and delivering effective, cutting-edge, cost-
effective learning environments to K-12 students throughout Iowa, Connecticut, Ohio 
and eventually the nation. VREP’s key objectives are to: 
 

• Develop and continuously improve low-cost, high-quality equipment to deliver 
VR environments to classrooms and children. 

• Promote and advance “students as programmers” and open up creativity 
channels for children. 

• Develop and deliver outstanding professional development and support to 
teachers in the effective design and delivery of rich VR learning environments. 

• Create a clearinghouse and library of educationally-relevant and rigorous VR 
applications designed by students, teachers, students and programmers 
connected to key national and state content standards. 

• Support the VR library with dedicated programmers, educators, scientists, 
and engineers to build the quality and quantity of the VR library. 

• Create a sustainable model for schools to increasingly imbed and utilize VR 
technology and environments for the purpose of advancing the Science, 
Technology, Engineering, and Math (STEM) initiative to create more prepared 
and interested students. 

• Develop the potential of VR for all subject and academic areas, including its 
use for adult professional development. 

• Create a supportive network for advancing VR programming and applications. 
• Be one of the country’s recognized leaders in VR technology, applications, and 

education. 
   
By combining the power of national and multi-national companies like Rockwell 
Collins with state Educational Service Agencies’ (ESA) ability to develop and deliver 
quality learning solutions and professional development and take them to scale, this 
consortia can quickly and effectively introduce VR learning environments to K-12 
schools throughout the three states and beyond. 

Financial Objectives 

The intent of this joint initiative is to provide low-cost, high-quality virtual reality 
environments to schools and the on-going supports necessary in order to improve 
student learning and acquisition of technical knowledge. This initiative seeks to put 
the technology and the expertise into the hands of students, teachers, and 
educational programmers at reasonable and sustainable prices. The financial return 
on this initiative is to introduce VR to K-12 schools within their normal budgets and 
in such a way that they can sustain it financially and VREP can continue to develop 
the services and supports. Corporations will benefit by having more prepared 
graduates who enter STEM-based professions and to expand their influence and 
reputation as corporate leaders in advancing American education as well as an 
avenue to connecting with and to highly skilled individuals. ESA’s will benefit by 
fulfilling their mission of “ensuring success for all learners” by being able to provide 
the resources and expertise to help schools realize the potential of VR for improving 
learning and preparing learners for the work environments they are likely to 
experience. 



Products and Services 

This initiative will provide the equipment and expertise necessary to set up and 
utilize educational VR systems and establish and maintain services that increase the 
educational impact of this initiative through the development, testing, and delivery of 
educational VR environments. 
  

 

Equipment Packages for VR- Utilizing Corporate 
partners’ expertise and research in the technology 
and VR arena and ESA’s ability to access and 
organize K-12 clients, the initiative will provide 
“pre-packaged” VR systems at reasonable costs to 
schools and districts. These systems will come with 
training and support in setting up, maintaining, and 
improving the educational experiences for children. 
Once the training is complete, the system will be 
sent home with the district staff to begin using 
immediately. 

 

Library and Cataloguing Service – All VREP 
member schools and sponsors will have the ability 
to utilize an ever-expanding library of VR 
environments and activities as well as upload and 
contribute to the growing database of VR 
environments. Such a process will ensure long-term 
viability and provide a strong incentive for schools 
and organizations to be a part of this work and 
initiative through a membership system. All VR 
applications will be catalogued to allow multiple 
search options based on: standards, outcomes, 
subject areas, grade/age levels, expertise, etc. 

 

Professional Development – All VREP members 
will receive on-going, high-quality professional 
development including: 

• Technical training on how to set-up and 
maintain the VR system. 

• VR programming and software development. 
• Educational applications and use directly 

connected to state and national content 
standards and outcomes. 

• Teacher and instructional development to 
maximize the VR learning experiences for 
students. 

• Access to a robust, easy-to-search library of 
applications connected to state and national 
standards and which provide customer 
feedback and ratings. 

• Workshops, demonstrations, blogs, and 
other supportive processes and technologies 
to help keep users on the leading edge of 
VR. 



 

Programmer Support Networks – All 
programmers, students, and teachers involved in 
the initiative would be eligible to participate in on-
going virtual and face-to-face support networks 
where they would learn the latest VR software 
development applications, expand their 
understanding of constructing educationally 
relevant VR content, and share and learn from one 
another to improve the overall quality of the VR 
library. At least annually, contributors would be 
eligible to participate in in-depth, on-site training 
and networking through a comprehensive “VREP 
Institute.” For students, these networks can provide 
high school and/or college credits. 

 

Scholarships, Internships, Competitions, and 
Showcases – The system would be organized to 
provide scholarships to colleges, internships with 
local high-tech companies, and competitions and 
showcases for students. An annual competition 
would bring students from across the nation to 
demonstrate their VR applications on high-end 
corporate VR systems and compete for recognition, 
scholarships, and internships. This would serve to 
raise awareness of the power of VR as a tool for 
21st century learning and continue to expand the 
connections between those involved with and 
passionate about VR learning and development. 

 

 



 
 


