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Virtual Reality applications

Public Speaking VR

TiltBrush

Flashcards- Animal Alphabet

https://play.google.com/store/apps/details?id=com.virtualSpeech.android&hl=en
https://www.tiltbrush.com/
https://itunes.apple.com/us/app/ar-flashcards-animal-alphabet/id502903392?mt=8


Virtual Reality application: Mondly



Mondly
 It provides an authentic context of learning                  situated learning opportunities 

(Lave, J., & Wenger, E. (1991). Situated learning: Legitimate peripheral participation . Cambridge university press)

 Users may select one of the many contexts available and interact with an avatar who 

helps and asks questions to guide the conversation into a specific context. 

 Users may respond by selecting one of the 2 or 3 possible answers presented on 

chatbots and express the answers orally. When users find the correct answer, a green 

check appears over the transcription of what was said, otherwise another answer 

should be given. 

 The application integrates speech recognition and it is available in 33 languages, with 

levels ranging from beginner to advanced. 



LET’S EXPERIMENT WITH THE APPLICATION NOW!












