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Abstract. Technology-enhanced teaching and learning environments transform
the learning experience and increase student interest and engagement in the les-
son. Virtual Reality (VR) has been identified as a multimodal medium that offers
highly interactive and fully immersive experiences through which students can
access a variety of meanings and enter a new social learning space which tran-
scends classroom boundaries. VR also constitutes an innovative digital tool for
foreign language (FL) learning in tertiary education through which teachers can
promote a more situated learning context. Based on the multimodal affordances
of the VR application Dreams of Dali, this paper aims to propose meaningful
ways the application can be embedded in an English-for-Specific-Purposes (ESP)
course in tertiary education, foregrounding the delivery of pedagogical content,
creating student immersive literacy practices, and leading to alternative ways of
conceptualising meanings. The immersive environment in Dreams of Dali can
pose an instructional design tool which can increase familiarisation with course-
related content in English for Fine Arts and help simulate an authentic surrealistic
environment that deviates from static art-related images and passive surrealist
representations of the art movement in the classroom.

Keywords: Virtual Reality-Enhanced Language Learning · Dreams of Dali ·
ESP

1 Introduction

New andmore sophisticated technologies have entered theworld of education, providing
students with limitless opportunities for engaging learning experiences [1], and drasti-
cally changing the way meanings are communicated and represented through the “new
media” [2]. Virtual Reality, or also known as immersive VR, refers to the technological
systemwith a computer capable of real-time animation, initiated by wired gloves, a posi-
tion tracker and a head-mounted display device (HMD) for capturing a visual output [3].
As an innovative instructional tool, VR has been implemented in engineering and mul-
tidisciplinary courses, in the automotive and aerospace industries [4], in entertainment
and in language learning education [5], rendering it one of the most popular mainstream
consumer educational tools. So far, there have been several affordable and easy-to-use
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VR hardware and software systems, like the Samsung Gear VR, a wearable device, sup-
ported by a Samsung Galaxy smart phone [6], Google Expeditions [7], Oculus Go [8],
a standalone, portable and wireless VR headset, PlayStation VR, Microsoft HoloLens
[9], AltspaceVR with Oculus Quest 2 [10], and many more.

Despite some technical pitfalls in embedding VR in the lesson like regular updates,
training requirements and non-technical issues like a need for familiarisation with the
equipment [11], VR is predicted to be exponentially adopted for educational purposes,
since it can represent a real or imaginative environment and enhance the situated experi-
ence for learners [12, 13].VRpromotes an experimental and experiential viewof learning
with learners actively reconstructing their knowledge based on their own existing inter-
nal model of the world [14]. Concerned with bridging the gap between the technology
and pedagogy of 3D virtual learning environments (VLEs), Fowler [15] draws attention
to the need of assigning a more pedagogical scope and focusing on the learning out-
comes through the interaction of the technical property of VR, i.e. “immersion” and the
psychological state of “presence”. Based on the aforementioned affordances, the present
paper proposes the implementation of the VR application Dreams of Dali in the ESP
course English for Fine Arts.More specifically, the aim is to increase student familiarisa-
tion with course-related content through authentic interactions with the cultural element
of Surrealism, and to construct meaningful personalised understandings for students
through immersion and presence in a highly immersive VR system. Through Dreams of
Dali in the highly immersive environment, Salvador Dali’s artistic techniques and Sur-
realism as a taught art movement, can enable learners to, simultaneously, conceptualise
parallel meanings and physically experience the content, not just learn about it. Through
this experience, one may witness a shift in the role of learners who are neither readers
of surrealistic static images and texts nor viewers of informative videos anymore; they
become user participants of the authentic surrealistic environment where simulation is
more than a multimodal experience: it is a subjective experience in terms of “presence”
(the feeling of “being” in the authentic virtual Dali cultural context) [16] and an objective
experience (the feeling of being immersed in the virtual space).

Lee and Wong [17] stated that the application of VR in arts and humanities was dis-
regarded. They also pointed out the opportunities for entering highly immersive contexts
since students can visit historical or fictional events and participate in abstract spaces
or processes to enhance their learning experience. Dreams of Dali is a suitable virtual
environment that can initiate the opportunity for Fine Arts students to enter a mythical
space that simulates a painting by Salvador Dali and enhance the cultural knowledge
of Fine Arts students. Moreover, this paper addresses the gap in the literature on fully
immersive VR pedagogical applications and the relationship between immersion and
presence since there is dire need to align those affordances with pedagogy [18].

Simulations in highly immersive VR foreground two profound affordances, that of
a) immersion and b) presence. Scavarelli, Arya, and Teather [19] refer to immersion as
an objective experience, delivered by the VR technology which covers various sensory
modalities that reflect human real-world senses, and presence as the subjective experi-
ence of the user in accepting the artificial reality as reality. They also define embodiment
as the mental representations of the body within the virtual space. The students’ naviga-
tion in the surrealistic context becomes more effective as an embodied experience since,
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according to Johnson-Glenberg [20], embodiment, i.e. body movements with gestures,
can facilitate cognitive activity and help students reflect on the embodied representa-
tions of their ideas. The multisensory experience of fully immersive VR exploits all five
senses: vision, audition, touch, taste, and olfaction [21].

2 Description

2.1 General Description of Dreams of Dali

Dreams of Dali is an artistic application which offers a three-dimensional experience of
Salvador Dali’s surrealistic painting Archaeological Reminiscence of Millet’s ‘Angelus’.
It has been running as a digital experience in the Exhibits section of the Dali Museum
in St. Petersburg, Florida since 2016. The production company Goodby Silverstein and
Partners developed this Surrealist application, which offers a single-user experience
into the world of the visionary artist, Salvador Dali. Praised internationally by museum
visitors and users, it has also gained many industry awards. Two additional advantages
of the application are that first, it is free, and second, users can immerse in surrealist
environment from a seated or a standing position.

Fig. 1. The original painting, The Angelus, by Jean-Francois Millet. (Image credit: Wikipedia)

Dali painted Archaeological Reminiscence of Millet’s ‘Angelus’ from 1933 to 1935.
The painting was a revolutionary adaptation and a more provocative version of Jean-
FrancoisMillet’s painting The Angelus (see Fig. 1). The original painting shows a pair of
peasants, bowingover a basket of potatoes in an openfield, inwhat appears to be a praying
ritual. Dali, on the other hand, in the vanguard of constant innovation and transformation,
gave the painting a more spiritual interpretation based on his subconscious influences.
This led to the creation of his surrealist masterpiece, with two figures resembling praying
mantises instead of real people like inMillet’s version. In Dali’s representation, the male
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mantis bows in defeat in front of the female one, symbolizing the artist’s suppressed
fear of female sexuality. The two towering mantises are placed centrally in an empty
landscape with a shade of light protruding from the dark sky, creating a mystical, eerie
atmosphere.

2.2 Navigation Within the 3D Environment

The artistic liberty of interpretation Dali was aiming for with his surrealist work is
reflected as an immersive experience of constant exploration in this application. For
starters, the various spheres, or orbs, which are positioned in key spots in the 3D painting,
allow for user movement in Dali’s 3D context.

Fig. 2. Students point at the sphere to “enter” the painting.

Figure 2 shows the initial sphere students need to point at so that they can immerse
themselves in the painting and navigate within the surrealist environment. Students are
directed to place the pointer on the sphere for three seconds to move to another element
of their choice.

Figure 3 depicts the two mystical praying mantises that one can face the minute they
are transported in the virtual context. Students can witness the mantises from all angles
since they are placed centrally within the vast landscape. Navigation is not sequential,
so they are free to move within the landscape in any order they like by pointing at
the sphere. Wandering freely and exploring what is next to come add to a feeling of
perpetual mystery since characters vanish and reappear from one minute to the next. In
fact, the whole experience feels like venturing out into the unknown, which is a staple
to surrealistic art interpretation.
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Fig. 3. Facing the praying mantises while being immersed in the surrealist environment.

Fig. 4. Pointing at the sphere can transfer students to the opposite mantis.

Figure 4 illustrates one of the two gigantic mantises with a sphere in its mouth,
which students can point at. It is important to stress out that this sudden transferring
might cause slight dizziness, especially when trying look down to the ground. Students
also have a chance tomarvel atmore surreal elements fromDali’swork in their immersive
voyage since the application incorporates some classic elements from other paintings,
e.g., the marching elephants on beanstalk legs from his painting The Elephants and the
bewildering synthesis of a lobster and a telephone from his work Lobster Telephone.



58 M. Christoforou and F. Efthimiou

2.3 Technological Features of Dreams of Dali

According to theDaliMuseumwebsite [22], interested usersmay resort to the experience
of a linear 360° video through Google Cardboard, Samsung Gear VR, or Daydream
(lower-cost devices), all of which are now discontinued and no longer commercially
available if one wishes to purchase them. A conventional 2D showing of the video
can be viewed by a smartphone, tablet, or PC, or by a simple click on YouTube. A fully
immersive experience of the application, as featured in tethered headsets likeHTCVIVE,
Oculus Rift, and Valve Index [23], can now be experienced with standalone headsets
like Oculus Quest 2, using a link cable or a similar high-quality USB cable. Dreams of
Dali became available for downloading from platforms such as Steam and VivePort in
2018, offering a fully immersive VR environment, and using special hardware to interact
with the world of Dali: a) an HMD which is a wearable display that projects the images
and, generally, everything the student is able to see and experience, b) sensors for 360°
tracking, c) controllers (or hand-tracking) for interactions and haptic feedback [19] for
an embodied experience.

3 Analysis

3.1 Pedagogical Implementations of Dreams of Dali in the Language Course

In the era of electronic technologies, there has been prolific use of multimedia resources
in language courses, which can lead to the representation of content material through
various ways. Dreams of Dali offers a situated surrealistic experience for students who
study art. However, the authors propose pedagogical ways of implementing the applica-
tion in a language course in tertiary education, mainly based on the students’ reflective
practice, even though the application does not fall under the category of language. The
reflective practices were implemented in an intervening pilot program in the course
English for Fine Arts. The authors consider it necessary to find pedagogical utilisations
for immersive technologies so that they do not end up being a form of entertainment for
students.

In the present ESP course, author 1 employsYouTube videos,multimodal texts, audio
tracks, website articles, 360° videos, excerpts from books, online quizzes, and digital
artefact sharing platforms. All these resources enable for a more flexible representation
of course content delivery for teachers, enriching the lesson and providing language
learners with more resources to accommodate their learning needs. Teachers can test
the instructional effectiveness of immersive VR and Dreams of Dali as an additional
multimedia resource through the pedagogical process called transmediation. Transme-
diation involves the translation of one semiotic mode to another [24]. To put it simply, it
is a process that shows how learners perceive meaning from different media. In an ESP
course, studying the thematic area of the most influential art movements in the world is
an integral aspect of the curriculum. Learners are exposed to the characteristics of each
movement from information used from various multimedia resources mentioned above.
Learners also use the target language to communicate what they understand since the
lesson favours a more communicative orientation.
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Table 1 shows the progress of transcending multimodal teaching concerning the
thematic area of Surrealism and reaching culmination withDreams of Dali. The purpose
is not to focus on strict grammar-based tasks and activities, but to choose the most
appropriate resources that promote a more contextualised aspect of the subject.

Table 1. The process of transmediation for the study of Surrealism

Surrealism Resource

Lesson 1: Conventional painting Lists and image

Lesson 2: 2D video YouTube

Lesson 3: VR experience Dreams of Dali

In lesson 1, author 1 taught Surrealism in English as the target language through some
indicative artistic examples, one of which was Archaeological Reminiscence of Millet’s
‘Angelus’ and introduced the surreal characteristics and concept-relatedvocabularyusing
a conventional image of the painting as a learning resource. This process involved the
elements of art, for example, lines, shapes, space, and color, along with the principles
of art, which included movement, unity, balance, and proportion. In lesson 2, author
1 proceeded with a multimedia resource, a YouTube video, displaying more elaborate
forms of input from artists specialising in surrealist art or informative videos about
this art movement. In lesson 3, interaction was replaced with immersion in the virtual
environment of Dreams of Dali. This resource was considered as an effective semiotic
domain for the conceptual representation of surrealism for students. It was also ideal
for the students because they experienced the elements and principles of art they had
learnt. Not only did the application offer a more dynamic multimodal representation
of concepts, but learners also had more control over what they were studying. In fact,
presenting content in multiple representations maximised learners’ understanding that
is why the authors were interested in seeing how meaning was negotiated between
these various resources. The authors also found it useful to see which one helped them
comprehend the content better, manipulate it, and combine it with the target language
[25]. After each lesson finished, students reflected on their experience with the resource
they interacted. However, it was important to keep in mind that the affordances of each
resource were different, so meanings were materialised differently. Language teachers
who are interested in enhancing the thematic area of Surrealism with this application
should consider that it does not pay any attention to linguistic accuracy, but it serves as
an input to extract cultural information and familiarisation with the subject matter.

The authors replaced traditional grammar as a concept of meaning making with
the process of learning as Design. The concept of Design stems from a social semiotic
approach to education, referring to the constant transformation one undergoes when
making use of their available resources for engaging with meanings culturally towards
the implementation of new designs and of the reshaping of new meanings [26]. There-
fore, learning becomes a dynamic, transformative process of designing meaning within
a range of semiotic modes, apart from speech and writing. In Dreams of Dali, learners
underwent a transformative experience because they explored how parallel modes of
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representation worked together, for example, image, color, music, gesture, space, etc. to
have a meaningful outcome. They deviated from the linguistic mode as the most preva-
lent mode in learning since language alone could not give access to the meanings of
multimodal messages. The multimodal affordances of Dreams of Dali, e.g., presence,
immersion, as well as the use of sensory inputs (realistic graphics, eerie sounds, surreal
sights, mystical creatures, etc.), first-person experience, navigation in the learning con-
text, and student autonomy of the learning process [27] enabled learners to conceptualise
parallel meanings and physically participate in the content, not just learn about it.

Table 2. Modes of meaning in the immersive environment

Meanings Realisation of meanings in Dreams of Dali

audio narrative voice of Dali echoing from a distance, eerie sounds, mystical music

written directions of pointer use at the beginning

visual the man and the boy holding hands, the praying man, the towering praying mantises

spatial immersion, a sense of presence

gestural user movement, marching elephants

Table 2 shows themultimodalmodes ofmeaning [28] that came together inDreamsof
Dali. As it was already mentioned, learners drew on distinctly different sets of resources
for meaning making, motivated by their own interest, therefore, they actively designed
meaning which is why learning became a very dynamic experience. They were no longer
passive recipients of information about Surrealism. On the contrary, they were exposed
to a cultural enactment of Surrealism, and they had full control over the content.

4 Reflective Insights Gained from Dreams of Dali

Plastina [29] talked about the need to view the ESP classroom as a multimodal environ-
mentwhere students can negotiatemanymeaning-making practices apart from language.
Due to the fact that the use of VR, AR and MR technologies is decontextualised when it
comes to the teaching of a foreign language [30], the instructors considered reflections
to be an indispensable part of the lesson, leading to the engagement of reflective practice
from students.

After the termination of each lesson, author 1 collected the students’ reflections
regarding the lesson experience. Based on the students’ reflections, the authors organ-
ised the subsequent lesson, which revolved around helping the students with their VR
experience. At the end of the third lesson, students were given an anonymous question-
naire through which they expressed their experiences and opinions. The authors resorted
to the use of an anonymous questionnaire to enable the students to express themselves
freely. The questionnaire was paper-based and consisted of four close-ended and three
open-ended questions. Questions 1–3 focused on the students’ experience regarding VR
whereas question 4 aimed to gauge the extent to which students internalised the steps
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of the VR learning experience. In question 5, the students reflected and evaluated their
experience in the application Dreams of Dali, whereas in question 6, they were asked to
express their suggestions for the ways VR can be implemented in the Fine Arts field of
study. It should be noted that these suggestions emerged from the students’ immersive
experience in Dreams of Dali. The final question asked students to describe and reflect
on their overall experience.

4.1 Reflective Examples

Some indicative examples from the students’ reflective questionnaires are presented
in this section. The examples contain various types of mistakes, however, the authors
refrained from making any corrections in order to preserve the authentic version of
reflections. It should be noted that author 1 provided feedback to the students based on
the errors they had made.

Student 1.
“I enjoy it a lot. It was good experience to be inside of the painting of Dali. But the
second time was more close to the things im studing now. I liked more and I understand
the application”.

Student 2.
“The first idea is the blend of different forms of arts together, mixing the boundaries and
creating a unique VR experience. Maybe while you walk through the landscape (created
by paintings of famous artists) and you listen to music, the landscape will change as the
music changes and forms into a new artstyle or a new artwork”.

Student 3.
“Very nice experience. I felt myself immersed in the realm of virtual reality but because
I have acrophobia I felt a little uncomfortable”.

Student 4.
“I felt so immersed that everything else fades away, definitely I would like to repeat it
again, for sure I would like to try another application and spending more time with the
equipment, it is necessary”.

Student 5.
“I was very excited with VR. I felt like I was in a different dimension. I left reality and
I felt like I was free of my body”.

Student 6.
“Based on my experience the VR puts you in an immersion situation. Where you can be
creative and see things differently. I would love to repeat it. I would like to try another
application like tilt brush, google earth and others. VR is something that demands time
in order to get to know the equipment better and if you like to develop and take good
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advantage of this new technology you need time not only to get to know it but to learn
the theory of the equipment”.

Student 7.
“A new source of inspiration and represent of an artwork for 21st century artists”.

5 Classroom Activity Using Dreams of Dali

Fig. 5. Image of Dreams of Dali. (https://store.steampowered.com/app/591360/Dreams_of_
Dali/)

The present article shows how the immersive environment in Dreams of Dali can
pose as an instructional design toolwhich can increase familiarisationwith course-related
content in English for Fine Arts and help simulate an authentic surrealistic environment
that deviates from static art-related images and passive surrealist representations of the
art movement in the classroom. The authors propose the following activity based on the
technological and pedagogical implementations mentioned above as well as on students’
reflections. The authors follow the activity format used by Frazier, Lege and Bonner [31]
(Fig. 5).

Activity: Maximising Content Learning

• Target level: B2
• Time: 90 min
• Aims: Students immerse themselves in Dreams of Dali to experience situated repre-

sentations of course content and different parallel modes of meaning representation,
and to practise their English language skills (writing a descriptive and argumentative
text about their experience in the multimodal simulated environment using linguistic
elements such as spatial adverbs, adjectives, words/phrases for expressing opinion,
active and passive verbs, past tenses, comparisons, etc.)

• Resources/materials: VR headset, Dreams of Dali app, list of spatial adverbs
and adjectives/ regular & irregular verbs, guidelines for writing a descriptive, and
argumentative text, list of active andpassive verbs, comparative/superlative guidelines

https://store.steampowered.com/app/591360/Dreams_of_Dali/
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• Possible problems: Dreams of Dali offers an individual experience, but a limited
number of VR headsets (either tethered or standalone) may slow down the process

• Procedure: This activity helps students explore parallel modes of meaning represen-
tation in Salvador Dali’s surrealistic painting. Subsequently, it provides students with
the opportunity to demonstrate their perception of the painting through written and
oral activities.

• Stages:

1. The students are given lists of spatial adverbs and adjectives/ regular & irregular
verbs, active and passive verbs, comparative/superlative guidelines

2. The instructor demonstrates students how to become familiar with the VR hardware
and software.

3. Students are immersed inDreams of Dali individually for approximately 10min each.
4. Once the simulated experience in the surrealistic environment is over, students orally

compare the variousmodes ofmeaningmaking they had been exposed to (see Table 1)
5. The instructor gives the students the guidelines for writing a descriptive and

argumentative text, followed by a discussion with the students in class.
6. The students design (Kress, 2000) their texts and justify their linguistic choices. The

instructor may interfere in the writing stage if errors are detected.
7. Based on the instructor’s comments, the students write the final version of their text.
8. The students reflect on their whole experience (stages 1–7) in their diaries. The

reflections may pose as a new source for language learning.
9. The students orally present their VR experience and knowledge gained in Dreams of

Dali to the first-year students of the following academic semester.

6 Conclusions

Through the present intervening program, university Fine Arts students studying ESP
were taught the surrealistic techniques of Salvador Dali through their immersive expe-
rience in the VR application Dreams of Dali. The students’ reflections indicated that
the integration of Dreams of Dali in the ESP lesson offered a fruitful experience as
well as a positive environment in the understanding of the surrealistic properties of the
artist’s work. Moreover, the students’ written texts (e.g., description of their experience
in the VR environment) functioned as sources for language learning practice. Finally,
the authors support that more in-depth results can be obtained from future research.
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