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Abstract : Faculty members from The Pennsylvania State University, Zena Tredinnick-Kirby, Ph.D., and Anna Divinsky are at
the forefront of an innovative educational approach to improve access in asynchronous online art courses. Their pioneering
work weaves virtual reality (VR) technologies to construct a more equitable educational experience for students by
transforming their learning and engagement. The significance of their study lies in the need to bridge the digital divide in
online art courses, making them more inclusive and interactive for all distance learners. In an era where conventional
classroom settings are no longer the sole means of instruction, Tredinnick-Kirby and Divinsky harness the power of
instructional technologies to break down geographical barriers by incorporating an interactive VR experience that facilitates
community building within an online environment transcending physical constraints. The methodology adopted by Tredinnick-
Kirby, and Divinsky is centered around integrating 3D virtual spaces into their art courses. Spatial.io, a virtual world platform,
enables students to develop digital avatars and engage in virtual art museums through a free browser-based program or an
Oculus headset, where they can interact with other visitors and critique each other’s artwork. The goal is not only to provide
students with an engaging and immersive learning experience but also to nourish them with a more profound understanding of
the language of art criticism and technology. Furthermore, the study aims to cultivate critical thinking skills among students
and foster a collaborative spirit. By leveraging cutting-edge VR technology, students are encouraged to explore the possibilities
of their field, experimenting with innovative tools and techniques. This approach not only enriches their learning experience
but also prepares them for a dynamic and ever-evolving art landscape in technology and education. One of the fundamental
objectives of Tredinnick-Kirby and Divinsky is to remodel how feedback is derived through peer-to-peer art critique. Through
the inclusion of 3D virtual spaces into the curriculum, students now have the opportunity to install their final artwork in a
virtual gallery space and incorporate peer feedback, enabling students to exhibit their work opening the doors to a
collaborative and interactive process. Students can provide constructive suggestions, engage in discussions, and integrate peer
commentary into developing their ideas and praxis. This approach not only accelerates the learning process but also promotes
a sense of community and growth. In summary, the study conducted by the Penn State faculty members Zena Tredinnick-Kirby,
and Anna Divinsky represents innovative use of technology in their courses. By incorporating 3D virtual spaces, they are
enriching the learners' experience. Through this inventive pedagogical technique, they nurture critical thinking, collaboration,
and the practical application of cutting-edge technology in art. This research holds great promise for the future of online art
education, transforming it into a dynamic, inclusive, and interactive experience that transcends the confines of distance
learning.
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