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[bookmark: _Toc166694363]Introduction
The topic that our group talked about was how to use Virtual Reality (VR) technology in higher education modules. The main goal of this project is to improve education by making learning spaces that are immersive and interactive, so that students can learn in a way that works for them, and by encouraging them to be involved. In the presentations, the goals were listed as researching the project to see how unique it is, making a Gantt chart to track progress, proposing a system design, and figuring out what tools are needed to put the plan into action.

People can use reflective journals to help them grow personally and professionally by letting them reflecting deeply about their experiences and what they have learned. The reflective journal is particularly valuable for documenting the experience of working together as a team to push our idea of using VR technology in higher education. This journal will document not only the actions done and the results obtained but also offer an opportunity to reflect on the team dynamics, difficulties encountered, and collaboration procedures.

This reflective journal is meant to help me learn more about my role on the team and how the project has affected my personal and professional growth. It will help me figure out my strengths and weaknesses, both as a person and as a team. The journal is meant to improve communication, problem-solving, and flexibility by having people think about how they work together. These are all important skills for any group project. 
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The project's goal was to look into how Virtual Reality (VR) technology could be added to university modules to make them more interesting. The team including me were Benjamin Gaylard, Ashleigh Simons, Daniels Zelinskis, and Alexander Tzafos. Each brought their own skills and duties to the project. My team and I were responsible for doing in-depth study and making contributions to the project's development and presentation. Each member took time to learn more about different parts of VR in education, which showed in our presentation as a full understanding. We worked together to make slides that clearly showed our findings and suggestions. Each member was in charge of presenting a part of the project, showing how hard we all worked and how dedicated we were to its success. 

The project presentation was systematic. It started with a list of problems with our original idea, such as technology needs, cost, learning curve, content creation, and health and safety issues. Then we talked about our ultimate goal and objectives, which were to make a university course using VR technology to teach students about modern technology, its uses, and possible risks. The project plan included a six-month development timeline with steps for starting the project and planning it out, getting technology, making the curriculum, training staff, putting the modules into action, evaluating the project, and reporting on it. We also came up with a system plan that used Oculus Quest 2 and listed the resources that would be needed to make the project a success. The presentations ended with examples of how VR is currently being used in education and a full Gantt chart showing the schedule for the project. We used this structured method to show that adding VR technology to university courses could be done and have an effect, from the beginning to the end.
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As part of the project, I mostly contributed by providing detailed examples of how VR can be used in universities. I looked into and talked about how campuses like Arizona State University and San Diego's National University are using virtual reality (VR) to improve learning, showing how VR can be used to make learning environments that are immersive and engaging. This study showed how useful virtual reality can be in education, which gave us a strong basis for proving that our project is both possible and important. 

In my role, I had to turn complicated information into content that was easy for people to understand, which required a deep understanding of both the technology and its educational implications. This process helped me get better at analyzing things and explaining scientific information in a way that people will find interesting. This made the project much more in-depth and convincing.

But I had to deal with a big personal problem when I got a concussion while playing basketball a few days before our first presentation. Because of this unexpected event, I couldn't give the first talk, so my teammates had to fill in for me. Even though this setback happened, I focused on getting better and kept in close contact with my team to make sure that my work was correctly represented. This experience taught me how important it is to be strong and flexible in group projects, especially when things go wrong.


Team Rating:

Each team member should get a 5 for how well they worked together and helped each other, especially while I was out with a concussion. They presented my slides without any problems and were very understanding, which made sure the project would go on and be successful. Their willingness to change and fill in for me shows how committed and well-coordinated they are, which was very important for the project's successful completion and overall good result. 
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Skills and Knowledge Gained:

Through the project, I learned a lot of new things and improved my skills, especially when it comes to using virtual reality in schools. Looking into how colleges and universities like Arizona State and National University use VR helped me understand how this technology can be used in real life. I also got better at analyzing data and giving presentations because I had to figure out how well VR worked in these schools and show what I learned in our presentations.

How this project influenced my understanding of group work and personal Capabilities:

This project helped me learn a lot about how groups work and about my own skills. I learned how important clear communication is and how strong it is to work together to get through tough situations, like missing the first talk because I got a concussion while working closely with my team. This experience showed me how important it is to be reliable and flexible when working with others. Personally, I learned how to make a useful contribution while under a lot of stress and how important it is to help each other reach a common goal.

Areas for Personal Development:

The project helped me improve myself in a number of ways. First, it's important for me to become more resilient and plan for what might go wrong, especially when things like health problems come up out of the blue. Second, I want to get better at presentations and working with people , since these were very useful when I presented poorly in my opinion. 
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Conclusion and Future applications
Key Personal Insights:

Through the project, I learned a lot about how VR technology can be used in real-life teaching settings. My study into how VR is already being used in universities like Arizona State and National University showed me how it has the potential to completely change how students learn and be engaged. This project helped me get better at doing research, especially when it comes to putting together different pieces of information and learning how technology can be used in the classroom. It also made it easier for me to work with others on a team, which was helpful when things went wrong, like when I got a concussion.

Impact on future academic and professional endeavors:

This experience has profoundly influenced my perspective on the role of emerging technologies in education. It has prepared me to embrace and leverage technology effectively in my future academic projects and professional career in educational technology. The abilities and information gained via this project will be very helpful in negotiating and adding to the always changing field of educational approaches and technology. My acquired resilience and flexibility will also help me to overcome obstacles in the future in both academic and professional contexts.


Final thoughts: 
When I think back on the project, I respect how much I learned from it, from coming up with ideas to presenting them. The project wasn't just an opportunity to learn about VR technology; it was also a chance to see how teamwork and project management work in real life. Writing about my reflections on the project has helped me organize my thoughts and lessons learned from it. It gave me a chance to think about what I did and how the team worked together, which made me value the skills and information I gained even more. This habit of reflecting has helped me think more critically and will be an important part of my ongoing learning and professional growth.




