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· Project Narrative
Describe the course of your revision or ancillary creation project, including
· A summary of your project’s purpose, plan, and timeline.
· The original works which were revised or added to, with links. For example, if you revised an open textbook, give the title, author, and link. 
· A narrative description of how the project’s plan was carried out.
· Lessons learned, including anything you would do differently next time.
This project, World Lit Live, provides an ancillary resource to the Compact Anthology of World Literature Parts 1, 2, and 3, edited by Laura Getty and Kyoungkye Kwon. World Lit Live provides a digital, interactive, and immersive experience that engages students and deepens their learning through the use of 3D technology, virtual reality, gaming, and assessment of reading comprehension and cultural competence. World Lit Live also integrates readings not included in Getty and Kwon’s anthology, including selections from The Egyptian Book of the Dead, Geoffrey of Monmouth’s History of the Kings of Britain, the original Middle English text of Geoffrey Chaucer’s Canterbury Tales, poems of Rumi, and The Epic of Sundiata as well as West African folktales about Anansi the Spider. By integrating 360 immersive virtual tours of historic sites throughout the world, such as the Confucius temple and cemetery in Qufu, the Dome of the Rock and the Western Wall of Herod’s Temple in Jerusalem, Canterbury Cathedral in the United Kingdom, and the Osun-Osogbo Sacred Grove in Nigeria, World Lit Live helps students understand literature as living story, told and re-told by real people dwelling within a vibrant, ever-changing world. 
Students who beta tested World Lit Live in Spring 2023 and Fall 2023 fulfilled the following student learning outcomes. Students were able to  
· Interpret pre-modern global literatures by using World Lit Live, which integrates primary texts with immersive virtual reality scenarios, mini-games, and activities. By participating in these activities, students applied their knowledge in real time, reviewed their readings, assessed their own reading comprehension, and developed their cultural competence. 
· Recognize the significance of world literature as living story—that is, as narrative that pervades the real world, gives meaning to human life, and helps to structure reality.
· Use reading comprehension and critical skills to learn from the peoples of the past by engaging with ancient texts, places, symbols, and ideas. 
Through surveys administered in May 2023 and December 2023, students collaborated in assessing the effectiveness of World Lit Live by providing feedback on how effectively the resource supports the fulfillment of the above outcomes. Through this assessment, students were integrated into the learning process and the development of course materials. In the final user survey administered in December 2023 (14 respondents as of 12 December 2023), students responded as follows:
	
Survey Question
	Strongly disagree
	Disagree
	Neither agree nor disagree
	Agree
	Strongly agree

	I really enjoyed playing the games on Genesis and Exodus in the Ancient Near East unit.
	
	
	14%
	64%
	21%

	The games on Genesis and Exodus helped me to understand the course content better.
	
	14%
	
	57%
	29%

	The storyline made the games on Genesis and Exodus more interesting and engaging.
	
	
	21%
	57%
	21%

	The games on Genesis and Exodus helped make the course readings memorable.
	
	
	
	79%
	21%

	Overall the games on Genesis and Exodus were a worthwhile learning experience.
	
	
	29%
	57%
	14%

	Gamification can make content more engaging to learn.
	
	
	
	71%
	29%

	Gamification can improve the course experience.
	
	
	
	79%
	21%

	I would recommend using gamification in other courses.
	
	7%
	7%
	57%
	29%

	I would recommend this course with its use of gamification to my peers.
	
	
	7%
	79%
	14%

	I enjoyed being able to see and virtually experience places related to the readings I completed for the course.
	
	
	7%
	57%
	36%

	The interactive virtual tours and activity modules improved my understanding of the readings I completed for the course.
	
	
	7%
	71%
	21%

	The interactive virtual tours and activity modules helped to make the course readings more memorable.
	
	
	
	77%
	23%

	The quizzes integrated into the virtual tours and activity modules helped me to assess my understanding of the readings I completed for the course.
	
	
	
	57%
	43%

	The interactive virtual tours and activity modules helped to expand my awareness of the global contexts of world literature.
	
	
	
	57%
	43%

	I would recommend integrating interactive virtual tours and activity modules into other courses.
	
	
	14%
	71%
	14%



Preliminary survey data therefore demonstrates that students have responded positively to the use of both gamification and interactive modules and virtual tours in World Lit Live. Students perceived an improvement in engagement with the material, reading comprehension, memory and retention of material, self-assessment and self-efficacy, and expansion of global awareness due to their use of World Lit Live. The developers will continue to evaluate the student feedback survey data as remaining surveys are submitted during December 2023. 

· Materials Description
Describe all the materials you have created or revised as part of this project. These descriptions may be used in the OpenALG repository description field. Include the open license your materials will be shared under—for most materials, this will be an Attribution 4.0 License (CC BY) as required in the Grants Request for Proposals.

World Lit Live provides a toolbox for instructors who want to integrate virtual reality, virtual tours, gamification, and interactive multimedia learning into their courses. A multi-level game in the Ancient Near East allows students to engage with and test their reading comprehension of texts from the books of Genesis and Exodus in the Hebrew Bible. Interactive modules in all units (see Table of Contents below) integrate virtual reality tours of places related to the literature, videos, and quizzes to engage students deeply in the study of literary texts. The game and interactive modules are designed as supplements to other course activities such as assigned readings, writing assignments, quizzes, exams, etc. 
World Lit Live was developed using GameSalad (https://gamesalad.com/) and Adobe Captivate (2023 update). All Captivate virtual tours are responsive and can be accessed on desktop, tablet, or mobile phone. The Credits slide at the end of each Captivate project provides complete information, including links, for instructors who wish to develop their own resources or integrate materials from World Lit Live into Power Points, online courses, handouts, or other materials. A thorough but not exhaustive list of links to online virtual tours, both video and photo, is also included. Many of these virtual tours can be accessed with VR goggles if students have access to them. Goggles can be linked to laptops or phones through the manufacturer’s app (Oculus, etc.). Links to digital tools for students will disabilities are included in the Help for Instructors section to make World Lit Live accessible to all users. 

Per the stipulation in Getty and Kwon’s anthology, World Lit Live is licensed under a Creative Commons Attribution-ShareAlike 4.0 International License (https://creativecommons.org/licenses/by-sa/4.0/).  This license allows users to remix, tweak, and build upon this work, even commercially, as long as they credit this original source for the creation and license the new creation under identical terms.

World Lit Live incorporates the following units and materials: 
Unit: Ancient Near East 
Game: Genesis and Exodus (includes integrated quizzes and readings) – a game with several levels, including reading passages from the text, discussion of Jewish religious practice and sacred places, and embedded quiz questions.
Ancient Uruk (with integrated quiz) – a virtual tour of Uruk, including historical simulations, with embedded quiz questions on The Epic of Gilgamesh. 
Jerusalem Old City (interactive virtual tour) - a simple virtual tour, with map and 360 VR photo/video of sites. 

Unit: South Asia 
Bhagavad-Gita: Cultivate Spiritual Knowledge with Krishna (with integrated quiz) – a virtual tour of Kurukshetra and other sites associated with Krishna, including embedded quiz questions on Bhagavad-Gita. 
Rama’s World (with integrated quiz) – a virtual tour of sites associated with Rama and Sita, Hanuman, and Ravana, including embedded quiz questions on Ramayana. 
Sites Sacred to Shiva (interactive virtual tour) – a simple virtual tour, with map and 360 VR photo/video of sites. 

Unit: East Asia 
Confucianism, Taoism, and Buddhism in China (with integrated quiz) – a virtual tour of Confucian, Taoist, and Buddhist sites in China, including embedded quiz questions on Confucius’s Analects, Lao Tzu’s Tao Te Ching, and the teachings of Shakyamuni Buddha. 
Wonders of Ancient China (with integrated quiz) – a virtual tour of ancient sites in China, including the Great Wall, the mausoleum of the Emperor Qin, the Huangshan and Guilin Mountains, and the Yuanyang Hani rice terraces. 
Ancient Monuments of Beijing (interactive virtual tour) - a simple virtual tour, with map and 360 VR photo/video of sites. 
Buddhism in the Himalayas (with integrated quiz) – a virtual tour of Bodh Gaya and Buddhist sites in Tibet, India, and Bhutan; includes embedded reading on fundamentals of Buddhism such as the Eightfold Path and the Four Noble Truths. 
Ancient Kyoto and The Tale of Genji (with integrated quiz) – a virtual tour of traditional Kyoto, including the imperial palace, temples, and gardens; includes embedded quiz questions on The Tale of Genji and discussion of the poetry in the Shinkokinshū. 

Unit: Ancient Greece and Rome 
At Sea with Odysseus (with integrated quiz) – a virtual tour of Ithaca, Mycenae, and Troy, with embedded quiz questions on the Iliad and the Odyssey. 
Experience Classical Athens (with integrated quiz) – a virtual tour of the Panathenaic Way, the Athenian agora, the Acropolis, and the theatre of Dionysus; includes embedded quiz questions on classical Greek culture, drama, and Sophocles’s Oedipus the King. 
The Travels of Aeneas (with integrated quiz) – a virtual tour from ancient Troy to Carthage and Italy with embedded quiz questions on Virgil’s Aeneid; also links to virtual tours of sites in imperial Rome, including the Colosseum, Pantheon, Capitoline Hill, Circus Maximus, and Arch of Constantine. 

Unit: Africa and the Islamic Empire 
Ancient Egypt and Kush (interactive virtual tour) - a simple virtual tour, with map and 360 VR photo/video of sites. 
The Five Pillars of Islam (with integrated quiz) – virtual tour of mosques and other key sites throughout the Islamic world (Arabia, India, Persia, Turkey, Jerusalem, Spain, Morocco, Mali); includes embedded quiz questions on the Five Pillars. 
Storytelling, Architecture, and Art of West Africa (with integrated quiz) – a virtual tour of west Africa from Senegal to Lake Chad; includes reading passages, performances, and embedded quiz questions from The Epic of Sundiata and Anansi tales.
The Poetry of Rumi – an interactive collection of poems by the 13th-century Sufi poet. 

Unit: Medieval and Renaissance Europe 
The Legend of Arthur and Marie de France (with integrated quiz) – a virtual tour of sites associated with Arthur, King of the Britons, including Tintagel, Caerleon, Mont St-Michel, and other sites in Wales and Cornwall; includes reading passages from Geoffrey of Monmouth’s The History of the Kings of Britain and embedded quiz questions on Marie de France’s The Lay of Sir Launfal. 
A Pilgrimage to Canterbury (with integrated quiz) – a virtual tour of Christian pilgrimage sites, starting with the Church of the Holy Sepulchre in Jerusalem and moving to sites in western Europe, including St. Peter’s Basilica, Santiago de Compostela, St-Foy, Chartres Cathedral, and Canterbury Cathedral; includes a reading of the General Prologue of the Canterbury Tales in Middle English, information on the martyrdom of St. Thomas à Becket, and embedded quiz questions on The Canterbury Tales. 
In Hell with Dante (with integrated quiz) – a virtual tour of Dante’s Hell, with discussion of terza rima, an audio reading of The Inferno in Italian, and embedded quiz questions on The Inferno. 
The World of Shakespeare’s Hamlet (with integrated quiz) – a virtual tour of Danish sites associated with Elsinore, Stratford-on-Avon, Renaissance London, Shakespeare’s Globe, the Rose, and Blackfriar’s; includes background on the performance context of Shakespeare’s plays and embedded quiz questions on Hamlet.
· Materials Links
If you are hosting your materials in places other than OpenALG, please provide these links in this section. Otherwise, leave blank. Note: we cannot access D2L or Canvas links.
Per the stipulation in the original grant proposal, World Lit Live is open-access and is hosted by Augusta University at https://spots.augusta.edu/cii/WorldLiteratureLive/. The developers will test all links and modules and update the resource biannually. 
· Future Plans
· Describe any planned or actual papers, presentations, publications, or other professional activities that you expect to produce that reflect your work on this project.
· Describe any plans to revise or add to these materials in the future. 
As noted above, the developers will make biannual updates to World Lit Live to keep it current for users. Time permitting, virtual tours on Wonders of Africa (Victoria Falls, Mount Kilimanjaro, the Blombos Cave, and others), medieval Paris (Notre Dame, Sainte-Chapelle, other sites, and selections from the letters of Heloise and Abelard), Florence in the Renaissance, and Rome in the Renaissance will eventually be added. Units on indigenous literatures of North America, South America, the Pacific Rim, and Australia would also be valuable additions to World Lit Live. It is hoped that a developer with appropriate expertise might wish to expand the resource to include these units in the future. Any submissions from other developers could be uploaded into the resource and stored on AU’s server along with the rest of World Lit Live. The game in the Ancient Near East unit has already been submitted for a game competition, and the developers plan to propose conference presentations and possibly a SoTL (scholarship of teaching and learning) article on World Lit Live in the future. 
