
VIRTUAL REALITY JOURNALISM  

Fall 2016  

Course Description  

How does immersive media challenge the boundaries of objectivity and empathy in reporting? In 
this class, we will evaluate and test different ways in which Virtual Reality might be used in 
journalistic contexts. We will critique exemplars of the form from the user/viewer perspective, as 
well as begin to develop a set of ethical guidelines for the creation and evaluation of VR 
Journalism. VR Journalism is a collaborative studio between BFADT and J+D. 

VR, in practice, is in its infancy. We will interrogate this new medium by doing and making. We 
will prod these squishy questions about this new storytelling form by studying what has been 
made and daring ourselves to do better. Stick with this course if uncertainty appeals to you, if 
you’re eager to take on challenges that are both technical and theoretical, and if you want to 
make a piece of your own VR journalism to share with the world. 

 

Learning Outcomes  

By the successful completion of this course, students will be able to: 1. Understand virtual reality 
and how the different types of VR are produced 2. Assess whether a subject or story is a good 
candidate for VR 3. Set standards for VR journalism experiences 4. Evaluate and integrate new 
technologies into the journalism and storytelling process 5. Shoot, edit and publish a 360o VR 
video story 

 

Course Requirements/Graded Activities  

In this course you will learn primarily by doing. Half of your grade will come from two 
assignments: a pitch for a VR story that you must defend in questioning and a small-group 360o 
video project. The remainder will come from class participation — which will be assessed 
through contributions to class discussion, in-class reflective writing, and the constructive critique 
of your classmates’ work — and from mini-assignments to be completed out of class. 

 

Final Grade Calculation  

Final 360o video project 30%  

Class participation in discussion, writing, and critique 30%  

360o story pitch and defense 20%  

Smaller assignments 20% 



 

 

Course Readings and Materials  

Ready Player One: A Novel by Ernest Cline  

Google Cardboard VR viewer 

 

Course Policies 

 

Responsibility 

Students are responsible for all assignments, even if they are absent. Late papers, failure to 
complete the readings assigned for class discussion, and lack of preparedness for in-class 
discussions and presentations will jeopardize your successful completion of this course. 

 

Participation 

Class participation is an essential part of class and includes: keeping up with reading, 
contributing meaningfully to class discussions, active participation in group work, and coming to 
class regularly and on time. 

 

 

 

 

 

 

 

 

 

 

 

 

 



Course Outline  

This syllabus is subject to change. VR storytelling and its tools will have evolved even over the 
span of our course, and the class should be nimble to follow its own interests and these changes. 
Major project dates are less likely to change, but expect reading assignments for the next week to 
be given in class and via email the same day. 

 

 

 



 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


