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Objectives

• What is AR/VR?

• How can AR/VR be used 

effectively?

• Implications and Issues of 

AR/VR use in the classroom. 
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What is 

AR/VR?
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What is the 

Metaverse?



What is your 

experience 

with AR/VR?
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https://www.menti.com/al3578gzbydv



Augmented 

Reality
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Technology that 

superimposes a computer-

generated image on a user's 

view of the real world, 

providing a composite view.



Augmented Reality
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Augmented 

Reality
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IKEA Place



Augmented 

Reality
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SketchAR



Augmented 

Reality
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Human Anatomy Atlas



Virtual 

Reality
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A computer simulated 3D 

environment that enables 

users to explore and interact 

with their environment. 



Virtual 

Reality
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Two Types of VR Experiences:

• Passive

• Active



Virtual 

Reality 

(Passive)
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YouTube VR



Virtual 

Reality 

(Passive)
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Quill



Virtual 

Reality 

(Active)
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Ann Frank House



Virtual 

Reality 

(Active)
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VirtualSpeech



Virtual 

Reality 

(Active)
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Google Earth VR



The 

Metaverse
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A virtual-reality space in which 
users can interact with a 

computer-generated 
environment and other users.



The 

Metaverse

https://www.youtube.com/watch?v=02kCEurWkqU 19

Meta Horizon Worlds
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How can VR feel so real?
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IMMERSION!(1)

Vision 

View moves with head!

Auditory

Spatial Audio – mimicking 
sounds in the real world. 

Touch

Hepatics (Hands)

Embodiment 
Research

Research tells us the
more you feel as if the

virtual body is yours, the
more you believe the
experience is really

happening! (2)

https://reader.elsevier.com/reader/sd/pii/S0360131519303276?token=FE7064770DCEFA58248B98DBBC9A002CA897493E18969B646D2BDB9ED7D25B20E48835316B3754A8E5417BFC9EF7D892&originRegion=us-east-1&originCreation=20220908204134
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC8450414/
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How VR Can 

Be Used 

Effectively



VR In Higher Education Systematic 

Review (2020)
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Assessed 
38 Articles

2016-2018

https://www.sciencedirect.com/science/article/pii/S0360131519303276


VR In Higher Education Systematic 

Review (2020)
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Outcomes Need more research related to VR and learning theories. Only 32% mention 
theories in paper. 

Need more research on implementing into real courses, not pilots outside 
of courses. 

Little to no research on the impact of VR on learning outcomes. 

Need more training for best practices between disciplines. 

https://www.sciencedirect.com/science/article/pii/S0360131519303276


VR In Higher Education Systematic 

Review (2020)
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Recommendations
Soft start…start small with programs that do basic 
interaction for learning new material. 

Move to advanced applications to have students learn 
by doing, practice-oriented content. 

Use VR to work on soft skills: communication, 
collaboration and behavior. 

https://www.sciencedirect.com/science/article/pii/S0360131519303276


Review of VRs Impact on 

Engagement and Performance (2021)
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file:///C:/Users/jwallace/Downloads/education-11-00008.pdf


Review of VRs Impact on 

Engagement and Performance (2021)
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Engagement

• 6 
Interventions

• 6 +

Performance

• 24 
Interventions

• 11 +

• 7 -

• 6 No 
change

• Cannot replace in person/on site 
experiences. 

• Virtual Lab Experiences +
• Improved Social Contact in Remote

Settings/Classrooms
• Novelty increases interest…
• …BUT if students/teacher not prepared it 

can hinder learning. 

file:///C:/Users/jwallace/Downloads/education-11-00008.pdf
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VR In the Classroom Review (2021)
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https://www.mdpi.com/2076-3417/11/5/2412/htm
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VR In the Classroom Review (2021)
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Review of 33 
Articles

2005-2018

Topic Fields 
• Language

• Computer Science

• Business

• Education

• Science

• Engineering

Assessed 
Design Methods

28/33 Positive 
Results for VR

https://www.mdpi.com/2076-3417/11/5/2412/htm
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VR In the Classroom Review (2021)
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https://www.mdpi.com/2076-3417/11/5/2412/htm
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(3)Article Link

VR Best Practices 2022

https://www.researchgate.net/publication/355203040_Towards_Routinely_Using_Virtual_Reality_in_Higher_Education
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(3)Article Link

Preparation

Reflect 
Course 
Content

Accessibility 

Pre-Use 
Testing

Plug and 
Play

https://www.researchgate.net/publication/355203040_Towards_Routinely_Using_Virtual_Reality_in_Higher_Education
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(3)Article Link

Implement

Physical 
Space

Give 
Tutorial

Augment 
with Fun

Follow-up 
Assessment

https://www.researchgate.net/publication/355203040_Towards_Routinely_Using_Virtual_Reality_in_Higher_Education


VR is a tool for collaboration! 
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VR can be used across disciplines!
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Implications and Issues of AR/VR use in the 

classroom (3). 
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Equipment 
Considerations

•Types of 
headsets/equipment

•# of headsets

•Cost of Apps

Time Considerations

•Set-up

•Familiarize

•Learning Objective

•Follow-up

Resource 
Considerations

•Faculty Training

•Continuing Ed

•Staffing for VR 
Expertise in CTL

•Developers or 
Designers  

https://drive.google.com/file/d/1D6LqC2cK-3RBPtZKG5d8fFX7Yk-805-S/view


Implications and Issues of AR/VR use in the 

classroom 
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Motion 
Sickness

Sensory 
Processing 

Trigger 
Warnings

Mobility 
Considerations

Secure 
Environment 

Accessibility 



How Can 

You Use VR 

In Your

Classroom?
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Link

https://jamboard.google.com/d/1ekVUeczfCbcY6QLmBNlxBrHTk8iivYNmW_OixTHNbHc/edit?usp=sharing


VR Workshop Webpage
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THANK YOU, QUESTIONS?
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