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Abstract: 

Immersive design refers to the use of technologies such as augmented reality (AR) and virtual 
reality (VR) for design. As technology advances, immersive design is increasingly being 
considered in the production of everyday applications such as social media, gaming and retail. 
This dissertation aims to evaluate the effectiveness of using immersive design for education. 
Reviewing literature helped to identify how immersive design has already been integrated into 
educational settings, providing a basis for primary research to build upon. A significant benefit of 
immersive design which was highlighted in the research was that the interactivity facilitated by 
these technologies contributed to higher engagement levels. Two online questionnaires were 
distributed, with the purpose of investigating how individuals view immersive design, including 
those who may use the technology for learning and educators who will use it for teaching. The 
results reflected a fairly positive response to the integration of immersive design in education, 
where respondents were generally open to the idea of using AR and VR. The consensus amongst 
teachers was that pupils engage more when technology is involved and therefore found that the 
increased use of immersive design would be beneficial. The preferred learning style of the 
respondents appeared to be a significant factor in determining their attitude towards immersive 
design, whilst other variables such as age and education status showed no direct link. On the 
basis of the results, it was concluded that immersive design is beneficial in educational settings to 
a great extent, however should be used alongside traditional teaching methods, rather than 
completely replacing them. Once further research has been conducted on the long term effects of 
frequent exposure to immersive technology, this should be reconsidered. 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Introduction: 
This dissertation investigates immersive design and how it is implemented into the education 
sector. Immersive design can be described as the process of designing things using immersive 
technology (Spacey, 2017). Immersive technology refers to any technology which serves to 
extend or replace versions of reality. This includes developments such as Virtual Reality (VR) and 
Augmented Reality (AR). Immersive design has been chosen as the topic of interest for this essay 
due to its rapid growth in recent years. By 2027, the global VR and AR market is predicted to 
generate $165.3billion USD in revenue (Market Research Company Focuses On Providing 
Valuable Insights On Various Industries, 2021). This highlights the relevance of immersive design 
in today's global economy, therefore it will be interesting to investigate how this may benefit 
education and training in particular. Furthermore, as part of their sustainability goals, the United 
Nations emphasises the need for quality education to stimulate socioeconomic mobility and 
provide a more sustainable future for all (Education - United Nations Sustainable Development, 
2021). Immersive design could therefore provide a solution to this, however the impacts of this 
technology need to be researched further.


Aims:

The aim of this dissertation is to evaluate the effectiveness of immersive design in educational 
settings. This includes applications of AR and VR technology in schools and workplace training. 

In order to achieve this, objectives have been set.


Objectives:

• To identify the different applications of immersive design in education. 

• To identify the benefits and limitations of using immersive design as an educational 
resource. 

• To understand whether traditional learning theories can be applied to immersive design. 

• To identify how immersive design will evolve in the future. 

Thesis Statement:

Immersive design is increasingly being incorporated into everyday applications including 
education. The high levels of interactivity that these technologies facilitate are beneficial for 
capturing the interests of individuals, which will enhance learning experiences.
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Dissertation Structure:


Literature Review: 
The literature review chapter explores how immersive design can be integrated into educational 
settings including schools, medical training and astronaut training. Learning theory is also 
introduced and applied to the context of immersive design.


Methodology: 
The methodology chapter outlines the primary data collection process, including the chosen 
methods and a breakdown of how time will be managed throughout the investigation.


Results and Analysis: 
The results and analysis chapter will discuss the findings from the primary data and identify any 
links between relevant variables.


Discussion: 
The discussion chapter will summarise any key findings from the primary data and compare them 
with the secondary sources discussed in the literature review. The relevance of these findings will 
be outlined, including any limitations in the study and recommendations will be made for future 
research.


Conclusion: 
The conclusion chapter will summarise the research outcomes in relation to the thesis statement, 
aim and objectives.
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Literature Review: 
Introduction:

Immersive technology began emerging in the 19th century, when Wheatstone (1838) invented the 
Stereoscope, a device which allowed users to view an image from two slightly different 
perspectives in each eye, creating the illusion of a three-dimensional (3D) projection (Thompson, 
2017). Since then, immersive design has evolved drastically and is increasingly being 
incorporated into everyday applications including educational resources. In a survey of 8,288 
teachers (NewSchools, Gallup, Inc., 2019), 65% claimed to use digital learning tools on a daily 
basis. The trend towards integrating technology into education has been escalated due to the 
COVID-19 pandemic, which contributed to over 1.2 billion children being out of the classroom 
following school closures (Li, Lalani, 2019). Immersive design is also growing in popularity for 
conducting workplace training, with 26% of businesses using VR or AR to train its employees 
(Gilbert, 2021). Studies have shown that 87% of the global workforce are disengaged with their 
organisation (O'Boyle, 2016). The trend towards immersive training applications could therefore 
be an attempt to engage the workforce more, to increase productivity. The shift to a more virtual 
approach to learning has impacted individuals differently.


Application of immersive design in schools:

Studies have found that using immersive technology is an effective learning method. For example, 
Lieu et al (2020) noted how VR encourages students to actively participate with the virtual 
simulations, resulting in higher levels of academic achievement than pupils who were taught using 
more traditional teaching methods. This trend could also be a consequence of reduced 
distractions from a classroom setting, by being fully immersed in the learning experience. 
Furthermore, researchers at the University of Maryland (UMD) (Are virtual reality and augmented 
reality the future of education?, 2018) supported the idea that pupils learn better with immersive 
technology, in an experiment using the ‘memory palace’ method. This is a method which has 
been used since ancient times, involving individuals storing images in an imaginary physical 
location, which is suggested to make them easier to recall (Remembering More of Everything: The 
Memory Palace, n.d.). The experiment by UMD consisted of participants being split into two 
groups and viewing images of celebrities, which had been placed in an imaginary location, 
following the memory palace format. Whilst one group did this using a desktop computer, the 
other group wore a VR headset. Participants were then asked to recall which celebrity had been 
located in the different areas of the scene. The results showed that those who wore the VR 
headsets had an 8.8% higher recall accuracy than those using the desktop computer. This could 
be because they were able to fully explore the scene as if they were actually there, making it more 
memorable and therefore highlighting the benefits of using immersive teaching resources for 
retaining information.


Barton (n.d) identified the exploration of physical locations as one of the core uses of immersive 
technology. Whilst she refers to this idea in regards to travel agents using VR to advertise holiday 
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destinations, it can also be applied to exploring historical locations, to make history lessons a 
more immersive experience, by making students feel like they are actually in particular historical 
locations. For example, Harvard University has made use of technological advancements and 
archeological records to develop the Giza Project (Digital Giza | About the Giza Project, n.d.), a 
collection of 3D models of the pyramids of Giza, which students are able to explore using VR, 
alongside digital reconstructions of historic artefacts. Through immersive applications such as the 
Giza Project, individuals are able to gain a more in-depth understanding of these historical sites, 
by gaining access to hard to reach areas and having the freedom to explore, in contrast to reading 
through a textbook (Guillette, 2019).


It has been suggested that using immersive technology in schools may have some legal and 
ethical issues (Hawkinson and Klaphake, 2020). In particular, the increasing use of these 
technologies can threaten privacy regulations, due to the large amounts of data they require. For 
example, VR headsets track the motion, head movements, eye movements and vocal commands 
of the user. Several policies aim to protect children, such as the children's online privacy 
protection act, however regulations may need to become stricter to accommodate the increasing 
use of technology by young people. Safety concerns have also been brought up (Dunleavy, Dede 
and Mitchell, 2008), where being too immersed in VR and AR simulations can cause students to 
not consider their real life surroundings, particularly when being used in outdoor spaces. For 
example, there have been incidents involving people jumping in front of traffic whilst using AR 
applications such as Pokemon Go (BBC News, 2016). There is however arguably a low risk of this 
occurring in educational settings, as they tend to take place in controlled environments, where the 
user is supervised. Furthermore, immersive technology has been found to pose risks to the 
wellbeing of children. In particular, a study by Kaimara, Oikonomou and Deliyannis (2021) 
identified cybersickness, obesity, radiation and sleep disorders as common concerns about 
children’s development. They refer to cybersickness as nausea, disorientation and oculomotor 
issues occurring as a result of experiencing virtual environments through mediums such as VR 
headsets, large screens and curved screens, and has been found to occur more during use of VR 
games than regular 2D or 3D games. Melatonin is a sleep hormone which has been found to be 
more sensitive to light in children than in adults. This means that exposure to bright screens at 
night can result in children experiencing sleep disorders, where the melatonin becomes less 
concentrated. Sleep disorders have been shown to negatively impact academic achievement. 
Gaultney (2010) found that those who reported having no sleep disorders had a higher GPA than 
those who reported having at least one sleep disorder. This suggests that despite immersive 
design benefiting students positively in regards to helping them retain information more easily, 
when consumed in large amounts or late at night, it can damage their academic performance. 


Application of immersive design in medical training:

Another way which immersive technology can be applied for educational purposes is for training 
medical professionals. Using VR, medical students can experience 360° CGI reconstructions of 
the human anatomy in detail and interact with realistic replications of common surgical 
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procedures (Virtual Reality in Healthcare, 2021). A benefit of this is that VR simulations provide a 
more realistic experience than animal modes, videos and e-learning due to the intricacies that can 
be projected using 3D graphics (Li et al, 2017). Furthermore, VR allows trainees to gain an 
understanding of handling instruments and body structures in a controlled, risk-free environment, 
resulting in increased surgery speed and lower levels of accidents. Despite this, the use of VR in 
medical training also poses some limitations. For example, the development and implementation 
of VR is expensive, due to the hardware and software required (Baniasadi, Ayyoubzadeh and 
Mohammadzadeh, 2020). Studies have found that the initial cost of implementing a VR training 
exercise is $327.78 per participant, in comparison to $229.79 for the live alternative (Farra et al., 
2019). Over time however, the cost per participant of VR training reduces, whilst remaining fixed 
for live training. This is because the high initial costs of implementing VR can be spread over a 
higher number of participants over time. This contrasts with the recurring costs of training through 
live exercises, such as using up hospital space and taking staff away from their duties to serve as 
trainers. As well as educating medical students, VR can also be an effective method for helping 
patients improve their understanding of medical treatments before undergoing them, which 
therefore improves their overall satisfaction (Virtual Reality in Healthcare, 2021). Some patients 
however may be reluctant to use VR (Baniasadi, Ayyoubzadeh and Mohammadzadeh, 2020), 
particularly older people, who are generally less familiar with the application of modern 
technology. 87% of people over the age of 75 have never been online (No isolation, 2021), 
therefore the idea of being fully immersed in VR may seem off putting. 


Application of immersive design in astronaut training:

Astronauts require extensive training to equip them with the technical knowledge and ability to 
perform complex tasks in space (Trukhanov, 2021). Due to the high costs and risks involved, it is 
impractical to train astronauts in space (McGowin, Fiore and Oden, 2021).Traditional astronaut 
training has therefore been located in classrooms and swimming pools (Baughman, 2019), 
however more recently, space agencies have made use of the opportunities which immersive 
design can offer to improve training practises. For example, VR simulations allow astronauts to 
experience realistic situations, through the way they can interact (Bosch Bruguera et al, 2019). 
Bosch Bruguera et al discussed how immersion has been improved through the use of features 
such as hand tracking, placement of joysticks and wide field of view; all of which enable a more 
realistic training simulation. Furthermore, the way VR simulates disorientation, motion and zero 
gravity (Logan, 1998) has shown to increase the sense of realism. Spatial disorientation tends to 
occur as a result of the lack of gravity in space has been suggested to impact the safety of 
astronauts (Liu et al., 2016). Studies have shown that training astronauts in these environments 
can therefore reduce the effects of motion sickness and spatial disorientation during spaceflight 
(Harm, Stroud and Klaus, 2005), by preparing them so that they are used to these conditions. In 
particular, this study highlights a 53% reduction in nausea symptoms. Furthermore, through 
immersive methods, astronauts from around the world are able to train in the same virtual 
environments, whilst geographically separated, allowing them to work together to prepare for 
upcoming missions (Trukhanov, 2021). This however depends on the facilities available at these 
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locations. Whilst immersive technology has been proven to increase the effectiveness of astronaut 
training, recommendations have been made on how it can be developed further. For example, 
Bosch Bruguera et al (2019) noted how training scenarios could be made more realistic by 
incorporating multi-user simulation, eye tracking, haptic feedback and system failure simulation. 
All of which they considered achievable as technology develops and more advanced hardware 
and software becomes available.


Applying learning theory to immersive design:

When evaluating the effects of immersive design on education, traditional learning theories need 
to be considered, to gain a better understanding of the way that individuals process information. 
Traditionally, learning strategies have been heavily text based and dialogic, however the 
introduction of more immersive virtual approaches allow for more complex learning experiences 
and empowerment through increased user interactivity (De Freitas et al., 2009). McGowin, Fiore 
and Oden (2021) discussed the theoretical considerations for implementing immersive design into 
education to identify whether VR and AR are viable learning methods. They use the term ‘learning 
affordances’ to describe uses of technology which stimulate sensory or cognitive experiences 
which help support learning. For example they outlined how abstract ideas need to be converted 
into experiences. VR achieves this by placing the user into a virtual space, where they are able to 
interact with concepts. This helps support the idea that individuals learn better by actively doing 
something, rather than just observing it. Furthermore, they mention the idea of how learning can 
be achieved by exploring manipulations of reality, where it is not physically possible to interact 
with something. They reference the example of the user exploring the human body on a micro-
level as a cell, using VR. In particular, this learning theory is evident in medical training scenarios, 
where students use VR to explore the human body in great detail (as stated previously). Dunleavy, 
Dede and Mitchell (2008) use a similar idea in their study, where they aimed to identify how AR 
interactions aid or hinder learning. They found that whilst students were highly engaged by the 
interactivity and collaborative nature of the simulations, hardware and software issues caused 
counter-productivity and demotivation. This is due to more time being spent trying to resolve 
technical issues, than actually learning.


Summary:

To summarise, immersive design provides a more engaging experience for users than traditional 
training methods, due to the more interactive nature of it. This is beneficial for education where 
Individuals tend to process information better by actively participating rather than just reading out 
of a textbook (McGowin, Fiore and Oden, 2021). Other benefits include lowering the risk of certain 
training activities, by completing them virtually. Whilst initial costs of implementation may be high, 
over time may save costs in other areas (Farra et al., 2019). For example,  hiring individuals to lead 
training activities, or the costs of fixing mistakes caused by inadequate training. As immersive 
technology continues to increase in popularity and becomes more accessible, the costs of 
hardware may also decline (Pettinger, 2019). The general consensus understood from secondary 
research suggests that immersive design can benefit educational practices, however there are 
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improvements that can be made as technology progresses. Despite this, there are also limitations 
which need to be considered such as the risk of cybersickness (Kaimara, Oikonomou and 
Deliyannis, 2021)  as well as the opportunity cost of technical issues wasting time (Dunleavy, Dede 
and Mitchell, 2008). When referring to the United Nations goal for quality education for all 
(Education - United Nations Sustainable Development, 2021), the findings in this report highlight 
the potential benefits of using immersive design for improving education. However, due to the 
costs of implementing the technologies and training those to use it, immersive educational 
resources may be harder to deliver in lower income countries.
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Methodology: 
This chapter will outline the methodology chosen to achieve the research aim of evaluating the 
effectiveness of immersive design in educational settings. 

Secondary research was conducted in order to write the literature review. The main purpose of 
this research was to gain an understanding of how immersive technologies such as augmented 
and virtual reality are currently being used in education and how this may impact individuals. The 
sources were identified using academic databases such as Google Scholar (n.d.) and OneSearch 
(n.d.). This helped provide reassurance that the information being referenced was well researched 
and credible, where it was written by industry professionals. Using academic databases also 
allowed for a more direct research method, where searches could be refined to find the more 
relevant sources. Where relevant scholarly sources couldn't be found, blogs and articles written 
by those in the industry were used. Since immersive design is a fairly recent development, 
particularly in the education sector, it meant that there weren't as many academic sources 
available, however online blogs provided more information on current trends. Whilst this meant 
that a wider range of information could be gathered, considerations had to be made as to how 
valid the sources were. This is because online content is often produced for a specific purpose, 
such as to sell a product or deliver an argument, which could therefore skew the information. 
Further research into the sources therefore had to be conducted to ensure that the intentions of 
the text were authentic.


The triangulation model (Triangulation, 2010) will be used, by comparing primary and secondary 
sources. By comparing the findings from academic studies with the opinions and experiences of 
individuals, it will help to achieve a deeper understanding of the research topic and therefore 
answer the thesis statement more accurately. The chosen primary research method for this study 
is a questionnaire. This method has been chosen as it allows for both qualitative and quantitative 
data to be collected. The quantitative data will mainly regard the demographics of the respondent, 
allowing the qualitative data to be categorised more easily, which could help to identify trends. For 
example, by analysing how the age of a respondent may correlate with their opinion on a topic. 
Furthermore, questionnaires can be distributed to high volumes of participants quickly and easily. 
Using interviews as a method was considered, however it would have been extremely time 
consuming in comparison, therefore would have been less suitable due to the limited time frame 
available for research. Furthermore, there was a risk of the data being skewed due to interviewer 
bias, where the researcher may influence a certain response to be given. 


As part of this study, two questionnaires will be distributed. Whilst one will target the general 
public  (particularly those in education) and be shared on social media (Questionnaire A), the other 
will be aimed specifically at school teachers (Questionnaire B). Teachers will be the ones 
integrating immersive technologies into their practices therefore it is essential to gather their 
feedback on the subject. A gatekeeper will be used to gain access to the teachers. In this 
instance, one primary school teacher and one secondary school teacher have already agreed to 
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fulfil this role. By gaining access to those involved at different levels of education, a greater insight 
can be achieved into how immersive design may be integrated into education as a whole. For 
example, there may be differences in how primary and secondary school teachers view immersive 
design, which will need to be considered when drawing conclusions from the data. The decision 
to produce two separate questionnaires will help to provide a deeper understanding of the 
subject, by gathering data from educators as well as those in education. This is because opinions 
may differ based on how the individual may use immersive technologies, such as whether they 
are using them to teach or learn. Questionnaire B will be distributed on social media platforms as 
it is an easy way to reach students and those who complete workplace education. Teachers and 
students typically live busy lifestyles and are therefore limited for time. A questionnaire therefore 
proves to be a suitable research method as it can be completed in the participants own time, 
increasing the convenience of it. This could result in a higher response rate and thus increase the 
representativeness of the study. Furthermore, by allowing the respondents more time to complete 
the questionnaire, they may feel less pressured and be able to give more thought out responses.


The questionnaires will be created using Google Forms. This platform has been chosen as it helps 
to simplify the entire data collection process, from the creation of the survey, until the data 
analysis stage. For example, data responses are automatically put into pie charts and bar graphs 
where relevant. Furthermore, Google Forms allows the researcher the option to view each 
response individually. From this, they may be able to identify trends by linking responses together. 
For example, whether someone's age or occupation may affect their opinion on immersive 
design. Google Forms also allows the creator of the questionnaire to toggle whether or not  the 
user should be required to input their email address upon completion. By switching this setting 
off, the responses can remain anonymous. This may motivate participants to give more honest 
and in depth responses. The online nature of Google Forms means that the participants do not 
physically interact with the researcher. This can be beneficial by reducing the potential for 
interviewer bias, where the researcher's presence may influence the responses given.


Despite questionnaires being an effective research method, considerations need to be made, 
particularly in regards to how practical and ethical the data collection will be. For example due to 
the online nature of the questionnaire, there is a risk of questions being misunderstood, which 
could result in them being answered incorrectly and therefore impacting the credibility of their 
responses. Furthermore, the population size will need to be considered to gain an understanding 
of how representative the findings may be. Due to time and budgeting constraints, the sample 
used is likely to only be a small proportion of the groups of interest (students, teachers and those 
who complete workplace education). Opportunity sampling will be used to collect the responses. 
This is where the researcher selects anyone who is willing and available to participate 
(Opportunity Sampling, n.d.).  In some instances this may not be an effective method, such as 
when targeting a niche group, however the target population for this study  is particularly 
mainstream, therefore identifying participants based on convenience is still likely to produce a 
fairly representative result. It does however need to be taken into account that some groups are 
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more likely to participate in the study than others. For example younger people who are more 
computer literate than older people. This may result in a skew in the responses. In order to 
prevent this, one of the questions will identify the age group of the participant, which will allow the 
responses to be grouped during the analysis stage. This will help to provide a clearer insight on 
the subject. Ethical issues which need to be considered include informed consent. Participants 
will need to agree to their responses being included in the study and have the right to refuse this. 
To ensure this happens, the questionnaires will start by asking participants for their consent. The 
questionnaire will also come with a description, providing transparency about the research and 
what the responses will be used for.  To further ensure that the study is conducted ethically, the 
identity and personal information of the respondents needs to remain anonymous and 
confidential, to prevent any potential negative implications. For example if they had a 
controversial opinion on the subject, which could result in backlash from others. As previously 
mentioned, Google Forms allows the researcher to toggle whether or not the respondents email 
should be required to complete the survey. By deselecting this setting, the identity of the 
respondents will be completely unknown to everyone except themselves.


The main aim of the data analysis stage is to gain an understanding of different opinions of  
immersive design applications in education and whether certain factors may affect this. The two 
questionnaires will be analysed separately, however will be compared later on in the study, in 
order to identify any differences between the views of students and teachers. The data analysis 
stage will begin by looking through all of the responses, one question at a time, to gather a 
general overview. Google Forms automatically groups data into charts, which will save time and 
therefore allow for longer to be spent analysing the responses. The data will then be reviewed per 
individual response. By analysing the data from each respondent separately, trends may be 
identified. For example, whether there is correlation between someone's occupation and 
resistance to immersive technologies. Since some of the questions will require an open answer, 
the responses may be more difficult to compare. When generating conclusions they will therefore 
need to be generalised based on how positive or negative the opinion is.


Hypotheses can be generated based on a general awareness of current trends as well as the 
secondary sources mentioned previously. The ‘Technology Acceptance Model’ (Figure 1) can also 
be useful in predicting attitudes towards immersive design. The concept behind this model is that 
someone's attitude towards a technology is influenced by the perceived usefulness and the 
perceived ease of use. When applying this theory to the subject matter, it can be suggested that 
those who view AR and VR as useful and easy to use are more likely to have a positive attitude 
towards it. It can therefore be predicted that age will be a key factor in determining an individual's 
perspective on immersive design. Older people are typically less confident using recent 
technologies, than younger people, who have grown up using them. It is therefore predicted that 
they will be more reluctant  to incorporate immersive design into education. Furthermore, the 
respondents occupation is also predicted to be an influential factor. Particular job roles may find 
more use in integrating immersive design into their training. For example, as mentioned in 
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previous chapters, AR and VR is increasingly finding more uses in medical training. Those who 
work in technology based roles may also be more willing to incorporate AR and VR, as they are 
likely to be more confident with these technologies than other professions. The preferred learning 
style of an individual is also predicted to influence how they respond. Since AR and VR provide a 
very visual and immersive experience, it can be assumed that using these technologies for 
education will appeal more to the visual or kinesthetic learner.





Figure 1: The Technology Acceptance Model (Chuttur, 2009). 

Time Management: 
To ensure that a sufficient amount of data is collected, participants will be given three weeks to 
respond to the questionnaire. The intention of this is to increase the response rate, by allowing 
individuals more time to complete the questions. A following week will then be dedicated to 
interpreting this data and presenting the research findings, in the form of tables and charts. Once 
the analysis has been completed, a written discussion can be produced in relation to the thesis 
statement. A Gantt chart has been used to visually organise time (Figure 2).

Figure 2: Gantt chart outlining how time is managed throughout the data collection process. 
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Results and Analysis: 
A combination of qualitative and quantitative data was collected using two questionnaires, which 
were distributed online using Google Forms. After the allocated time for completion had ended, 
the questionnaires were closed, and the analysis process was started. Questionnaire A, was 
distributed on social media, and targeted a more mainstream group. Questionnaire B targeted 
teachers in particular, who were accessed using individuals who work in schools, and therefore 
acted as gatekeepers. Questionnaire A received 46 responses, however on further inspection, one 
of these appeared to be a complete duplicate of another. It therefore was considered an outlier 
and removed from the data, due to it being invalid. Questionnaire B had a considerably lower 
response level, receiving only 5 sets of data. This could be due to teachers generally being limited 
for time. On initial discussion with the primary school gatekeeper, they warned that teachers tend 
to have an opposition to filling out forms, therefore the responses may be limited. In an attempt to 
encourage teachers to participate, the questionnaire was kept short, and most questions were 
multiple choice, however there were still very few responses. The number of responses gathered 
also relied on the success of the gatekeeper, rather than the researcher, due to the lack of first 
person access into schools. Despite this, the responses from questionnaire B are all valid and 
have helped to provide an insight into the views of this particular group.


Questionnaire A:

Questionnaire A was divided into three parts. The purpose of part 1 was to identify the 
demographic of the respondents, in order to help categorise responses and make comparisons. 
The most common age group for completing this survey was ages 20-29, making up 75.6% of the 
total responses (Figure 3). It has been found that people aged 16-29 spend the most time on 
social media (How Much Time Does The Average Person Spend On Social Media?, 2022). The 
questionnaire was distributed solely over social media, therefore it was highly likely that the age 
group who spend the most time using these sites would be more likely to participate. The other 
age groups showed significantly lower participation levels, receiving between 1 and 3 responses 
from each. AR and VR are emerging technologies which are likely to be implemented into 
everyday practices over time. It was therefore important to gather the opinions of the younger 
generations who are more likely to be affected by these developments. It will be interesting to 
compare their opinions with those of the other age groups.
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Figure 3: Pie chart identifying age of participants. 

Education was a key area of interest for this study therefore it was important to identify the current 
education status of the participants. University undergraduate appeared to be the most common 
response, accounting for 44.4% of the data, followed closely by respondents who are not in 
education (37.8%), then university postgraduates (15.6%). Apprenticeship was the least common 
response, with only one participant selecting this option (2.2%). Overall, 62.2% of respondents 
are currently in some form of education. It will be interesting to identify whether the general 
consensus for those in education differs from those who are not.


Figure 4: Pie chart identifying education status of participants. 

Workplace training is being included in this study as it is still a form of education and is already 
utilising immersive technology in some industries. Part 1 of questionnaire A therefore also 
identifies whether the participants are employed and in which industries. The data shows that 
71.1% of the respondents are currently employed. 


Figure 5: Pie chart identifying employment status of participants. 
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When asked which industry they work in, design and marketing was the most common response, 
accounting for 18.8% of responses. This was shortly followed by those in IT based roles (15.6%).  
Other responses included  retail (9.4%), education (9.4%), hospitality (6.3%), healthcare (6.3%), 
cleaning (6.3%), service (3.1%), catering (3.1%), childcare (3.1%), building trade (3.1%), 
fundraising (3.1%), recruitment (3.1%), personal historian (3.1%) and prison services (3.1%). It is 
noticeable that a significant proportion of the responses came from individuals working in 
technology based roles. This could be due to people in these professions generally taking more 
interest in immersive technologies and therefore being more likely to participate. Furthermore, 
some people may not understand what immersive design is and therefore may have been 
reluctant to participate as a result of this.

Figure 6: Pie chart identifying the industries participants work in. 

Whilst part 1 of the questionnaire determined the demographics of the participants, part 2 
identified their understanding and experience of AR and VR. When asked how familiar the 
participants were with these technologies, only 6.7% had never heard of them. On initial 
inspection of these figures, it was predicted that these responses would all be from participants in 
the higher age groups. This however was incorrect as whilst one response was from the over 60 
category, one was aged 20-29 and the other was under 19. An additional 6.7% of respondents 
had heard of VR and AR but did not know what they are. The majority of participants claimed to 
have a basic understanding of VR and AR (57.8%), whereas 28.9% said they were knowledgeable 
on the subject. Immersive design is increasingly being integrated into mainstream media therefore 
these figures were expected. 
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Figure 7: Pie chart identifying familiarity which Questionnaire A participants have with AR and VR.


When the participants were asked where they had experienced immersive technologies 
previously, social media was the most common response, with 71.1% having used AR/VR on 
these platforms. This was shortly followed by gaming (68.9%) and entertainment (48.9%). It was 
interesting to see that 20% of respondents had used immersive technologies for educational 
purposes. These responses will be particularly useful when analysing people's opinions on using 
immersive design in education, as they have experienced it already.




Figure 8: Graph outlining how participants have used VR and AR previously. 

In order to gain an in-depth understanding of how beneficial immersive design may be in 
education, it is necessary to identify whether individuals have any concerns about the technology 
involved. Out of the 24 responses provided for this particular question, 10 presented some form 
of concern. The most common concern was brought up twice and involves VR and AR reducing 
spacial awareness which could therefore be unsafe in some environments. Despite this, when 
used in educational settings the risk of physical injury is likely to be lower as VR headsets would 



20
be used in a classroom where the students are supervised. It was also mentioned in two 
responses how immersive technology could affect people mentally. In particular, one response 
noted how VR could be addictive as it provides escapism for the user. Similarly, the risk of mental 
illnesses being caused was mentioned in another response. Another concern raised included the 
risk of security breaches, where these technologies are increasingly becoming more capable of 
operating remotely. This could potentially be harmful in educational settings, particularly if children 
are involved. Despite these concerns, positive effects of immersive technology were also 
described. For example, it was noted how VR and AR technology could be beneficial in certain 
industries if used properly. The medical industry was used as an example. Furthermore, one 
response discussed how immersive technology is beneficial for engaging those with shorter 
attention spans. They did however counter this with how they did not want the value of traditional 
learning methods to be lost. Overall, this question provided a variety of qualitative responses, 
which highlight the honest opinions of individuals, whether these were positive, negative or more 
balanced.


Part 3 of the questionnaire aimed to apply the participants' opinions of immersive design to the 
context of education. It was important to identify their preferred learning style because resources 
utilising VR and AR technology are more likely to suit a visual or kinaesthetic learner. The data 
shows that 62.2% of respondents identified themselves as visual learners, followed by 24.4% 
kinaesthetic learners, then 8.9% who learn best through reading and writing, and just 4.4% 
describing themselves as auditory learners. 


Figure 9: Pie chart identifying the preferred learning style of participants. 

One of the key benefits of integrating immersive design into education is the increased 
engagement levels. It was therefore necessary to find out whether people find traditional learning 
methods engaging, to justify the need for VR and AR. The outcome was that 26.7% voted that 
they do find traditional methods engaging, 20% voted that they do not, and 53.3% said they only 
do sometimes. 
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Figure 10: Pie chart identifying whether participants engage with current learning resources. 

It was interesting to see that 80% of the respondents had never used VR or AR for any form of 
education. These technologies have only recently become more accessible to people, which 
could explain this figure. 88.8% of the participants who had used VR and AR for learning were in 
the 20-29 age range. This could suggest the trend towards utilising these technologies, where 
younger people are being taught with them. 


Figure 11: Pie chart identifying whether participants have used AR and VR for learning previously. 

Workplace education is being included in this study therefore participants were asked whether 
they are regularly required to complete training for their job. Results showed that 44% of 
participants do partake in regular training, 31.1% do not and the remaining 24.4% were 
unemployed. Upon further inspection of the data, it was noticed how the figures do not match 
with the previous question regarding the participants employment status, as originally 28.9% 
stated that they were unemployed. This may impact the validity of the data therefore this error 
needs to be considered when conducting further analysis.
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Figure 12: Pie chart identifying whether participants complete workplace training regularly. 

In order to fully respond to the research aim, it is essential to gain an understanding of whether or 
not people favour the trend towards immersive design and whether they would find it beneficial in 
educational settings. When asked if they would benefit from using AR/VR learning resources, 
42.2% voted yes, 6.7% voted no and 51.1% voted maybe. This indicates how people are 
generally open to the idea of integrating immersive design into educational practices. 




Figure 13: Pie chart identifying whether participants would find immersive design beneficial. 

It can be argued that traditional learning methods are still beneficial in some instances. It was 
therefore interesting to identify whether participants would prefer to use traditional or more 
immersive methods. The general consensus was that people would rather use a combination of 
these, accounting for 80% of the responses. Despite this, 11.1% would prefer to solely use AR 
and VR resources for learning, whilst 8.9% would prefer to keep using more traditional methods. 
An open question was used to identify why these responses were given. The only response given 
in favour of solely using traditional methods was in regards to preferring to have the resources 
physically in front of them. Reasons given for preferring to use immersive methods relate to the 
increased practicality of them.  It was noted how the sense of reality provided makes the 
resources easier to relate to. Furthermore, it was mentioned how VR and AR makes things more 
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interesting and easier to understand. In particular, this was seen as beneficial for early years 
education, where the interactivity makes the learning more enjoyable, by blurring the lines 
between playing and learning. Those who voted for using a combination of traditional and 
immersive resources provided reasons which mainly highlighted how both methods can be used 
in synergy to benefit the learning process. For example, it was mentioned how using a variety of 
methods makes learning more interesting and how VR can create the interactivity that traditional 
methods may struggle to provide. It was also suggested how writing notes following a VR 
experience may help the user to engrain the information in their mind. Furthermore, it was 
considered how different learning methods may be more beneficial for certain subjects. An 
example provided was how immersive technology may be more valuable when teaching subjects 
which require more practical skills. It was interesting to see how some participants have already 
identified a learning style which benefits them or do not have much of an understanding of AR 
and VR but are still open to trying these technologies. It was mentioned how a balance of both 
methods should be used until it is proven which one works best. Despite this, it should be 
considered how the effectiveness of each method is subjective to the preferred learning style of 
the user.


Figure 14: Pie chart identifying whether participants would prefer to use immersive or traditional 
learning methods. 

Overall, the responses to questionnaire A were generally quite positive in regards to utilising these 
immersive technologies in education. Reviewing the responses individually has helped to identify 
potential correlations between the background of the participant and their outlook on the subject 
matter. Age was the first factor which was investigated. It was initially predicted that older 
participants would be more reluctant to use immersive technology. This was however disproven 
as 100% of those who responded that they would not benefit from AR/VR learning resources 
were aged 20-29. When looking at these responses individually, it was interesting to see how 
none of these participants are currently in education. Furthermore, when asked to present their 
concerns regarding the growth of immersive technologies, only those aged 39 and under had any. 
It is stereotypically assumed that older people are more negative towards the adaptation of these 
new technologies, therefore it was unexpected to see that this is not the case in this data set. 
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When comparing the age of an individual to their understanding of immersive design, it was 
shown that 58.8% of those aged 20-29 have a basic understanding, whilst 32.4% are more 
knowledgeable on the subject. For those aged 30-39, 33.3% had a basic understanding and 
33.3% were more knowledgeable. 100% of respondents aged 40-49 claimed to have a basic 
understanding on the subject, in comparison to 66.6% of those aged 50-59, with the remaining 
33.3% being more knowledgeable. 100% of participants under 19 and over 60 years old had 
never heard of AR or VR. There was only one response from each of these categories, therefore 
they cannot be considered as very representative. The number of people who considered 
themselves as having a greater understanding of immersive technology is fairly proportionate 
across the 20-29, 30-39 and 50-59 age categories. Overall, the data suggests that there is no 
direct link between age and opinions of immersive technology.


Education status was the next factor to be investigated. From the 62.2% of respondents who are 
currently in education, 92.8% claimed to have some sort of understanding of AR and VR. This 
contrasts to only 76.5% of those who are not currently in education. The difference between these 
figures could reflect how immersive design is being integrated into education, therefore students 
may have greater exposure to it. Current education status did not have much significance in terms 
of whether participants would find immersive learning resources beneficial, with 45.8% of 
students and 47.1% of those not in education voting yes. 44.4% of the participants claimed to 
also have to complete regular workplace training which suggests how it is not significant whether 
someone is in formal education or not, when identifying their views of immersive design in 
education as a whole.


From the proportion of participants who are employed, it was interesting to identify whether their 
occupation had an impact on their attitude towards immersive design. It was predicted that those 
working in technology based roles would show a more positive response. This was demonstrated 
when only 18.2% of those working in design, marketing or IT had concerns about the growth of 
immersive technology. This figure was slightly higher for those not working in technology based 
roles, at 22.9%. 100% of those working in technology based roles had at least a basic 
understanding of AR and VR compared to 82.3% of those who are not. It could therefore be 
suggested that people in specific occupations are likely to be better educated on the subject and 
therefore pose less concerns. Despite this, it was interesting to see that 90.9% of individuals 
working in design, marketing and IT would prefer to use a combination of immersive and 
traditional learning methods, whilst 9.1% would rather continue to use traditional methods. Out of 
the 5 responses that stated they would prefer to use VR and AR for learning, 60% were 
unemployed, 20% work in healthcare and 20% work in finance. Whilst there was a weak 
correlation between a person's occupation and their attitude towards immersive design, when 
applying the context of education, the data shows that employment is not a key factor.


The preferred learning style of an individual was predicted to influence their attitude towards using 
immersive design for education. From the respondents who voted ‘yes’ when asked if they 
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struggle to engage with educational resources, 41.6% were kinaesthetic learners and 41.6% were 
visual learners. The figures suggest how traditional methods are less suitable for these learning 
styles. Furthermore, when asked if they would find immersive learning resources beneficial, 45.5% 
of the kinaesthetic learners voted yes and 45.5% voted maybe. Using data from the visual 
learners, 46.4% voted yes and 50% voted maybe. 50% of auditory learners voted yes and 50% 
voted maybe, whilst those who learn through reading and writing showed a more negative 
response, with 75% voting maybe and the remaining 25% saying they would not benefit from 
immersive learning. It was also noticeable that 80% of the respondents who would prefer to solely 
use VR and AR learning resources were visual learners, with the remaining 20% being 
kinaesthetic learners. The highly visual and interactive nature of immersive design means that it is 
likely to benefit some people more than others, which could explain these figures. Overall, the 
data shows that there is a link between the preferred learning style of an individual and their 
attitude towards immersive design, with those who learn best through reading and writing seeing 
the least benefit in using these technologies. Despite this, the general consensus amongst the 
respondents is that they would prefer to use a combination of these new technologies and 
traditional methods for education, regardless of their learning style. 

Questionnaire B: 
The purpose of Questionnaire B was to identify whether teachers would find immersive design 
beneficial in a classroom setting. Those who participated teach a variety of different age groups, 
therefore it will be interesting to identify whether their responses differ. 80% of the responses were 
from primary school teachers and the remaining 20% were secondary school teachers. When 
asked how familiar the teachers were with AR and VR, 40% claimed to have a basic 
understanding, 40% were more knowledgeable and 20% had heard of the technologies, but did 
not know what they were. 


Figure 15: Pie chart identifying familiarity which Questionnaire B participants have with AR and VR. 

In order to gain an understanding of how immersive design may be beneficial, it is important to 
identify which methods are currently used to teach and how pupils respond to these. A variety of 
different teaching methods were provided by the respondents. These include blended learning, 
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practical activities, use of an interactive whiteboard and verbal teaching. 60% of the teachers 
claimed that their pupils engage with these methods whilst the remaining 40% answered that they 
sometimes engage. The validity of this data needs to be considered where pupil engagement 
levels reflect how effective the teachers are at performing their job. They therefore may not want 
to reveal if pupils are not engaging with the way they teach. 


Figure 16: Pie chart identifying whether pupils engage with learning methods. 

The remaining questions applied immersive design into the educational context. 80% of the 
respondents found that their pupils engage more when technology is involved and agreed that the 
increased use of AR and VR teaching resources would be beneficial. Most of the responses 
demonstrated a positive attitude towards immersive design and 60% agreed that AR and VR 
technology could replace traditional teaching methods, to some extent. There was no visible 
difference between the opinions of primary and secondary school teachers, which suggests how 
immersive design may provide similar benefits across the different levels of education.

Figure 17: Pie chart identifying whether pupils engage more when technology is involved. 
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Figure 18: Pie chart identifying whether teachers would find the increased of AR and VR beneficial. 



Figure 19: Pie chart identifying whether teachers think AR and VR technology could replace 
traditional teaching methods. 

Summary:

To summarise, the data collected from the questionnaires reflects a generally positive response to 
the growth of immersive technology in educational settings. The respondents appeared to be 
open to the idea of integrating these technologies into their education, however the general 
consensus was that they would prefer to use them alongside traditional teaching methods, rather 
than completely replacing them. Pupils have been found to engage more when technology is 
involved, which further supports this idea. When investigating whether specific factors affected an 
individuals attitude towards AR and VR, age and education status proved to be insignificant. A 
weak correlation was identified between a person's occupation and opinion of immersive design 
in general, however when applying the responses to the context of education, this was also 
proven to be insignificant. The data from Questionnaire A indicates that the preferred learning 
style of an individual impacts their attitude towards integrating AR and VR into education, perhaps 
because these technologies are highly visual and interactive therefore benefit certain learning 
styles more.  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Discussion: 

The aim of this dissertation is to evaluate the effectiveness of immersive design in educational 
settings. This chapter will therefore highlight any relevant findings from the primary and secondary 
research, in relation to the thesis question ‘to what extent is the growth of immersive design 
beneficial in educational settings?’. The secondary sources mentioned in the literature review 
explore the different applications of immersive design in an educational context and what the 
benefits and limitations of these are. The primary research builds on this by identifying the 
opinions and experiences which individuals have on the subject.


The data demonstrates a generally positive response to the integration of AR and VR technology. 
In particular, this is evident in Questionnaire A where the majority of respondents answered ‘yes’ 
or maybe’ when asked if they would find using AR/VR learning resources beneficial. Furthermore, 
only 9% of respondents do not find current learning resources difficult to engage with. One of the 
benefits of immersive technology discussed in the literature review chapter is that it creates higher 
levels of engagement. It can therefore be suggested that AR and VR can be utilised to resolve 
problems regarding engagement in educational environments. Despite this, concerns were raised 
throughout the research. A common theme across the primary and secondary findings was that 
immersive technology may be dangerous in certain situations. This is due to the highly immersive 
elements limiting the user's physical awareness. The impact on the users wellbeing was also a 
key issue raised by Questionnaire A participants. It has been proven in previous studies how 
immersive technology affects mental health, where frequent use of these devices can contribute 
to cybersickness and sleep disorders (Kaimara, Oikonomou and Deliyannis, 2021). The data also 
outlines concerns regarding the threat of privacy regulations being breached, due to the large 
amounts of information which immersive devices are able to obtain. It is essential that these 
concerns are considered when answering the research question. Despite these concerns, the 
consensus reflected across the primary and secondary data is that immersive design is a 
beneficial development. In particular this is demonstrated by the small proportion of respondents 
who claimed that they would not find immersive educational resources beneficial (6.7%). 


Regardless of this figure, the data suggests that immersive design would work best alongside 
traditional teaching methods, rather than completely replacing them. This is justified by the 80% 
of Questionnaire A respondents who stated they would prefer to use a combination of immersive 
and traditional methods, as well as 60% of the teachers from Questionnaire B who agreed that AR 
and VR could replace traditional teaching methods to an extent. Using AR and VR alongside 
traditional teaching methods would be an appropriate suggestion, when considering the 
previously discussed health risks associated with prolonged use of these technologies. It was 
interesting to see how the data collected from the questionnaires disproves the hypothesis that 
age is a key factor in determining an individual's attitude towards immersive design in an 
educational context. It does however need to be considered how the different age groups were 
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disproportionately represented in questionnaire A, as there was only one respondent over the age 
of 60. This makes it more difficult to make assumptions based on age. Another hypothesis was 
that an individual's preferred learning style would correlate with their attitude towards immersive 
design in education. This prediction was proven by Questionnaire A, which found that those who 
learn best through reading and writing saw the least benefit in using immersive technologies for 
education, in comparison to those with a visual, auditory or kinaesthetic learning style.


When conducting secondary research, the high costs of implementing immersive design were 
investigated (Baniasadi, Ayyoubzadeh and Mohammadzadeh, 2020). The United Nations set a 
goal to provide quality education for all (Education - United Nations Sustainable Development, 
2021), which may be difficult to achieve, unless these technologies are able to be distributed for a 
lower cost in the future. This topic was also raised in the primary data, where there were concerns 
relating to those from lower socioeconomic groups being left behind as these technologies 
become more widely used. When considering academic achievement, pupils from wealthier 
backgrounds at private schools are more likely to have access to immersive resources, and 
consequently may perform better than pupils from schools in lower income areas.


Overall, the primary data from this study supports the secondary findings identified in the 
literature review chapter. In order to respond to the thesis question, traditional learning theories 
need to be considered, to identify whether immersive design is more or less capable of enabling 
individuals to retain information. Both forms of research highlight how immersive design can be 
beneficial in educational settings, particularly due to the interactive elements increasing 
engagement levels, making it easier for individuals to process information. This suggests how 
learning theory can be applied to immersive design, where users learn through interaction.  It was 
interesting to find how the limitations of immersive design which were identified through 
secondary studies were also highlighted in the questionnaire responses. This supports the 
credibility of these ideas. Furthermore, this study is significant in terms of considering the 
perspective of the educators who will be distributing the immersive resources, and those who will 
be using them to learn. This has helped to produce a more informed response to the thesis 
question, in comparison to previous studies which tend to focus solely  on how students view 
these technologies and not their teachers. 


Limitations with this study can be identified. As previously discussed, some groups were 
disproportionately represented in Questionnaire A. This is because participants were gathered 
using opportunity sampling, which means that the data is based on the opinions of whoever was 
most convenient at the time. The most unexpected insight from this study was that there is no 
direct link between age and attitude towards immersive design, however it is difficult to identify 
whether this is an accurate statement or if it is a result of the lack of representation from older 
participants in the questionnaire. Despite this, when considering the representativeness of the 
sample, other factors such as occupation status present a true reflection of the research 
population. 71.1% of Questionnaire A participants were employed, which reflects the UK 
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employment rate of 75.5% (Employment in the UK - Office for National Statistics, 2022). 
Opportunity sampling was initially chosen due to the time constraints of the study; however if 
additional time was available, a stratified sampling approach would produce a more 
representative set of data. Another limitation of the study is that Questionnaire B only received 5 
responses, in comparison to the 45 responses for Questionnaire A. The use of gatekeepers to 
distribute the questionnaire meant there was a lack of direct contact between the researcher and 
teachers to encourage them to participate. This limits the representativeness of the data. 
Regardless of this, the use of open questions to collect qualitative data has allowed the study to 
remain high in validity. 


Further research may be required to identify the long term effects of using immersive design for 
education. There is currently a lack of information in regards to this, due to these technologies 
only recently being integrated into everyday applications. It would therefore be interesting to 
identify if frequent exposure to AR and VR has any implications, in relation to academic 
achievement as well as physical and mental health. The lack of time and budget for this study 
meant that this information could not be researched first hand. As mentioned previously, 
Questionnaire B had a low response rate. Additional research on how teachers view immersive 
design in education would benefit this study. Questionnaire B only gathered information from 
primary and secondary school teachers, therefore it is recommended that future research 
investigates teachers from all stages of education, from early years up until university.


Overall, immersive design is considered beneficial in an educational setting due to the increased 
engagement which the technology is able to facilitate. However, traditional learning methods are 
encouraged to be used alongside AR and VR, to cater to the different learning styles.
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Conclusion:


In conclusion, to a greater extent immersive design is beneficial in educational settings. This is 
because it has been shown to increase engagement levels, due to the increased opportunities for 
interactivity making the learning experience more interesting. Additional benefits which this 
dissertation identified include the increased accuracy and safety provided by recreating certain 
scenarios in VR, which is particularly useful for workplace training. The research has highlighted 
how immersive design can support learning theory, where interactive elements create a more 
complex learning experience than traditional methods.  The data from this study therefore 
supports the thesis statement that immersive technology will enhance a user's learning 
experience. Both students and teachers demonstrated a generally positive response to the idea of 
immersive design, which suggests how integrating it into education is a viable solution to 
achieving high levels of academic engagement.


Despite this, immersive design should not be used in isolation and is recommended to be used 
alongside traditional teaching methods. This is because immersive design has shown to benefit 
some learning styles more than others, therefore using a combination of immersive and traditional 
learning resources will ensure that more people are catered for. Furthermore, concerns regarding 
the long term implications of immersive technology means that overexposure is not 
recommended until further research can be conducted.


As immersive technology develops, it is predicted to become more accessible as increased 
consumption causes the price of the required hardware and software to decrease. Moreover it can 
be anticipated that applications of immersive design become more subtle as it increasingly 
becomes used in everyday life. Immersive technology will become an essential resource for 
designers to become familiar with, as the user experience of products becomes more important 
to the consumer.


Based on the findings outlined in this dissertation, it can be concluded that the growth of 
immersive design is beneficial in educational settings. The technologies involved are able to 
provide high levels of interactivity, to assist traditional methods which cannot always achieve this, 
which consequently results in improved engagement and thus higher educational achievement.
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Appendix 2: Questionnaire A questions


1.Do you give consent for your responses to be included in this study?

	 -Yes

	 -No

2.How old are you?

	 - <19

	 - 20-29

	 - 30-39

	 - 40-49

	 - 50-59

	 - 60+

3.What is your current education status?

	 - University Undergraduate

	 - University Postgraduate

	 - Apprenticeship

	 - College/Sixth Form

	 - Not Currently in Education

	 - Other

4.If 'Other' please specify

5.Are you currently employed?

	 - Yes

	 - No

6.If 'yes' what industry do you work in?

7.How familiar are you with VR (Virtual Reality) and AR (Augmented Reality)?

	 - Never heard of them

	 - Heard of, but don’t know what they are

	 - Have a basic understanding

	 - Knowledgeable on the subject

8.In what ways have you experienced VR/AR previously? (Tick all that apply)

	 - Social Media

	 - Gaming

	 - Entertainment

	 - Retail

	 - Education

	 - Design

	 - Remote Collaboration

	 - Medical Treatments

	 - Other

	 - I have never used AR/VR

9.If 'other' please specify
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10.Do you have any concerns regarding the growth of immersive technologies such as AR and 	
VR?

11. How would you best describe your learning style?

	 - Visual

	 - Auditory

	 - Kinestetic

	 - Reading and Writing

12. Do you find it difficult to engage with current learning resources?

	 - Yes

	 - No

	 - Sometimes

13. Have you ever used VR/AR for any form of learning (includes workplace training)

	 - Yes

	 - No

14. Do you have to complete regular workplace training?

	 - Yes

	 - No

	 - I don’t work

15. Do you think you would benefit from using VR/AR learning resources?

	 - Yes

	 - No

	 - Maybe

16. Would you rather use AR /VR than traditional learning resources/methods?

	 - Would rather use AR and VR

	 - Would rather use traditional methods

	 - Would rather use a combination of both

17. Please explain why... 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Appendix 3: Questionnaire A responses
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Appendix 4: Questionnaire B questions


1. Do you give consent for your responses to be included in this study?

	 - Yes

	 - No

2. How familiar are you with VR (Virtual Reality) and AR (Augmented Reality)?

	 - Never heard of them

	 - Heard of, but don’t know what they are

	 - Have a basic understanding

	 - Knowledgeable on the subject

3. Which age group/ education level do you currently teach?

4. How would you describe the methods you use to teach?

5. Do you think that your pupils engage with these methods?

	 - Yes

	 - No

	 - Sometimes

6. Do you find that pupils engage more when technology is involved?

	 - Yes

	 - No

7. Would you find the increased use of AR and VR teaching resources beneficial?

	 - Yes

	 - No

8. Do you think that AR and VR technology could ever replace traditional teaching methods?

	 - Yes

	 - No

	 - To some extent 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Appendix 5: Questionnaire B responses
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