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• Conduct research to 
inform success metrics 
relevant to learning with 
virtual reality

• Gain a deeper 
understanding of 
immersive learning, best 
practices, and 
stakeholder perspectives

Measure Success

Build Understanding

• Provide tools for 
measuring success 
in future immersive VR 
learning opportunities

• Support decisions on the 
expansion of immersive 
VR learning in higher 
education

Inform Implementation

Inform Expansion

Project Objectives



University and Instructor Participants

• 25% of VictoryXR's university partners

• 24 Professors 

• 19 Universities 

• Approximately 565 students (average of 23.6 students per course (range 

of 2 to 120 students).

• 84%  were undergraduate courses, 16% being graduate courses.

• An additional three universities contributed data and insights to this 

research study through alternative methods.
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Course Subjects Represented in Data
Participating instructors taught the following topics using VR during the research term
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Class Size Distribution
How many students are enrolled (or do you expect to enroll) in this course?
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Projected Frequency of Use Over Semester
How many times do you plan to use VR in this course over this semester?



• 22% of instructors had used VR to 
teach the same course before.
• 56% of participating instructors 

also indicated that they use VR 
outside of the classroom, in their 
personal lives.
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Instructor Participants
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Learning Event Surveys: Instructor Perspectives

• 41 survey submissions 
from professors

• All instructors agreed 
that learners were 
engaged while using VR, 
and that they would use 
VR again to teach the 
same content.



Student Insights: End-of-
Semester Surveys
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Student Participants
157 student responses were collected.
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Survey Responses: Student Learning
Ratings of agreement with statements on the use of VR in coursework
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Learning Outcomes Questions (cont)
"Using VR in this course had a positive impact on my learning outcomes" by Frequency 
Factors



"This definitely 
provided benefits 

that were not 
available in a 

traditional sense. 
Being fully 
immersed 

...allowed the 
students to stay 

focused...[which] 
gave them the 

ability to really 
absorb the content 
at a much higher 

rate."

"I cannot predict 
whether or not 

my students will 
be required to do 
business in VR 
five years from 

now. What I can 
say is that they 

have the skills to 
work in that 

space—skills that 
most of their peers 

do not have on 
their resumes."

"I feel the criteria 
[of success] were 

met as the student 
evaluation 

responses of the 
class were very 

high."

"Not only were the 
students' 

experiences 
enhanced, but the 
engagement was 

evident. […] 
Students also 

mentioned they 
were looking 

forward to future 
VR sessions."
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The Big SHIFT

OLD MODEL:

Teacher    Content    Student



The Big SHIFT

NEW MODEL:

Teacher    AI GUIDANCE    Immersive Experience

Student Exploration



Important Considerations

The Risk of Overreliance

Accuracy and Bias

Data Privacy

Alignment with Standards

Engagement Risks



Nuanced Conclusion

AI tutors can:

● Improve outcomes

● Bridge gaps

● Extend reach

But only when:

● Implemented responsibly

● Paired with human 

oversight

● Aligned with curriculum



Thank you!

Artificial Intelligence is reshaping learning.

The question is not whether we use it,

but whether we use it wisely.



AI/VR 

Journey:
Starting or 

growing?



“The real opportunity isn’t headsets or systems —it’s 

how we integrate devices, AI, and spatial computing 

so that immersion is available when it matters most: 

for learning, for work, for health, and for play. We’re 

building human-scale systems that meet people 

where they are while keeping true immersion within 

reach when “being there” virtually is what matters 

most.”

Elizabeth Hyman, CEO at XR Association

From Headsets to Human-Scale Systems, 

Part II: XR Still Needs Immersion | LinkedIn

https://www.linkedin.com/pulse/from-headsets-human-scale-systems-part-ii-xr-still-needs-hyman-9flqe/?trackingId=4gQ5fx9qRrqoK6A8mD1uRg%3D%3D


that will make a difference. 

THANK YOU!

cari.warnock@cdw.com

kathleen@victoryxr.com

https://bit.ly/3NWmML2



TURN AND TALK

1 WORD: How do you feel about the future of 

technology? WHY?



Facilitate active learning.
Manage Cognitive Load
Promote Growth Mindset
Scaffold Content
Ensure accuracy of feedback
Deliver targeted feedback, timely
Allow for self pacing





CDW BOOTH: Atrium #31A

CDW Partners: 

Evergreen and Ponderosa

1F. Spectrum Furniture + Logitech

2F. Meter & TEQ

3F. Lü & Victory XR

4F. Go Guardian & Lenovo


