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Extended Reality (XR) technologies—
encompassing Virtual Reality (VR), Augmented
Reality (AR), and Mixed Reality (MR)—are
revolutionizing educational practices through their
unique ability to create immersive, authentic
learning experiences. This transformation aligns
with core principles of situated cognition and
legitimate peripheral participation. XR enables
students to learn by doing in safe yet realistic
environments where they can practice without real-
world consequences. Through these technologies,
learners can engage in experiences that would be
impractical, impossible, or too costly to replicate in
traditional educational settings. This special issue
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of the Journal of Applied Instructional Design
(JAID) examines the critical intersection of XR
technologies with authentic learning principles,
addressing the widening gap between rapid
technological advancement and established
instructional design practices. The collection
explores how XR can bridge theoretical knowledge
and practical application across educational
contexts by drawing together perspectives from
educational technology researchers, learning
scientists, and practitioners. The contributing
authors investigate three interconnected themes:
the design of XR environments to support
authentic learning characteristics, the unique
affordances of different XR modalities, and the
practical implementation challenges in educational
settings. Through empirical evidence, theoretical
frameworks, and practical insights, they
demonstrate how XR technologies facilitate
progressive skill development, create
unprecedented levels of immersion and presence,
and enable previously impossible learning
experiences while thoughtfully addressing critical
challenges in accessibility, technical
implementation, pedagogical frameworks, and
ethical considerations.

Introduction
The emergence of Extended Reality (XR) technologies in education—encompassing Virtual
Reality (VR), Augmented Reality (AR), and Mixed Reality (MR) (Dwivedi et al., 2022; Maas &
Hughes, 2020)—has opened unprecedented opportunities for creating authentic learning
experiences (Cai, 2018; Gandolfi et al., 2021; Lowell & Tagare, 2023) creating a paradigm
shift in educational technology (Lowell & Yan, 2024; Radianti et al., 2020) that aligns
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remarkably well with the core principles of authentic learning established by seminal works
in situated cognition and legitimate peripheral participation, including Lave and Wenger
(1991) and Resnick (1987). With XR technologies, learners can engage in immersive
experiences and environments that include realistic scenarios, virtual object manipulation,
and simulated experiences that would be impractical, impossible, or too costly to replicate in
traditional educational settings (Jensen & Konradsen, 2018; Lowell & Alshammari, 2018;
Radianti et al., 2020). By enabling students to learn by doing, XR technologies facilitate the
development of practical skills through experiential learning (Kolb & Kolb, 2009; Lowell &
Ilobinso, 2023), and very importantly, these technologies create safer learning environments
where students can practice and learn from mistakes without real-world consequences
(Hamilton et al., 2021; Lowell & Alshammari, 2018), thereby embodying key principles of
experiential learning (Kolb & Kolb, 2009) in authentic contexts.

Learning experiences with XR technologies provide unique affordances that enhance
authentic learning in several key ways:

First, research syntheses have found that XR environments can be structured to support
progressive skill development, enabling learners to build competence through increasingly
complex authentic tasks (Hamilton et al., 2021; Radianti et al., 2020). As Dalgarno and Lee
(2010) explain, this progressive development operates through multiple mechanisms:
precisely controlled task complexity, systematic environmental variable management, and
increasingly sophisticated feedback systems. The effectiveness of this approach is
particularly evident in what Cochrane et al. (2017) term "developmental pedagogies," where
technological affordances are explicitly mapped to stages of skill development, allowing for
carefully calibrated learning progressions. There are many benefits of using XR technologies
for progressive skill development. For example, educators can design realistic experiences
with XR technologies that gradually increase task difficulty, allowing learners to build skills
incrementally. As learners complete activities with XR technologies simulating real-world
scenarios, they can learn to adapt to varying conditions without the risks associated with
real-life experimentation. In addition, immediate and tailored feedback within the XR setting
can help learners understand their performance and areas for improvement, enhancing the
learning process.

Second, while completing learning tasks, XR technologies can offer unprecedented levels of
immersion and presence, allowing learners to feel physically and psychologically present in
educational scenarios (Dede, 2009; Markowitz et al., 2018). Before going further, it would be
important to describe immersion and presence, as the perceptions of immersion and
presence lead to many benefits of incorporating XR technologies in authentic learning. The
term immersion is defined differently depending on the context of its usage (e.g.,
psychological immersion, sensory immersion, narrative immersion), and there are different
levels of immersion (i.e., fully immersive, semi-immersive, non-immersive). In early literature
on immersion and VR (e.g., Nash et al., 2000; Slater & Wilbur, 1997), descriptions of
immersion focused on the technology’s ability to create an illusion of immersing the user in
an experience. Therefore, early on, immersion was described as two different things. In
1997, Slater and Wilbur described immersion as “the extent to which the computer displays
are capable of delivering an inclusive, extensive, surrounding and vivid illusion of reality to
the senses of a human participant” (p. 603). In 1998, Witmer and Singer described
immersion as a “psychological state characterized by perceiving oneself to be enveloped by,
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included in, and interacting with an environment that provides a continuous stream of stimuli
and experiences” (p. 227). From these early descriptions, technology produced the
perception of immersion. Immersion with XR systems depends primarily on sensory
immersion. Sensory immersion is the degree to which a virtual simulation engages the range
of sensory channels (e.g., sight, sound, touch) (Kim & Biocca, 2018). Thus, the level of
immersion is related to the hardware and software used, and surrounding a user with
images, sound, or other stimuli can lead to a perception of immersion (Freina & Ott, 2015;
Lowell & Tagare, 2023). For our purposes, we will say that immersion is a characteristic of
technology, and a feeling of immersion in the context of XR refers to a state where a user
feels deeply engaged with a simulated experience and environment. Some researchers may
describe this as being in a state of flow or complete focus in an activity (Csikszentmihalyi,
1990; Marougkas et al., 2023; Witmer & Singer, 1998). Presence, on the other hand, is a
psychological experience or phenomenon. In the case of XR technologies, presence is a
phenomenon where users may act and feel as if they are in the virtual world engaging in the
activities they are experiencing (Kim et al., 2017). For presence to occur, involvement (or
focus) in an activity within the environment and immersion are required (Witmer & Singer,
1998). We will describe presence as a user's perception of being in and interacting with an
XR environment, and we will add that as immersion with XR is a result of the technology,
users can increase their perceptions of immersion and thus their perception of presence by
using specialized equipment and devices (e.g., VR headsets and gloves) with XR software
(Lowell & Tagare, 2023).

The immersive quality of XR experiences helps bridge the gap between abstract concepts
and their practical applications, making learning more concrete and experiential. Immersion
helps learners tackle increasingly complex tasks in several connected ways. For instance,
immersion in XR environments allows learners to offload the mental work of visualization.
This frees up cognitive resources to focus on learning new skills. (Johnson-Glenberg, 2019;
Parong & Mayer, 2020). The immersive environment can also present complex systems in
context, allowing learners to see how different components interact together while gradually
introducing new elements as learners master essential skills (Makransky & Petersen, 2021).
This approach is particularly powerful for tasks requiring physical and mental understanding,
as immersion allows learners to physically engage with concepts while building their
comprehension of complex systems (Jensen & Konradsen, 2018). De Freitas and Oliver
(2006), for example, demonstrate how varying levels of immersion can be strategically
employed to support incremental skill acquisition in complex technical and professional
training contexts, and Makransky and Petersen (2021) created a theoretical framework for
understanding how immersion levels can be adjusted to optimize learning at different stages
of skill acquisition.

Third, XR technologies enable the creation of learning environments that would be
otherwise impossible or impractical in traditional educational settings. These environments
can transcend physical limitations, allowing students to explore historical periods,
manipulate molecular structures, practice dangerous procedures safely, or experience
perspectives that would be impossible in the real world (Lowell & Alshammari, 2018; Lowell
& Tagare, 2023; Southgate et al., 2019). As discussed in Lowell and Tagare (2023), the
authenticity of these learning experiences is significantly influenced by both the fidelity of
the virtual environment and the design of learning tasks within it. Thus, by carefully
calibrating the physical, functional, psychological, and social aspects of the XR environment
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and the learning task(s), the integration of XR technologies in learning can create safe yet
authentic learning opportunities while also enabling experiences that would be otherwise
impossible or impractical in traditional educational settings (Lowell & Tagare, 2023).

The unique affordances of XR technologies for authentic learning have evolved significantly
over time. We have seen remarkable advancements from early virtual environments for
authentic learning to today's sophisticated XR applications. These tools now support
complex interactions and provide learners with immediate feedback. Modern XR
technologies now support complex interactions between people and people and virtual
objects, enable collaborative learning in-person and across physical distances, and provide
learners with immediate and personalized feedback (Bower et al., 2020; Radianti et al., 2020;
White & Lowell, 2023). These capabilities, along with increased accessibility and improved
user interfaces, position XR as a powerful tool. It has the potential to transform educational
practices across disciplines and contexts.

Special Issue of JAID: Emerging Themes
and Critical Questions 
Extended Reality (XR) technologies offer tremendous benefits and opportunities for
education. Despite their advantages, research on instructional design practices and
frameworks for authentic learning with XR has not kept pace with technological
advancements. This special issue of JAID addresses this gap by bringing together
perspectives from educational technology researchers, learning scientists, and practitioners.
These experts are actively working to realize the potential of XR in authentic learning
contexts. They offer a current understanding of the design, implementation, and evaluation
of authentic, immersive learning and teaching across diverse educational contexts.

Building on the foundational work in authentic learning of Brown et al. (1989) and Herrington
& Oliver (2000), early applications of immersive technologies for learning as described by
Dede (2009), and more recent theoretical work on immersive learning discussed by
Makransky and Peterson (2021), and design of learning experiences discussed by Lowell
and Tagare (2023) and Lowell and Yan (2024), this special issue of the Journal of Applied
Instructional Design (JAID) explores the intersection of XR technologies with authentic
learning principles. It examines how these immersive technologies can bridge the gap
between theoretical knowledge and practical application in educational contexts and
provides current instructional design practices and frameworks. The collected articles span
theoretical analyses, empirical studies, and case reports, providing a multi-faceted
examination of this important educational frontier.

In addition, the articles in this special issue address several important themes in XR-enabled
authentic learning:

First, they examine how XR environments can be designed to support the essential
characteristics of authentic learning, including real-world relevance, collaborative knowledge
construction, and multiple perspectives (Dalgarno & Lee, 2010). Contributors explore the
delicate balance between technological capability and pedagogical purpose, building on
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McLellan's (1994) early vision of virtual environments for situated learning while
emphasizing that successful XR implementation must be driven by sound educational
principles rather than technological novelty (Hamilton et al., 2021; Lowell & Tagare, 2023;
Lowell & Yan, 2024). For example, Okorie et al. (2024) investigate how XR can support
critical skill development, demonstrating the technology's potential to foster collaboration,
empathy, and problem-solving across different learning contexts. Oprean et al. (2024)
showcase how XR can be implemented in specific educational contexts, from geoscience
education to professional skills training. Cherner and Dickerson (2024) explore instructional
design approaches for integrating XR technologies, proposing an expanded pedagogical
model that positions students as active creators rather than passive consumers.

Second, the collection investigates the unique affordances of different XR modalities,
expanding on previous instructional usage and research which has mainly focused on VR
(Billinghurst, 2015; Cradit et al., 2024; Guo et al., 2021; Sivelle et al., 2024). Wu et al. (2013)
and White and Lowell (2023) discuss that while VR offers full immersion for simulated
environments, AR and MR provide opportunities to blend digital content with physical
spaces, each presenting distinct advantages for different learning contexts and objectives.
Several articles in this issue, including Oprean et al., 2024 and White et al., 2024, discuss
how these varied approaches can be leveraged to create meaningful learning experiences
across diverse disciplines.

Third, as discussed by Cochrane et al. (2020), the issue addresses the critical challenges of
implementing XR in educational settings, including accessibility concerns, technical
requirements, and the need for professional development among educators. Contributors,
including Savickaite et al. (2024) and Schmidt and Glaser (2024), offer practical insights and
evidence-based recommendations for overcoming these obstacles.

Looking Forward 
As XR technologies evolve and become more accessible, their potential to revolutionize
education grows exponentially. The research presented in this special issue demonstrates
the current state of XR in education for authentic learning and points toward future
directions and possibilities. As this collection of works suggests, with the powerful new
affordances of XR, combined with designing for authentic experiences, we are only
beginning to understand how these technologies can transform educational practices and
enhance authentic learning. Emerging research, including studies in this issue, suggests that
the future of XR in education lies not in technological novelty but in its capacity to create
deeply personalized, accessible learning experiences. For example, Oprean et al. (2024)
demonstrate how XR can be tailored to support diverse learner needs. Schmidt and Glaser's
(2024) work with autistic learners underscores the importance of designing technologies
that embrace individual variability. Furthermore, MacDowell et al. (2024) highlight the
importance of deeply meaningful learning experiences. In addition, as discussed in
Savickaite et al. (2024), integrating artificial intelligence with XR design presents promising
avenues for creating more adaptive and inclusive educational technologies.

As we continue to look forward, critical challenges remain, including accessibility, technical
implementation, and the need for robust pedagogical frameworks. Further, ongoing ethical
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concerns around data privacy and psychological safety must be addressed. Therefore, as
collected works in this issue suggest, we are only beginning to understand how these
technologies can fundamentally transform educational practices, creating learning
experiences that are not just immersive but truly meaningful and transformative, and with
great potential comes great responsibility. As educators and researchers, we must navigate
the challenges of accessibility, technical implementation, and ethical considerations with
care and diligence. The future of XR in education lies not in the novelty of the technology
itself but in its capacity to foster genuine understanding, collaboration, and growth among
learners.

We invite readers to engage with these contributions and consider how they might inform
their practice and research in this rapidly evolving field. We trust that readers will find these
contributions both thought-provoking and practical as they consider the role of XR in shaping
the future of authentic learning. The insights presented here serve not only to advance our
understanding of XR in education but also to guide future research and development in this
promising field.

Let us embrace this frontier enthusiastically and cautiously, striving to unlock XR's full
potential to transform education for future generations. By doing so, we can ensure that our
teaching practices keep pace with technological advancements and create a more inclusive,
engaging, and effective educational landscape.

References
Billinghurst, M., Clark, A., & Lee, G. (2015). A survey of augmented reality. Foundations and

Trends in Human–Computer Interaction, 8(2-3), 73-272.
https://doi.org/10.1561/1100000049 Bower, M.,

DeWitt, D., & Lai, J. W. (2020). Reasons associated with preservice teachers' intention to use
immersive virtual reality in education. British Journal of Educational Technology,
51(6), 2214–2232.

Bower, M., Howe, C., McCredie, N., Robinson, A., & Grover, D. (2014). Augmented reality in
education – cases, places, and potentials. Educational Media International, 51(1), 1–
15. https://doi.org/10.1080/09523987.2014.889400

Brown, J. S., Collins, A., & Duguid, P. (1989). Situated cognition and the culture of learning.
Educational Researcher, 18(1), 32–42. 

Cai, S. (2018). Case studies of augmented reality applications for authentic learning. In:
Chang, TW., Huang, R., & Kinshuk (Eds.), Authentic learning through advances in
technologies, (pp. 115–134). Springer Nature. https://doi.org/10.1007/978-981-10-
5930-8_8 

Cochrane, T., Cook, S., Aiello, S., Christie, D., & Sinfield, D. (2017). A DBR framework for
designing mobile virtual reality learning environments. Australasian Journal of
Educational Technology, 33(6), 57–71. https://doi.org/10.14742/ajet.3613

The Journal of Applied Instructional Design

14



 Cochrane, T., Smart, F., & Narayan, V. (2020). Education 4.0: Designing for future learning.
Australasian Journal of Educational Technology, 36(4), 1–4. 

Cradit, N. W., Aguinaga, J., & Hayward, C. (2024). Surveying the (virtual) landscape: A scoping
review of XR in postsecondary learning environments. Education and Information
Technologies, 29(7), 8057–8077. https://doi.org/10.1007/s10639-023-12141-5 

 Csikszentmihalyi, M. (1990). Flow. In The psychology of optimal experience. Harper & Row.
Dalgarno, B., & Lee, M. J. (2010). What are the learning affordances of 3‐D virtual
environments? British Journal of Educational Technology, 41(1), 10-32. 

Dede, C. (2009). Immersive interfaces for engagement and learning. Science, 323(5910),
66–69. De 

Freitas, S., & Oliver, M. (2006). How can exploratory learning with games and simulations
within the curriculum be most effectively evaluated? Computers & Education, 46(3),
249–264. 

Dwivedi, Y. K., Hughes, L., Baabdullah, A. M., Ribeiro-Navarrete, S., Giannakis, M., Al-Debei, M.
M., ... & Wamba, S. F. (2022). Metaverse beyond the hype: Multidisciplinary
perspectives on emerging challenges, opportunities, and agenda for research,
practice and policy. International Journal of Information Management, 66, 102542.
https://doi.org/10.1016/j.ijinfomgt.2022.102542 

 Freina, L., & Ott, M. (2015). A literature review on immersive virtual reality in education: State
of the art and perspectives. eLearning & Software for Education, 1(1), 133–141.
https://doi.org/10.12753/2066-026X-15-020

 Gandolfi, E., Ferdig, R. E., & Kratcoski, A. (2021). A new model for examining the impact of
immersive learning environments. Journal of Research on Technology in Education,
53(4), 432–452. 

Guo, X., Guo, Y., & Liu, Y. (2021). The development of extended reality in education:
inspiration from the research literature. Sustainability, 13(24), 13776.
https://doi.org/10.3390/su132413776 

Hamilton, D., McKechnie, J., Edgerton, E., & Wilson, C. (2021). Immersive virtual reality as a
pedagogical tool in education: A systematic literature review of quantitative learning
outcomes and experimental design. Journal of Computers in Education, 8(1), 1-32.
https://doi.org/10.1007/s40692-020-00169-2 

 Herrington, J., & Oliver, R. (2000). An instructional design framework for authentic learning
environments. Educational Technology Research and Development, 48(3), 23–48. 

Herrington, J., Reeves, T. C., & Oliver, R. (2010). A guide to authentic e-learning. Routledge. 

Jensen, L., & Konradsen, F. (2018). A review of the use of virtual reality head-mounted
displays in education and training. Education and Information Technologies, 23(4),
1515-1529. https://doi.org/10.1007/s10639-017-9676-0 

The Journal of Applied Instructional Design

15



 Johnson-Glenberg, M. C. (2019). The necessary nine: Design principles for embodied VR
and active stem education. In Learning in a Digital World (pp. 83-112). Springer.
https://doi.org/10.1007/978-981-13-8265-9_5 

 Kim, G., & Biocca, F. (2018). Immersion in virtual reality can increase exercise motivation
and physical performance. In Virtual, Augmented and Mixed Reality: Applications in
Health, Cultural Heritage, and Industry: 10th International Conference, VAMR 2018,
Held as Part of HCI International 2018, Las Vegas, NV, USA, July 15-20, 2018,
Proceedings, Part II 10 (pp. 94-102). Springer International Publishing. 

 Kim, M., Jeon, C., & Kim, J. (2017). A study on immersion and presence of a portable hand
haptic system for immersive virtual reality. Sensors, 17(5), 1141.
https://doi.org/10.3390/s17051141 

 Kolb, D. A. (1984). Experiential learning: Experience as the source of learning and
development. Prentice Hall. Kolb, A. Y., & Kolb, D. A. (2009). Experiential learning
theory: A dynamic, holistic approach to management learning, education and
development. The SAGE handbook of management learning, education and
development, 42, 68. 

Lave, J., & Wenger, E. (1991). Situated learning: Legitimate peripheral participation.
Cambridge University Press. 

Lowell, V. L., & Alshammari, A. (2018). Experiential learning experiences in an online 3-D
virtual environment for skill development: Interviewing and mental health diagnosis
role-playing. Educational Technology Research and Development, 67(4), 825–854.
https://doi.org/10.1007/s11423-018-9632-8

 Lowell, V. L., & Ilobinso, A. (2023). Virtual reality in higher education, creating authentic
learning experiences. In S. Wa-Mbaleka, K. Thompson, & L. Casimiro (Eds). The Sage
handbook of online higher education. Sage. 

Lowell, V. L., & Tagare, D. (2023). Authentic learning and fidelity in virtual reality learning
experiences for self-efficacy and transfer. Computers and Education: X Reality, 2.
https://doi.org/10.1016/j.cexr.2023.100017 

 Lowell, V. L., & Yan, W. (2023). Facilitating foreign language conversation simulations in
virtual reality for authentic learning. In T. Cherner & A. Fegely (Eds.), Bridging the XR
technology-to-practice gap: Methods and strategies for blending extended realities
into classroom instruction, Volume 1 (pp. 119–133). Association for the
Advancement of Computing in Education and Society for Information Technology and
Teacher Education. 

, V. L., & Yan, W. (2024). The design of immersive virtual reality (IVR) learning using systems
thinking. TechTrends, 68(1), 149–160. https://doi.org/10.1007/s11528-023-00922-1 

 Maas, M. J., & Hughes, J. M. (2020). Virtual, augmented and mixed reality in K–12
education: A review of the literature. Technology, Pedagogy and Education, 29(2),
231–249. https://doi.org/10.1080/1475939X.2020.1737210

The Journal of Applied Instructional Design

16



MacDowell, P., Jaunzems-Fernuk, J., Clifford, J., Ghani, A M., & Hoy, B. (2024). Virtual reality
in history education: instructional design considerations for designing authentic,
deep, and meaningful learning. Journal of Applied Instructional Design, 13(4). 

 Makransky, G., & Petersen, G. B. (2021). The Cognitive Affective Model of Immersive
Learning (CAMIL): A theoretical research-based model of learning in immersive virtual
reality. Educational Psychology Review, 33, 1379-1417. 

Markowitz, D. M., Laha, R., Perone, B. P., Pea, R. D., & Bailenson, J. N. (2018). Immersive
virtual reality field trips facilitate learning about climate change. Frontiers in
Psychology, 9, 2364. https://doi.org/10.3389/fpsyg.2018.02364 

Marougkas, A., Troussas, C., Krouska, A., & Sgouropoulou, C. (2023). Virtual reality in
education: a review of learning theories, approaches and methodologies for the last
decade. Electronics, 12(13), 2832. https://doi.org/10.3390/electronics12132832 

 McLellan, H. (1994). Situated learning: Continuing the conversation. Educational
Technology, 34(8), 7–8. Nash, E. B., Edwards, G. W., Thompson, J. A., & Barfield, W.
(2000). A review of presence and performance in virtual environments. International
Journal of Human-Computer Interaction, 12(1), 1–41. 

Okorie, P., MacDowell, P., & Olsen, B. (2024). Applying a constructivist approach to designing
virtual reality experiences that facilitate authentic learning for adolescents. Journal of
Applied Instructional Design, 13(4). 

Parong, J., & Mayer, R. E. (2020). Learning an evolutionary theory principle through
immersive virtual reality: Effects of learning mode and experiential factors. Journal of
Computer Assisted Learning, 36(4), 442-456. 

Radianti, J., Majchrzak, T. A., Fromm, J., & Wohlgenannt, I. (2020). A systematic review of
immersive virtual reality applications for higher education: Design elements, lessons
learned, and research agenda. Computers & Education, 147, 103778.
https://doi.org/10.1016/j.compedu.2019.103778 

Resnick, L. B. (1987). Learning in school and out. Educational Researcher, 16(9), 13–20.
Savickaite, S., Oyebisi, J., Stockman, T., & Bourguet, M. (2024). Instructional design
and authoring of accessible and inclusive extended reality learning experiences:
Instructor-learner and instructor-ai partnerships. Journal of Applied Instructional
Design, 13(4). 

Schmidt, M., & Glaser, N. (2024). Design principles for participatory XR design with autistic
users: Examples from the virtuoso project. Journal of Applied Instructional Design,
13(4). 

Sivelle, C., Palma, D., & De Moor, K. (2024). Extended Reality in critical sectors: Exploring the
use cases and challenges. In Norsk IKT-konferanse for forskning og utdanning (No.
2). 

The Journal of Applied Instructional Design

17



Slater, M., & Wilbur, S. (1997). A framework for immersive virtual environments (FIVE):
Speculations on the role of presence in virtual environments. Presence: Teleoperators
& Virtual Environments, 6(6), 603–616. 

Southgate, E., Smith, S. P., Cividino, C., Saxby, S., Kilham, J., Eather, G., ... & Bergin, C. (2019).
Embedding immersive virtual reality in classrooms: Ethical, organisational and
educational lessons in bridging research and practice. International Journal of Child-
Computer Interaction, 19, 19–29. https://doi.org/10.1016/j.ijcci.2018.10.002 

White, S. K., Ilobinso, A. C., Lowell, V. L., & Jones, K. (2024). Impact of augmented reality
learning experience design on individual and team designer identity. Journal of
Applied Instructional Design, 13(4). 

White, S., & Lowell, V. L. (2023). Instructional design practice considerations for augmented
reality (AR) content creation and implementation in undergraduate science. In A.
Fegely & T. Cherner (Eds), Bridging the XR technology-to-practice gap: Methods and
strategies for blending extended realities into classroom instruction, Volume 2, (pp.
197–209). Association for the Advancement of Computing in Education and Society
for Information Technology and Teacher Education. 

Witmer, B. G., & Singer, M. J. (1998). Measuring presence in virtual environments: A presence
questionnaire. Presence, 7(3), 225–240. 

Wu, H. K., Lee, S. W. Y., Chang, H. Y., & Liang, J. C. (2013). Current status, opportunities and
challenges of augmented reality in education. Computers & Education, 62, 41–49.

This work is released under a CC BY license, which
means that you are free to do with it as you please as
long as you properly attribute it.

The Journal of Applied Instructional Design

18



The Journal of Applied Instructional Design

19


