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From Engagement
to Impact

Defining quality inimmersive learning

Immersive learning is gaining traction across classrooms, but
itsimpact remains inconsistent. As adoption grows, the key
challengeis nolongeraccess to technology, but confidencein
quality. Thisreport draws onlearning science and insights from
more than 500 educators to define what high-quality immersive
learning looks like in practice, and to provide a science-backed,
validated framework for evaluating it.
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Introduction

Immersive learning is gaining traction across classrooms of allages
and subjects. But as the field grows, a shared standard for the quality
of immersive learning has yet to emerge.

Thisreportintroducesimmersive learning and its six most common
modalities, presents ourresearch findings, and offers criteria
formeasuring the quality of immersive learning experiences. It
isaccompanied by two practical guides: one for educators who
incorporate (orwho are considering incorporating) immersive
learning into their practice, and another for the independent software
vendors who build these experiences.

More information on the guides is available at the end of this report.
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Immersive Learning
Won’t Scale on
Enthusiasm Alone

Immersive learning is no longer experimental,
but its impactisinconsistent.

The question facing many educatorsis no longer whetherimmersive
technologies can support learning, but which experiences are worthy of their
time, attention, and trust. What the field lacks is not content or enthusiasm,
but clear, research-grounded signals of quality. Asimmersive learning moves
from early adoption to broader classroom use, the next phase of scale will
depend on educators’ confidence in the quality of those experiences.

Inrecentyears, Immersive Learning via Extended well-established ‘DICE’ framework,* enabling
Reality (XR) tools like Virtual, Augmented, and experiences that are Dangerous, Impossible,
Mixed Reality has demonstrated clear utility across Counterproductive, or Expensive/Rarein the real
arange of contexts."?3 Students and teachers world, expanding access tolearning for students
praiseitsimpactinpracticalandinnovative use in classrooms who would have otherwise missed
cases, includinglanguage learning, science labs out.Inmany spaces, XRis transforming what

(e.g., dissectionandtitrations), literary immersion, learning looks and feels like, raising more complex
field trips, soft skills development/assessment, questions onapproachestoinstructional design
public speaking practice, andindustrial training and learning quality.

simulations. These use cases oftenalignto the



Defining immersive learning technologies

While most people tend to think of XR as high-tech virtualreality (VR) headsets, immersive
technology can take many forms, ranging from holographic displays to haptic (i.e., tactile)
gloves. Forthe purposes of this work, we’ve defined the sixmain types of immersive
technologies along with examples of educational use cases;

Augmented reality 6%5

Devices that digitally overlay information or
simulations on the environment

Example:

Science students point the camera of a
tablet at areal-life human body diagramand
see 3D organs appear onthe screen, allowing
them to explore anatomy interactively.

Virtual Reality o]

Headsets or otherhead mounted displays
that fullyimmerse the userin a simulated
environment

Example:

History students are “transported” to Ancient
Rome or the Secret Annex of the Anne

Frank house, experiencing environments
impossible or expensive to visitin person.

Mixed Reality @

Devices that merge the physical and digital
world by producing simulations onto objects
inthe real environment

Example:

Airtraffic controllers are able to practice
situational awareness fromhome as they
wear adevice that changes one of the
wallsin theirhome into a simulated window
overlooking the runway.

<
Virtual Worlds Q:

Interactive digital social spaces accessed
via desktop

Example:

English/language arts students inhabit
arecreated literary universe, interacting
with characters and artifacts to explore the
culture, politics, and daily life of the era.

<
Holographic Displays  N;

3D displays and/orwall-to-wall screens

Example:

Geology students use floor-to-ceiling wall
screens available in theirmedia center or
locallibrary to display animmersive, to-scale
map of tectonic plates shiftinginreal time,
allowing students to visualize continental
drift across millions of years.

Sensory Technology @

Devices that produce haptic, olfactory,
and/orsound as part of the experience

Example:

Surgical students use haptic gloves to
practice makingincisions and sutures,
receiving tactileresistance feedback that
simulatesrealtissue.




Thereal barrierisn’t
hardware: it’s time and trust

Beyondjustlooking futuristicinthe classroom, XR
iswell-liked as apedagogicaltool by the educators
whouseit: 90% of teachersinour surveyreported
that XR enhanced the quality of their students’
learning and 96% expressed positive sentiment
toward the technology.® Students also show

high levels of enthusiasm about engaging with
immersive technology with anotherrecent survey
finding that most (63%) teens express excitement
aboutXRintheirclasses.®

But enthusiasm alone does not drive adoption
orsustained use. Despite amarket that has
explodedto over 800 content providers, teachers
consistently cite the same friction points:
infrastructure gaps, usability challenges, and -
most pertinent to thiswork - the amount of time
required to find quality experiences worth bringing
into the classroom.”

Beyondtheirrole as educators, teacherswho

want to bring XRinto their classrooms needto act
as curators, technologists, reviewers, and quality
assurers to simply identify the learning experiences
that are truly worth their (and their students’) time.8
Thisistimethat today’s educators simply don’'thave.

Buttimeisn’tthe only obstacle. Teachers and
researchers alsoreportashortage of high-quality
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immersive learning contentin the field, meaning
that evenwhenteachersinvest the hoursto seek
outimmersive learning experiences, they may not
find what they need for high-quality instruction.
Teachers consistently must distinguish between
immersive experiences thatlookimpressive
andthose that areinstructionally/pedagogically
sound. This distinction matters, as experiences
thatincorporate learning science components like
intentional design or effective scaffolding are far
more likely to translate into meaningful learning.?1°

Ultimately, these bottlenecks of time and quality
content create compounding friction that prevents
many teachers from ever getting started with
immersive learning. Those bottlenecks, combined
with barriers around cost, space, technical support,
and professional development, present an
opportunity cost foreducators who are deciding
betweenanimmersive learning experience that
may deliver greaterengagement andlearning
value and a “tried-and-true” traditional learning
activity that may not offeras muchvalue, butis
easiertofindandimplement.

Understanding and signaling quality is therefore
emerging as a central challenge forthe next phase
of immersive learning adoption.

You want to use the technology, you want to do the cool
things. But if you have to spend 5 hours trying to find what
to use, thenyou’re probably out, because teachers just
don’t have time, especially inK12. §§

U.S. University XR Coordinator



Our Research

To address this challenge, we conducted a
multi-stageresearch project aiming to better
understandthe experiences of educators using
immersive technologies forlearning and to identify
signals of quality immersive learning experiences.

Ourimmersive quality research focused on
two key questions:

@ How are teachers and students
currently engaging withimmersive
learning experiencesin their classrooms?

@ What makes animmersive learning
experience high-quality?

Our goalwasnotonly to
understand current practice,

but to design a tool that would
identify research-grounded,
consistent signals of quality that
could support more confident and
efficient decision-makingin the
immersive learning space.




A Multi-Stage Approach
to Understanding Quality

To ensure both academic rigor and real-world relevance, we combined
substantial quantitative data, qualitative insights, and in-classroom testing.

This approach allowed us to connect
three perspectives:

@ Educator experience - how teachers select
and evaluate immersive experiences

@ Learning science - what theresearch tellsus
about how effective learning experiences are
designed

@ Implementationreality - howimmersive
experiences performinreal classroom contexts.

Thisworkis groundedin Pearson’s broaderapproach
to quality. Through the Global Quality Standards
Framework, Pearson defines quality learning as that
which delivers meaningful outcomes forlearners
underpinned by learning science, user experience, and
accessibility. These standards provide the foundation
forunderstandingwhat ‘good’ looks like across
contexts, including emerging areas such asimmersive
learning, while also affording quality indicators unique
to the field of XR.



Understanding the
current landscape

Inlate 2025, we administered a survey to
~500 secondary school teachers(grades
6-12inthe U.S.and key stages 3-5inthe U.K.)
who have usedimmersive technology in their
classroomsinthe last sixmonths.

This phase helpedusunderstand howteachers
currently use immersive technologyin

their classrooms, what barriers teachers
encounter,and how they define high-quality
immersive learning.

\_

This allowed us to ground theresearchin
real classroom decision-making: how
teachersbalance engagement, curriculum
demands, time constraints, and

perceived effectiveness when choosing
immersive tools.

)

Identifying signals
of quality

Building on survey insights and established
learning science research, we developed
adetailedlist of key criteria for quality
immersive learning experiences.

We then conducted a series of in-depth,
1-hourinterviews with:;

e Tl4teachersactively usingimmersive
learning experiences and

e 5Independent Software Vendor (ISV)
representatives workingin XR

Participants reviewed, challenged and
refined these criteria, providinginsightinto
how quality isinterpreted from both the
educatorand developer perspective.

p

Testing
in practice

Tounderstand how these quality signals
operateinreal-world contexts, we tested the
refined criteria acrossimmersive learning
experiencesimplementedin classroom
settings from primary to higher education.

Across these classroom tests,

e Educators andPearsonlearning science
experts evaluated experiences using the
criteria

e Teachers, andin some cases, students,
provided feedback on the experiences

e Results were compared and several
statistical tests were applied to assess
alignment and overall reliability of our
criteria




Key Findings on
Immersive Learning

Across all stages of theresearch, a consistent pattern emerged:
while enthusiasm forimmersive learningis high, the ability to identify
high-quality experiences remains fragmented, inconsistent, and
time-intensive.

Atthe sametime, there was strong alignment betweenlearning science principles, educator
judgement, and observed experience quality, suggesting thatit’s both possible and necessary
to articulate a shared, research-informed definition of what ‘good’ looks like. Four key insights
fromourresearchillustrate this:

1. 2.

Quality, not novelty, is Emotionally engaging

the deciding factor studentsis only the first step
Experiences must fit Ease of discovery is key
instructor purpose

10



1. Quality, not novelty, is
the deciding factor

Quality learning experiences must
drive outcomes.

Despite anabundance of content on the market,
ourteachers emphasized that quality is sometimes
hard to come by inimmersive learning. Whenwe
askedteachersto selectthe top three barriers

that prevent them from using XR more frequently
intheirteaching, the lack of relevant XR apps/
contentand concerns about the quality of the
content/experience were two of the most common
barriers.

Ouranalyses further suggest that finding quality
experiences makes areal difference whenit
comestoteachers’ perceivedimpact of immersive
experiences onlearning. Specifically, the quality
of anexperience was critical across the spectrum
of teacherswe surveyed (spanning grades and
subjects)andthat opinion held true regardless of:

() theirfeelings toward XR
@ the frequency with which they use XR

@ the number of devices available to
the classroom or teacher

@ their school type (e.g., public, private,
online)

() theirlevel of experience teaching
technology in the classroom

At atimewhereimmersive learning experiences are
flooding the market, teachers are hungry for quality
content that cuts through the noise and shows
promisinglearning gains.

11

Quality of instructional

XR tools varies greatly,
making it difficult to choose
trustworthy apps and
platforms.,,

U.K. Virtual/Online School Teacher




2. Emotionally engaging

studentsis only the first step

Educators need XR to not only

emotionally engage students but also to

drive real learning.

As studentengagementinschoolhasdeclined
overthe pastdecade,?immersive learning stands
outasanotable toolforreversing this trend. Our
researchtold asimilarstory: 76% of teachersin our
survey said they were prompted to use XR because

they were looking for new ways to
engage students.”

11

From my time using XRin
class, I’ve noticed students
jump rightinto learning

with this excited energy.
They move around, explore
things, and stay focused
longer than they usually

do. It feels like the lessons
stick with them because the
experience feelsreal. ,,

U.K. Secondary School Teacher
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Engagementinlearningis multifaceted and can
take different forms:™

Affective (oremotional) engagement
captures students’ emotional responses
inthe classroom, both positive and
negative, including interest, boredom,
confusion, excitement, and frustration

Behavioral engagementinvolves
participationinlearning and academic
tasks and includes things like asking
questions, contributing to a group
discussion, and following instructions

Cognitive engagement refers to effort
thatis strategically directed toward
learning and mastery in a self-regulated
way

Andwhile engagementis critical forimproved
academic outcomes,’®engagement aloneisnot
what determines whether experiencesremainin
regularclassroomuse.

The educators we spoke to also stressed that
quality learning experiences must go beyond the
initial thrill (i.e., novelty effects) thatimmersion
offers. Forexample, when decidingonan
immersive learning experience, anticipated
engagement from students was the second most
commonlyreported factor(reported by 52%

of respondents), eclipsedinimportance by the
relevance of the content to the learning goals or
objectives (55% of teachers).



of teachersin our survey said

they were prompted to use XR
because they were looking for
new ways to engage students.

13



3. Experiences must fitinstructor purpose
Learning experiences are only as good as their stated purpose.

To ensure learning and engagement go handinhand, itis vital that teachers
identify the core purpose(s) of using XR in the classroom, prior to selecting and
implementing the immersive activity. They should consider, forexample, if the
experienceis meanttointroduce students to anew concept (e.g., providing
animmersive experience that takes students to the surface of the moon
priorto ascience unitonspace) or perhaps to facilitate practice (e.g., basic
conversationin aforeignlanguage afterlearning key words and phrases).

14



Throughout ourresearch we identified six key purposes

that animmersive learning experience might serve:

Introduction of
new concepts

XRmay beusedtointroduce
studentstonew concepts,
vocabulary, systems, or
relationships by making
abstract orcomplexideas
more concrete oraccessible
through visualization,
simulation, interaction, or
guided exploration.

Experience-based
exploration and
simulation

XRexperiences canallow
learnersto explore and
interact withphenomena,
systems, orscenarios
thatarerare, dangerous,
expensive,inaccessible, or
impossible to experience
firsthand. These mayinclude
simulations, role-based
scenarios, and perspective-
taking experiences. XRcan
alsobeusedtocreateaccess
to experiences thatwouldbe
otherwise unattainable due
toinequalitiesinresources.
Teachers oftenuse XRin this
way to provide opportunities
forreducing anxiety, building
confidence, orincreasing
empathy through “direct”
experience.

Applicationand
practice

Experiences may provide
learners with opportunities
toapply knowledge and
skillsthrough authentic tasks,
problem solving, or decision-
making within arealistic, yet
safe,immersive context.
Thisencourages early
exposure and orientation
priortoengagementin “the
real-world” and/or creates
opportunities forstudents’
immersive practice to transfer
toreal-world performance.

Supplement or
extend learning

Immersive experiences may
be usedto extendlearning
beyond coreinstruction,
bringing learning tolife by
offering deeperexploration,
enrichment, or alternative
perspectives onatopic,
oftensupportingtransferand
long-termunderstanding.

Complement core
instruction

XRcanbeusedconcurrently
withinstruction(e.g.,lectures,
discussions, readings)to
reinforce concepts, support
activelearning, correct
misconceptions, and
deepenunderstanding as
studentslearnnew material.

Assessment

Finally, XRcanbeusedto
allow holistic, dynamic,
orperformance-based
assessment of knowledge
orskills, going beyond
traditional multiple-choice
tests oressays.

Many experiences
can serve more
than one purpose,
increasing their
versatility.

These purposes connect
learning science with
classroomimplementation,
helping educators move from
asking “What do students
dointhis experience?” to
“How do studentslearnin this
experience?”

Whenteachersand
software vendorsidentify
the purpose(s)up front,

they ensure thatimmersive
experiences surpass student
engagementandtranslate
intoreal, quality learning
outcomes. Thisleads usto
ourfourth andfinal takeaway
around ease of discovery.

15



4. Ease of discovery is key

Inourresearch, we found that among XR users, the single biggest
predictor of how oftenteachers use XRishow easyitistofind
experiences that fit their curriculum. We know that teachers who use
XRreport spending anundue amount of time and effort to sift through
many different learning experiences; we also know that this time and
effortis a deterrent formany teachers who are even considering
getting started with XR. It has become clear that atool that can help
teachers and ISVs identify quality learning experience is needed and
that this tool must be grounded inlearning science.

11

It’d be really nice to have alabel that says ‘thisis a good
use, thisis how it could be used, and this is what’s good
aboutit. Because there are millions of XR experiences
outthere. §y

U.K. School Teacher




The path to identifying the
components of quality
immersive learning

To address this gap, we developed the Criteria
forlmmersive Learning Quality (CILQ), alearning
science andresearch-informedrubric for
evaluating and signaling the quality of immersive
learning experiences. The CILQ establishes
asharedlanguage for quality and aims to

enable betterlearning designby ISVsand more
confident decision-making foreducators.

Pearson’s Learning Design
Principles and immersive learning
research were our foundationfora
firstdraft of the CILQ.

©

We gathered several rounds of
feedback from educators and
ISVs to refine the draft and create
anupdated CILQ rubric.

©

A team of learning scientists and
educators used the CILQ rubric to
rate real learning experiences.

©

We conducted several statistical
tests on theratings to assess the
reliability of the CILQ rubric.

©

We used the culmination of data
to further drop, add, orrefine
components.

17



Core components of the
Criteria for Immersive
Learning Quality (CILQ)

The CILQ identifies six core dimensions of
high-qualityimmersive learning experiences:
Eachcomponentis groundedinlearning science
based ondecades of research onwhat makes for
effectivelearning.

Holistic XRValue: @ @

The experience takes \ ’
advantage of XR’s k ‘J

potential for experiences

that are impossible orunattainable
inthe real world due to physical,
financial, time, or other constraints.

4 R

Learning science foundation:

Learningis engaging andimpactfulwhen
an activity provides new perspectives
and authentic opportunities forlearners
to experience contentin a multisensory,
interactive, and emotionally salient way.

Learning Goals
& Intention:

The experience clearly
communicates what
learners will explore and
what they are expected to
know orbe able todo asan
outcome of the experience.

Learning science foundation:

Clear,measurable learning objectives
form the foundation for guiding learners
toward defined outcomes and ensuring
transparency andrelevance.

@ Pearson Learning Design Principle:
Objective Design

-

Pearson Learning Design Principle:
Authentic Learning

@ Pearson Learning Design Principle:
K Active Learning, Memory, & Practice
[

Pearson’s Learning Design Principles are a
set of summaries of the scientific literature
onthe cognitive neuroscience of learning.
Each Principle explains the research behindit,
including why it matters to learning and how
to apply the Principle for quality learning.

18
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__ I
Instructional &
Support &
Scaffolding: «\

The experience helps the
learner develop understanding
and knowledge through
appropriately challenging
learning opportunities that
build with support.

Learning science foundation:

Learningis most effective when tasks are
challenging enough to require effort but
achievable with adaptive support that gradually
decreases as learners build competence.

@ Pearson Learning Design Principle:
Desirable Difficulties & Scaffolding

Pearson Learning Design Principle:
@ Developing Understanding)



https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Authentic-Learning-summary.pdf
https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Authentic-Learning-summary.pdf
https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Active-Learning-Memory-and-Practice-summary.pdf
https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Active-Learning-Memory-and-Practice-summary.pdf
https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Objective-Design-summary.pdf
https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Objective-Design-summary.pdf
https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Desirable-Difficulty-and-Scaffolding-summary.pdf
https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Desirable-Difficulty-and-Scaffolding-summary.pdf
https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Developing-Understanding-summary.pdf
https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Developing-Understanding-summary.pdf

Cognitive
& Physical
Engagement:

The experience is more active
than passive, involving hands-
on activities and continuous
cognitive involvement and
decision-making.

Accessibility & \/
Safety: ’

The experience provides
modifications for
accessibility and provide
a safe environment for the
intended user group.

Learning science foundation:

Learningis more impactful, meaningful,
andlastingwhenlearners are actively
involved in constructing theirown
knowledge and understanding.

Learning science foundation:

Learningis designedtoreachas many
learners as possible by providing access
tolearners with avariety of sensory and
cognitive needs.

)

@ Pearson Learning Design Principle:
Active Learning, Memory, & Practice

-

/

Experience
Design &
Cognitive Load:

The experienceisclear,
manageable, and coherent,
providing appropriate learner
onboarding and user controls
that minimize cognitive load.

Learning science foundation:

Effective learning designfocuses attention
on essential content and minimizes
extraneousinformationtoreduce
unnecessary cognitive load, while promoting
connections that enhance understanding.

@ Pearson Learning Design Principle:
Attention & Cognitive Load

\_

In addition to the sixcomponents above, there
are other “non-core”, quality components that
animmersive learning experience might offer
andthus, canreceive ratings on:

e Assessment

e Practice & Mastery

e Feedback

¢ Reflection & Meta-Cognition

e Adaptivity & Personalization

e SocialLearning & Collaboration
¢ Non-Player Characters

These components uniquely serve various
learning purposes, as opposedto the sixcore
components which serve all learning purposes.
We outline these in more detail in Appendix A.
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https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Active-Learning-Memory-and-Practice-summary.pdf
https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Active-Learning-Memory-and-Practice-summary.pdf
https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Attention-and-Cognitive-Load-summary.pdf
https://www.pearson.com/content/dam/global-store/global/resources/efficacy/evidence-about-learning/Pearson-Learning-Design-Principles-Attention-and-Cognitive-Load-summary.pdf

‘ Immersive learning succeeds
at scale when there is a shared
understanding of what quality

looks like in the classroom. J)




Looking Ahead

Extendedreality (XR) isreshaping what's possible in the classroom,
having moved from a novelty to a credible and promising pedagogy that
educators and students alike are excited for.

With that maturity and enthusiasm comes the new challenge of scalability. Immersive learning
succeeds at scale when thereis a shared understanding of what quality looks like in the classroom.

Groundedinlearning science and informed by data from teachers, students, ISVs, and immersive
experiences, thisresearch has helped to define the core components of quality immersive learning.

Indoing so, we contribute to a more shared, evidence-informed understanding of what high-quality
immersive learning looks like, providing a foundation for more effective decision-making across the
immersive learning ecosystem.

Because whenimmersive experiences are high quality, learning moves from engagement toimpact.

) 4 Thisreportis accompanied by two guides meant to empower
- Q ~ those closest toimmersive education:
/ AN
L 4
Educator Guide: Created to supportteachersinselectingand
implementing high-quality immersive learning experiences, no
matter their experience level with XR.

Independent Software Vendor Guide: Created to supportvendors
in creating orrefiningimmersive experiences so that they meet
quality standardsinformed by learning science.
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Appendix A

Inaddition to the six core components, immersive learning experiences can
also be evaluated on the following optional components, though they are

notrequired for quality learning to take place:

Component

Learning Science Foundation

Assessment: The experience provides learners with
multiple, well-aligned opportunities to demonstrate
learning, supporting the developmentand monitor-
ing of mastery overtimeinrelationtolearning goals.

Effective assessments, groundedinevidence-cen-
tered design, use clearly defined models to collect
valid, reliable evidence of learning progress, guiding
bothinstructionandlearneroutcomes. (Pearson
Learning Design Principle: Assessment & Evi-
dence-Centered Design)

Practice & Mastery: The experience provideslearn-
erswithmultiple, well-aligned opportunities to
practice applying skills orknowledge in alow-stakes,
supportive environment, with the goal of achieving
progress toward mastery.

Learningis strengthened through deliberate, spaced,
and variedretrieval practice that challengeslearn-
ers appropriately while providing feedback to build
fluency andlong-termretention. (Pearson Learning
Design Principle: Active Learning, Memory & Practice)

Feedback: The experience should provide timely,
actionable feedback aligned withlearning objec-
tives that explainslearner performance and supports
reflection.

Feedbackis most effective whenit provides timely,
specific, actionable informationthat helpslearners
close gapsinunderstanding, regulate theirlearning,
and make progress toward goals. (PearsonLearning
Design Principle: Feedback forLearning)

Reflection & Meta-Cognition: The experience
should encourage self-regulatedlearning to make
learning more effective and to be the most beneficial
forlearnersintheirlifelonglearningjourney.

Learningis enhanced whenlearners actively mon-
itor, evaluate, and adjust theirunderstanding and
learning strategies throughreflectionand metacog-
nitive practices. (Pearson Learning Design Principle:
Self-Regulated Learning & Meta-Cognition)

Adaptivity & Personalization: The experience should
adapttotheindividual knowledge, ability level, or
performance of thelearnerand provide personalized
progression paths.

Personalizedlearning uses adaptive systems to tailor
content, feedback, and support toindividual learners’
needsinrealtime, creating efficient, engaging, and
self-directedlearning experiences. (Pearson Learn-
ing Design Principle: Personalized Learning & Adap-

tive Systems)

Social Learning & Collaboration: The experience
should leverage social and collaborative learning to
increase motivationand feelings of belonging.

Learningis enhanced whenlearnersinteract, share
ideas, and co-constructknowledge in supportive,
inclusive environments that fosterbelonging and col-
laboration. (Pearson Learning Design Principle: Social
& Collaborative Learning)

Non-Player Characters: Characters, avatars, or
agentsinthe experience are designed to support
learning, provide feedback, or provide opportuni-
ties forcollaboration. Interactions withnon-player
characters are naturalistic, yet purposeful,improving
guidance or feedback.

Ifimplementedintentionally, non-player characters
are aunique component of XR that canbe usedfor
simulating Social Learning & Collaboration, Feed-
back, and/or Scaffolding.
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Thisisjust the start of the conversation. We'd love
to hearabout your experiences usingimmersive
technologies forimpactful learning. We welcome
your thoughts and feedback.

Reach out to us at efficacy@pearson.com

Learn more at
pearson.com/efficacy.learning-evidence.html
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