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Concept Overview

Background
George Mason University’s Learning 
Support Services (LSS) unit is currently 
building an XR lab which will allow faculty 
to gain hands-on experience with XR 
technologies for education. XR refers to 
cross reality or extended reality and 
extends the gamut of virtual, augmented, 
and mixed reality environments. 

Source: Softengi

https://softengi.com/blog/the-future-of-community-media-is-extended-reality/


Concept Overview (cont.)
Challenge
● Lab expected to offer various equipment including Oculus headsets and VR stations
● Many faculty have little to no experience with XR

○ Perceived gap in the knowledge and skills needed to properly handle the 
equipment and how to apply these innovative technologies within learning 
environments

Proposal
● Establish a certification process for faculty interested in utilizing the XR lab’s 

resources
○ This project will only focus on the faculty training; student training will be on 

hold for future development



Concept Statement
To be a leader in the increasingly popular remote and online learning 
space, George Mason University (GMU) aims to promote greater 
digital literacy and to support the introduction of cutting-edge learning 
technologies. As such, the GMU Learning Support Services (LSS) unit 
is building an XR lab to educate faculty on the instructional capabilities 
of this technology. Once launched, faculty will require proper usage 
training to utilize the lab space and its equipment.

We are seeking solutions to create instruction to foster faculty buy-in 
for the XR learning technologies, along with in-person certification to 
ensure proper usage of the equipment. Through our research and data 
elicitation, we hope to understand faculty’s needs and the experience 
of SMEs in order to create an effective, sustainable training/ 
certification path for faculty wanting to utilize the XR lab.
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Usage Research Questions

How can we establish 
faculty buy-in for XR as an 

educational tool?

What is the 
best way to 

train faculty to 
properly use 
tech tools?



Full Interview Question Set



Participants
Internal Interviewees

1 GMU SME - Instructional 
Technologist

2 GMU Faculty (Learners) - Both 
familiar with XR tech

External Interviewees

SME from Stevens Institute of 
Technology - XR Lab Manager 
and Senior Instructional Designer



Interview Recruitment Plan
Hybrid approach to interviews: In-Person and Zoom

● GMU SME 
○ Sid maintained communication with GMU SME as they’re coworkers

● GMU Faculty (Learners)
○ Reached out to GMU SME for faculty and other Blackboard 

administrators who have expressed interest in XR
● External SMEs

○ Reached out to GMU SME for relevant contacts at other universities
○ Conducted desk research for universities with established XR labs 

and contact SMEs for informational interviews



Research Ethics & Data Sources

Maintaining & Storing Data Sources
● Each interviewee assigned a unique ID which was logged in a spreadsheet
● Participant contact information stored in a separate spreadsheet
● Recordings, transcriptions, and other raw data stored in Zoom, Kaltura, and 

Google Drive (will be deleted at the conclusion of the Spring 2023 semester)

Consent & Data Collection
● Consent form provided in advance via email, must be signed
● Verbal description of ethics at the beginning of the interview
● Recording permissions included in consent form
● All data was anonymized
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Initial Insights

Strengths
● Students are often 

innovative in their 
utilization of XR tech 
and enjoy using it

● Can start with simple 
XR tools that are 
widely available

Challenges
● Wide range of 

faculty’s familiarity 
with XR tech

● Many constraints to 
consider (e.g., cost, 
time, staffing)

Opportunities
● Demonstrate value 

add to faculty
● Create fun and 

simple learning 
experiences

● Leverage remote 
elements to 
supplement 
in-person training
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Faculty
User Story 1
As a professor, I want training for XR technology 
to fit into my already busy schedule so that I 
don’t have to sacrifice the quality of my teaching 
or research to learn a new technology.

User Story 2
As a professor, I want to be able to access 
support in the form of one-on-one consultations 
to tailor the use of XR towards appropriate 
course concepts and learning goals.



Instructional Technologists 
User Story 3
As an instructional technologist, I want to be 
able to appropriately support the volume of 
instructors wanting to use the space and 
learn in a way that does not overwhelm my 
schedule and other commitments.

User Story 4
As an instructional technologist, I want to 
ensure training is easily accessible and 
requires little in-person guidance so I can 
enable faculty members to utilize XR on 
their own.



Students
User Story 5
As a current student, I want my instructor to utilize 
new and emerging technologies so I can engage 
more deeply in courses, and utilize it for creative 
problem-solving. 

User Story 6
As a prospective student, I want to go to a 
university that supports XR technology so that I 
am able to leverage innovative skills in my 
personal goals and the workforce after graduation.



Stakeholders

User Story 7
As an external stakeholder, I want 
GMU to utilize and showcase XR 
technology to prove the university's 
commitment to innovation and 
learning. 

User Story 8
As an internal stakeholder, I want the 
university to be a leader in teaching 
and learning so that we can attract 
more students, funding, and 
recognition.



Overall Insights
Key Design Requirements
● Faculty and Instructional Technologists have competing priorities with 

regard to how much individualized attention should be provided
● However, they agree that initial training shouldn’t take much time 

away from their daily tasks

Additional Considerations
● Student and Stakeholder interests showcase potential motivating 

factors for faculty to learn and demonstrate their new skills in XR, and 
will inform some of our future training and faculty buy-in tactics



CREDITS: This presentation template was 
created by Slidesgo, including icons by Flaticon 

and infographics & images by Freepik

Thanks!

http://bit.ly/2Tynxth
http://bit.ly/2TyoMsr
http://bit.ly/2TtBDfr

