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Agenda

Introduction: Basic terminology
Immersive technologies: educational potential at a glance
Examples of experiences we had in VET
Outlook and Take home message







AR VR360° (H)Video

Basic terminology: the Virtuality continuum
(Milgram & Kishino, 1994)



Basic terminology: the XR characteristics

Interactivity PresenceImmersion



Instructional advantages
AR: Akçayir & Akçayir, 2017; Bujak et al., 2013; Chen et al., 2017; Garzon et al., 2021; Jetter et al., 2018; Radu, 2014; Sirakaya & Sirakaya, 2020
VR: Allcoat et al., 2018; Hamilton et al., 2021; Huang et al., 2020; Jensen & Konradsen, 2017; Kaplan et al., 2021; Li et al., 2018; Wu et al., 2020

• Motivation and satisfaction
• Engagement and collaboration
• Learning outcomes (both physical and cognitive dimensions)
• Error rates reduction
• Time and cost saving



Disadvantages
(e.g., Akçayir & Akçayir, 2017; Bacca et al., 2014; Bujak et al., 2013; Chen et al., 2017; Jetter et al., 2018; Lee et al., 2019; Moro et al., 2021; 
Park et al., 2019; Radu, 2014; Wuller et al., 2019)

• Technical issues (e.g. perfect overlapping, response rate, 
graphical resolution,…)

• Content development is difficult
• Costs (HW, SW development,…)
• Usability and Cybersickness



Top affordances

















Top affordances per each technology

VR: Accessing not-accessible / dangerous phenomena
(in time and space, micro and macro)
Visualizing abstract concepts / complex spatial relations

360°V: Accessing dangerous / not-accessible phenomena
No development required

AR: Handle and manipulate things
Making the invisible visible



What about VET?
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Video 360°

Desktop Handheld Immersive
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Take home messages



Take home messages

• Facilitating conditions: infrastructures necessary but not 
sufficient conditions

• Combine instead than substitute
• Give your learners a generative role
• Need to train teachers and instructors! – knowledge, skills, 

and… attitudes
• Design matters (to avoid deskilling too)



INFRASTRUCTURE









Thanks!
alberto.cattaneo@suffp.swiss
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