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Abstract: The current paper substantiates the effectiveness of immersive learning applications for
youth. Emphasis is placed on the fact that the “immersion” of students can be carried out not only
through virtual and augmented reality but also in any constructed environment that provides any
“immersion” in active and interactive teaching methods. A bibliometric analysis was conducted for
the “immersive learning” search query to identify keywords and phrases’ main clusters and their
relationships. Based on the bibliometric analysis, the concept of forming an immersive learning model
based on a sequential transition between the “dimensions” was formed. The model is developed
considering the degree of involvement in the learning scenarios. A multidimensional classification
model for immersive learning tools is proposed. A university case of building an immersive learning
environment as part of the “electronic university” information system is presented. A technological
solution is proposed for evaluating the effectiveness of testing immersive learning tools.

Keywords: immersive university; bibliometric analysis; instruments; testing; model

1. Introduction

Sustainable development is becoming one of the most crucial development concepts
these days. Virtually all over the world, this approach is receiving unprecedented ac-
ceptance; unsurprisingly, as it is based on the most critical aspects of everyday life at all
levels—from local to global. Society 5.0, which the Japanese government proposed in
2016, is embedded in the sustainable development idea. It assumes the emergence of a
sustainable human-centric society. Its characteristic feature is a higher level of convergence
between digital reality and the real world, which significantly facilitates the embedding of
cyberspace in the real world [1,2].

Information and communication technologies have significantly changed how people,
societies, economies, and organizations, including universities, function. Sustainable
development goals are to provide quality education for all and promote lifelong learning.
Adapting the educational system to Society 5.0 requires open, adaptive, interoperable
educational resources that enable the use of educational facilities and engage students in
the learning process.

An electronic university is no longer something new in educational practice; however,
it requires the creation of new tools to attract students to effectively master the skills
demanded by society and the job market. Students enroll in university to study (self-
educate), and the university actively uses models that allow students to complete this
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task: the “flipped” class technology [2] and models such as “Flex” [3], “Rotation” [4],
“Positive-U” [5], and others.

It should be noted that students, like other young people, are addicted to their gadgets.
Millennials spend an average of 2.5 h on social media [6]; according to other sources,
teenagers use an average of nine hours of entertainment media per day, and then [7] spend
nine hours a day with digital technology [8]. Thus, the effective self-learning of students
is also connected to devices. It is necessary to “immerse” students in an educational
environment that fits their comfort zone. Although acquiring new skills is associated with
leaving one’s comfort zone, the first step to it is precisely in line with young people’s
gadgets. In addition, under lockdown conditions, the role of gadgets in the educational
process has increased significantly [9,10]. Gadgets have turned from technical means of
processing information into tools for obtaining the skills necessary for the “socio-economic”
growth of the individual.

Immersive learning technologies are rapidly entering universities’ educational activi-
ties [11–13], and this is noted in the significant number of papers [14–19]. However, despite
the widespread use of immersive technologies, the definition of “immersive learning”
remains open.

Immersion is a concept used in many sciences and practice fields. It denotes the
complete immersion of the user in a virtual environment. It is so realistic and convincing
that the person feels as if they are actually in that environment. Immersion is often
associated with virtual reality (VR) technology, in which the user moves and interacts
with other objects using special equipment (such as VR goggles and motion controllers).
Immersion can be used in various fields, such as education, training, medicine, architecture,
design, and entertainment.

In an educational context, immersion allows students to learn interactively in a more
accessible and engaging way. According to Brown and Cairns, immersion is a psycholog-
ical process that consists of three levels: (1) engagement, (2) engrossment, and (3) total
immersion [20]. In this education process, stage one involves engaging the student in
learning by determining their preferred instructional method and where they will best
acquire knowledge. The engrossment stage involves getting the student interested in
the educational material and emotionally attached to a particular method of acquiring
knowledge. The process culminates with total immersion, the feeling of belonging to a
virtual education world. The student delves into the subject so that he loses his sense of
time and space, and his attention is focused exclusively on the task or activity. In this way,
he assimilates the transmitted knowledge seamlessly.

The authors of [21] note that “immersive learning is an experiential training method-
ology that uses virtual reality to simulate real-world scenarios and train employees in a
safe and engaging immersive training environment”. This simple definition limits the
list of immersive learning tools. Other definitions expand the list of tools by adding
augmented reality, mixed reality, gamification elements, and other interactive activities.
However, in our opinion, the definition taken from [21] should be considered the most
accurate—“immersion learning refers to any education approach that teaches by placing a
student directly in an environment”. This definition significantly expands the range of “im-
mersion” tools and does not exclude any approaches to knowledge and skills transfer from
the list of immersive technologies. This definition is not about tools but about approaches in
which one can use any tools that are suitable for a particular situation. “Immersive learning
environments are learning situations constructed using various techniques and software
tools, including game-based learning, simulation-based learning, and virtual 3D worlds.
ILEs are distinguished from other learning methods by their ability to simulate realistic
scenarios and environments that allow learners to practice skills and interact with other
learners” [22]. Thus, the immersive learning model is based on practical cases implemented
by simulating various scenarios. It is vital that scenario simulation can take place not only
in the electronic environment but also in the real world.
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In this paper, the authors propose a multidimensional classification of immersive
learning tools as elements of an immersive university, the functioning of which also involves
testing the effectiveness of each tool. An immersive university is not limited to tools for
immersion in virtual worlds but should also use on-site scenarios for practical cases.

2. Theoretical Background

We used the scientometric databases Scopus (Scopus database) and Web of Science
(Web of Science database) for bibliometric analysis. The bibliometric analysis tool is
VOSviewer (VOS).

The bibliometric analysis was conducted as follows. In the first stage, over 24,000 articles
were found using the keyword “immersive” in the Scopus database. The need for more
specification for immersive technologies’ application in a particular field of knowledge
(including educational activities) is due to the presence of interdisciplinary research in
this field. Subsequently, the following restrictions on the search query were introduced:
knowledge field: “Social Sciences”; the first thousand articles by the number of citations
for the period 2010–2021; keywords (phrases) in the search results must be mentioned at
least ten times.

The limitation of the field of knowledge allows us to observe the growing interest in
using immersive technologies (Figure 1), including in the educational process. This fact will
be demonstrated based on the analysis of the keyword “immersive”. The interdisciplinarity
mentioned above is displayed in Figure 2.

After applying restrictions on the search query, a list of about 4700 articles was ob-
tained, of which the first 2000 most cited were selected for analysis. The keyword map for
these articles is shown in Figure 3.

An analysis of the elements of the keyword map was carried out to identify the
relationship between keywords and to highlight individual clusters of topics. The analysis
is bound to determine the following:

(1) The place of immersive technologies in the educational process;
(2) The main tasks of immersive technologies in the educational process;
(3) The general structure of the immersive learning environment;
(4) The “composition” of immersive learning tools.
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As can be seen from the data in Figure 3, the educational process has been signifi-
cantly digitalized over the past few years, and learning tools from planar methodological
materials and volumetric live communication with the teacher are partially moving to
newly constructed worlds, places of “immersion”. This cluster reflects not only the place of
immersive learning in the educational process but also demonstrates immersive learning
tools. Immersive technologies in education are a broader concept than the simple use of
virtual and augmented reality, as seen in this cluster.

The results of the research [23] allow us to expand the list of keywords related to
immersive learning:
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• Game-Based Learning;
• Educational Games;
• Gamification;
• Augmented Reality;
• Authoring Tools;
• Online Learning;
• Social Presence;
• Virtual Worlds;
• Virtual Learning Environment;
• Pedagogical Support;
• Educational Process;
• Professional Competence.

The next cluster (Figure 4) demonstrates the primary function of the educational
process in general and immersive learning in particular: decision-making and actual
student-involved development of the skills employers need. If we talk about a specific set
of skills, then we can distinguish the following [24]:

• Evaluation and analysis of information;
• Critical thinking;
• Quantitative, analytical, and strategic thinking;
• Curiosity and imagination;
• Creativity;
• Emotional intelligence;
• Innovation and creative skills;
• Personal responsibility;
• Comprehensive multi-level solution of problems;
• Forming one’s own opinion and decision-making;
• Customer orientation;
• Negotiation skills;
• Mind flexibility;
• People interaction;
• Management capabilities.
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We derived the question: Why must one “immerse” into training? This answer is: to
enhance skills. In this case, immersive learning should expand its toolkit, as shown in the
cluster in Figure 5.
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As noted in the literature [25], the essential attribute of immersive learning is the
virtual learning environment. The following cluster (Figure 6) confirms this fact.
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In the second stage of the bibliometric analysis aimed to expand the list of immersive
learning tools, more than 17 thousand articles were found in the Web of Science database
for the keyword “immersive”. Subsequently, the following restrictions on the search query
were introduced: knowledge field: “education”; the first thousand articles by the number
of citations for 2010–2021; keywords (phrases) in the search results must be mentioned at
least ten times.

The results of building a keyword map are shown in Figure 7. The keyword map was
not divided into clusters but only analyzed to complement the immersive learning tools.

An additional analysis of the popularity of search queries corresponding to the research
direction of this work was also carried out using the Google Trends product [26] (Figure 8).
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Thus, the results of the bibliometric analysis made it possible to draw the following
conclusions acting as problems in the current paper:

1. The immersive learning model requires expanding the list of tools.
2. The immersive learning model requires systematization in terms of the tools’ descriptions.
3. A structural and logical model of an immersive university and some cases of its

elements should be proposed.
4. The model of an immersive university requires a unit for testing the effectiveness of

the tools used.

The formulated problems correlate with general trends in the development of educa-
tion and in ensuring its quality in terms of achieving sustainable development goals [27,28],
digitalization of education [29–31], knowledge management [32], education quality as-
surance systems [33–35], and external assessment of the university educational system
positioning [36–40].
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3. Research Objectives, Methodology, and Data

Considering the literature review results and bibliometric analysis, the article aims to
propose a model of an immersive university that encompasses the learning techniques of
various engagement levels. The objectives of the presented research include the formulation
of the concept of immersive educational tools’ collection classification and usage which, in
turn, allows higher education institutions to develop a competitive toolkit for the modern
higher education landscape. The design of the study consists of the following research
activities: (1) describe “Immersive University” as an information system with all necessary
attributes and identify immersive educational scenarios’ place in the current information
system; (2) propose a versatile method to assess the engagement levels of various levels
of immersion; (3) present cases that demonstrate the effectiveness of the application of
nD-immersion concept in an actual educational environment.

In order to systematically describe the immersive university model, we use a UML
component diagram to present the immersive university as an information system. Clas-
sification of immersive educational instruments is given using the authored concept of
nD-engagement levels.

The behavioral study design is proposed as a technique to evaluate the effectiveness
of immersive learning instruments. The study design as a deliverable of the current article
poses particular interest for immersive education practitioners since it can be transferred to
any external agency, allowing behavioral studies and presenting management with precise
analytics on the effectiveness of immersive learning innovations.

The case study method illustrates the nD-immersion concept and the “electronic uni-
versity” information system. We present examples of innovative learning tools successfully
approbated at Sumy State University, which fall under the proposed classification.

4. Results and Discussion

In order to describe the model of an immersive university, it is necessary to introduce
some explanations:

1. Immersive university is a part of “university in a gadget” concept. However, an
immersive university in a gadget is not a guide app but a set of tools including
augmented reality apps, 360 video apps, VR supplements, necessary gaming mobile
apps, etc. (Figure 9).

2. The Immersive Learning Environment is part of the e-learning environment, not
something that exists independently. In addition, the Immersive Learning Environ-
ment goes beyond e-learning as the scenario of practical case implementation can be
realized in the real world.

3. The immersive university is a set of tools and scenarios, but one can use all the tools
simultaneously (Figure 10).

4. The immersive university is not only the constructed worlds but also the methods
based on which these worlds are constructed (Figure 11).
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We propose the following classification of immersive education tools:
1D-immersion—verbal experience transfer, creation of scenarios (designs) of the edu-

cational environment, including those engaging students;
2D-immersion—existing scenarios for creating an immersive space in the virtual or

real world;
3D-immersion—three-dimensional training models;
4D-immersion—AR+, on-site role-playing games;
5D-immersion—full-scale VR;
nD-immersion—gamification in the virtual world, created and dynamically changing

directly during the game.
Below are examples of immersive learning tools in authored courses focusing on

academic integrity according to the proposed classification. It should be noted that the
maximum efficiency of “immersion” can be achieved by combining different tools in
different periods. Therefore, the description of the tools is carried out in blocks with
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the allocation of several “dimensions” (however, not additive) per the classification
proposed above.

Students’ motivation increases with the application of interactive teaching meth-
ods, interactive approaches, and “anti-standardization” of involving students in a
complex environment.

A set of electronic tools is used for multi-level popularization of academic integrity
for entrants and students, which can also be successfully used for the professional de-
velopment of teaching and research staff. The complex includes a massive open online
course, “Academic Integrity: Challenges, Actions, Success Stories” (Figure 12), a book
with augmented reality elements, “Academic Integrity for Quality Education: An Open
Conversation on Fair Learning” (Figure 13), and a series of posters on academic integrity
with elements of augmented reality (Figure 14).
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The method of educational activities’ gamification is widely used at all levels of edu-
cation. Two types of gamification can be used: gamification in a natural environment using
different approaches (role-playing games, “pirate meeting” in brainstorming, etc.) and
gamification in a virtual environment using different platforms in which the educational
process is embedded. The second type of gamification is becoming more widespread due
to the development of various games with a predetermined set of tools to implement the
user’s scenario. At the same time, an exciting approach to gamification is the integration
of approaches from the natural environment into the virtual environment, and this works
with students not within a fixed predesigned scenario but in dynamically changing cir-
cumstances. It is possible to implement such a combined approach with the help of the
Minecraft game (Figure 15).
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Choosing an appropriate immersion instrument with a certain dimensionality (nD)
might pose a challenge. One must possess a methodology and equipment to evaluate
immersion tools’ effectiveness and assess the implementation’s expediency. One of the
possible solutions to this challenge is to use behavioral studies engaging proper equipment
and software. We propose to use iMotions 9.3 software (software packages used: iMotions
Module-CORE, iMotions Module - Screen-Based Eye Tracking, iMotions Module—GSR,
Affectiva AFFDEX 5.1, Denmark) with a Tobii Pro Nano eye-tracker (Sweden) and Shimmer
3 GSR+ Kit sensor (Ireland). This combination allows us to conduct full-scale behavioral
studies and evaluate immersion instrument effectiveness.

In Figure 16, we propose an experimental design to test the hypothesis “nD-immersion
application enhances student involvement in the learning process compared to (n − 1)D im-
mersion”. While conducting similar experiments for each immersion class, we can then build
up the understanding of advisability of switching to the next dimensionality of immersion.
The current study design can be directly used in the abovementioned behavioral lab setup
with minor clarifications such as stimuli formulation and participant selection.
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Using the deliverables produced in the experiment, we can formulate the immersive
university strategy regarding the engagement of new immersion tools and applications.

Multidimensional immersion and the opportunity for collaborative creation of edu-
cational scenarios allow students to be involved in improving the quality of educational
programs. The correct selection of immersion tools will allow educators to implement any
training course using interactive learning methods.

Example
“Puzzle” lecture
Each “live meeting” is formed from F2F, MOOC, VR, and AR+ blocks.
Element 1: “Flexible lecture”. In the F2F block, there is an opportunity to move from

one type of lecture to another, for example, “problem”–“obviously incorrect answers”–
“discussion” (skills: complex multi-level problem solving, critical thinking, forming one’s
own opinion, and making decisions).

Element 2: “Lecture-transformer”. In the F2F block, there is an opportunity to move
from lecture to practical class using active learning practices, MOOC, VR, and AR+ (skills:
creativity in a broad sense)

Element 3: In the F2F block, interactive learning is applied, “replacing” teacher–
student communication with student communication among themselves (skills: emotional
intelligence, customer orientation, negotiation skills).

Element 4: In the F2F block, the practice of “active games” is applied, for example, tasks
with handouts (skills: flexibility of mind, interaction with people, ability to manage people).

Implementation
Course: “Organization of scientific activity”.
Topic: “Research Integrity”
Duration: 80 min
Elements of the “puzzle” (in the sequence of use during the “live meeting”):

• Lecture with obviously incorrect answers→ lecture-discussion—15 min.
• Implement a practical case study from the author’s MOOC “Academic integrity:

challenges, actions, successful stories”—20 min.
• “Moving game”—definition of the algorithm for conducting scientific research and

the place of research integrity in this algorithm (cards for students), a transition from
active to interactive learning—15 min.

• Consideration of violations of research integrity using author’s posters with aug-
mented reality elements, discussion, and online games—20 min.

• Problem lecture—10 min.

To discuss the possible difficulties and problems associated with the usage of the
nD-immersion model, we present a risk management table addressing this issue (Table 1).

Table 1. Risks associated with usage of nD-immersion model and mitigation strategies.

Immersion
Level Risk Description Likelihood Impact Risk Level Mitigation Strategies

1D Miscommunication or misunderstanding
during verbal experience transfer Medium Low Medium Encourage active communication, provide

clear instructions and guidelines.

2D Technical issues with existing scenarios or
tools used to create immersive space High Medium High Regular maintenance and updates to software

and hardware, use of reliable and tested tools.

3D Difficulty in understanding or navigating
three-dimensional training models Low Medium Low Provide clear instructions and guidance, user

testing and feedback.

4D Safety concerns during on-site
role-playing games or AR+ experiences Medium High High Establish safety guidelines and protocols, provide

appropriate safety equipment and training.

5D Motion sickness or discomfort during
full-scale VR experiences Medium High High Provide breaks and limit exposure time,

provide guidance on safe usage.

nD Technical issues or glitches during
gamification in the virtual world High Low Medium

Regular maintenance and updates to software
and hardware, use of reliable and tested tools,
provide clear instructions and guidance.
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5. Conclusions

Within the framework of the current paper, we proposed a new perspective on immer-
sive learning concept formulation, which stands different from the considered literature.
Immersive learning is not limited to virtual, augmented, and mixed-reality worlds. Any
active or interactive action with the participation of students is an “immersion” in the world
with a scenario given or created in the learning process. This scenario can be implemented
in the constructed world both electronically and on-site. Guided by the definition of “Im-
mersive learning environments are learning situations that are constructed using a variety
of techniques and software tools . . . ”, we proposed an approach that combines techniques,
scenarios, and software tools into one complex, called the “immersive university”. The
“highlight” of the proposed model is the ability to test immersive learning tools based on
user feedback and behavior study.

Thus, we create a complete cycle for each component of immersive learning
“development–trial access–testing–improvement–implementation”.

The university’s immersive model assumes that students should have the opportunity
to be fully immersed in their study field, allowing them to gain the maximum benefit
from their abilities and skills. What is also important is their involvement in class and
their interactions with other students and academic teachers. Discussions, exchanges of
opinions, and cooperation allow for idea exchange and knowledge enhancement. Therefore,
the immersive university model allows students to obtain the theoretical knowledge and
practical skills necessary for their future careers. However, for this university concept to be
practical, the university’s teaching staff and students should be digitally competent at an
appropriate level.

In the educational context, the significance of digital competence continues to grow [38,39].
It is regarded as a vital component of the critical competencies of modern man. The
European Framework for the Digital Competence of Educators (DigCompEdu) is aimed
at teachers at all educational levels. DigCompEdu covers six differentiated competence
areas for educators to create effective, inclusive learning strategies using digital tools. The
framework aims to specify how digital technologies can be used to improve and modernize
education and training [40]. Introducing immersion elements into the educational process
can help students achieve better academic results and prepare for future challenges.

Author Contributions: Conceptualization, A.A. and I.V.; methodology, O.D., A.M. and I.V.; software,
E.M. and O.D.; validation, A.M. and E.M.; formal analysis, O.D., A.A. and I.V.; investigation, A.A. and
I.V.; resources, A.M. and E.M.; data curation, O.D. and A.A.; writing—original draft preparation, A.A.
and I.V.; writing—review and editing, O.D., E.M. and A.M.; visualization, A.A. and I.V.; supervision,
O.D. and E.M.; project administration, A.M.; funding acquisition, O.D., A.M. and E.M. All authors
have read and agreed to the published version of the manuscript.

Funding: This research was funded by the grants “Convergence of economic and educational
transformations in the digital society: modeling the impact on regional and national security”
(Ministry of Education and Science of Ukraine, reg. n. 0121U109553), “Business–Education–Science
coopetition: institutional and economic models of innovation transfer for national security and
sustainable development” (Ministry of Education and Science of Ukraine, reg. n. 0122U000772), and
“Changes in the approach to the creation of companies’ distribution management concepts influenced
by the effects of social and economic crises caused by the global pandemic and increased security
risks” (Scientific Grant Agency of the Ministry of Education, Science, Research and Sport of the Slovak
Republic and Slovak Academy of Sciences, VEGA 1/0392/23).

Institutional Review Board Statement: Not applicable.

Informed Consent Statement: Not applicable.

Data Availability Statement: Not applicable.

Conflicts of Interest: The authors declare no conflict of interest.



Sustainability 2023, 15, 7771 15 of 16

References
1. Narvaez Rojas, C.; Alomia Peñafiel, G.A.; Loaiza Buitrago, D.F.; Tavera Romero, C.A. Society 5.0: A Japanese Concept for a

Superintelligent Society. Sustainability 2021, 13, 6567. [CrossRef]
2. Mieszajkina, E.; Bochen, P. Assessment of Digital Competences of Lublin Province Residents in Relational Terms. Sci. Pap. Sil.

Univ. Technol. Organ. Manag. Ser. 2022, 166, 545–563. [CrossRef]
3. Campillo-Ferrer, J.M.; Miralles-Martínez, P. Effectiveness of the flipped classroom model on students’ self-reported motivation

and learning during the COVID-19 pandemic. Humanit Soc. Sci. Commun. 2021, 8, 176. [CrossRef]
4. Davis, K.N. Implementing the Flex Model of Blended Learning in a World History Classroom: How Blended Learning Affects

Student Engagement and Mastery. Ph.D. Thesis, College of Education University of South Carolina, Columbia, SC, USA, 2019.
5. Hadiprayitno, G.; Kusmiyati, K.; Lestari, A.; Lukitasari, M.; Sukri, A. Blended learning station-rotation model: Does it impact on

preservice teachers’ scientific literacy? J. Penelit. Pendidik. IPA 2021, 7, 317–324. [CrossRef]
6. Riedel, R.; Vialle, W.; Pearson, P. Quality learning and positive education practice: The student experience of learning in a

school-wide approach to positive education. Int. J. Appl. Posit Psychol. 2020, 5, 53–75. [CrossRef]
7. How Much Time Does the Average Person Spend on Social Media? Available online: https://www.digitalmarketing.org/blog/

how-much-time-does-the-average-person-spend-on-social-media (accessed on 1 March 2023).
8. Teens Use an Average of Nine Hours of Media per Day While Tweens Use Six Hours. Available online: https://www.

stompoutbullying.org/blog/teens-use-average-nine-hours-media-day-while-tweens-use-six-hours (accessed on 1 March 2023).
9. Teens Spend “Astounding” Nine Hours a Day in Front of Screens: Researchers. Available online: https://www.wvea.org/

content/teens-spend-astounding-nine-hours-day-front-screens-researchers (accessed on 1 March 2023).
10. Transitioning Classes into Electronic Gadgets: Life of Students in Lockdown. Available online: https://www.downtoearth.org.

in/blog/health/transitioning-classes-into-electronic-gadgets-life-of-students-in-lockdown-72962 (accessed on 1 March 2023).
11. Boyko, M.; Turko, O.; Dluhopolskyi, O.; Henceruk, H. The quality of training future teachers during the COVID-19 pandemic: A

case from TNPU. Educ. Sci. 2021, 11, 660. [CrossRef]
12. Dall, I.; Dickinson, D.; Payne, R.; Tierney, S. Transforming Education. Empowering the Students of Today to Create the World of Tomorrow;

Microsoft: Redmond, DC, USA, 2018; 139p.
13. An Introduction to Immersive Technologies. Available online: https://www.vistaequitypartners.com/insights/an-introduction-

to-immersive-technologies (accessed on 1 March 2023).
14. Eutsler, L.; Long, C.S. Preservice teachers’ acceptance of virtual reality to plan science instruction. Educ. Technol. Soc. 2021, 24,

28–43. Available online: https://www.jstor.org/stable/27004929 (accessed on 1 March 2023).
15. Herrington, J.; Reeves, T.C.; Oliver, R. Immersive learning technologies: Realism and online authentic learning. J. Comput. High.

Educ. 2007, 19, 80–99. [CrossRef]
16. Dede, C. Immersive interfaces for engagement and learning. Science 2009, 323, 66–69. [CrossRef]
17. Lindgren, R.; Tscholl, M.; Wang, S.; Johnson, E. Enhancing learning and engagement through embodied interaction within a

mixed reality simulation. Comput. Educ. 2016, 95, 174–187. [CrossRef]
18. McGovern, E.; Moreira, G.; Luna-Nevarez, C. An application of virtual reality in education: Can this technology enhance the

quality of students’ learning experience? J. Educ. Bus. 2020, 95, 490–496. [CrossRef]
19. Radianti, J.; Majchrzak, T.A.; Fromm, J.; Wohlgenannt, I. A systematic review of immersive virtual reality applications for higher

education: Design elements, lessons learned, and research agenda. Comput. Educ. 2020, 147, 103778. [CrossRef]
20. Brown, E.; Cairns, P. A Grounded Investigation of Game Immersion. In Proceedings of the CHI ’04 Extended Abstracts on Human

Factors in Computing Systems, New York, NY, USA, 24–29 April 2004; pp. 1297–1300. [CrossRef]
21. Immersive Learning: What Is It and Why Does It Work? Available online: https://www.strivr.com/blog/defining-immersive-

learning (accessed on 1 March 2023).
22. Immersive Learning Environments (ILEs). Available online: https://www.gartner.com/en/information-technology/glossary/

immersive-learning-environments-iles (accessed on 1 March 2023).
23. Liubchak, V.O.; Zuban, Y.O.; Artyukhov, A.E. Immersive learning technology for ensuring quality education: Ukrainian university

case. CEUR Workshop Proc. 2022, 3085, 336–354. Available online: https://ceur-ws.org/Vol-3085/paper12.pdf (accessed on 1
March 2023). [CrossRef]

24. Focus on graduate skills. In Students’ Views on Graduate Skills; The Quality Assurance Agency for Higher Education: Gloucester,
UK, 2019; 45p, Available online: https://www.qaa.ac.uk/scotland/focus-on/graduate-skills (accessed on 1 March 2023).

25. Caprara, L.; Caprara, C. Effects of virtual learning environments: A scoping review of literature. Educ. Inf. Technol. 2022, 27,
3683–3722. [CrossRef]

26. Google Trends. Available online: https://trends.google.com (accessed on 1 March 2023).
27. Artyukhov, A.; Volk, I.; Surowiec, A.; Skrzypek-Ahmed, S.; Bliumska-Danko, K.; Dluhopolskyi, O.; Shablystyi, V. Quality of

education and science in the context of Sustainable Development Goals—From Millennium Goals to Agenda 2030: Factors of
innovation activity and socio-economic impact. Sustainability 2022, 14, 11468. [CrossRef]

28. Vorontsova, A.; Vasylieva, T.; Lyeonov, S.; Artyukhov, A.; Mayboroda, T. Education expenditures as a factor in bridging the gap at
the level of digitalization. In Proceedings of the 11th International Conference on Advanced Computer Information Technologies,
ACIT 2021—Proceedings, Deggendorf, Germany, 15–17 September 2021; pp. 242–245. [CrossRef]

https://doi.org/10.3390/su13126567
https://doi.org/10.29119/1641-3466.2022.166.35
https://doi.org/10.1057/s41599-021-00860-4
https://doi.org/10.29303/jppipa.v7i3.676
https://doi.org/10.1007/s41042-020-00029-5
https://www.digitalmarketing.org/blog/how-much-time-does-the-average-person-spend-on-social-media
https://www.digitalmarketing.org/blog/how-much-time-does-the-average-person-spend-on-social-media
https://www.stompoutbullying.org/blog/teens-use-average-nine-hours-media-day-while-tweens-use-six-hours
https://www.stompoutbullying.org/blog/teens-use-average-nine-hours-media-day-while-tweens-use-six-hours
https://www.wvea.org/content/teens-spend-astounding-nine-hours-day-front-screens-researchers
https://www.wvea.org/content/teens-spend-astounding-nine-hours-day-front-screens-researchers
https://www.downtoearth.org.in/blog/health/transitioning-classes-into-electronic-gadgets-life-of-students-in-lockdown-72962
https://www.downtoearth.org.in/blog/health/transitioning-classes-into-electronic-gadgets-life-of-students-in-lockdown-72962
https://doi.org/10.3390/educsci11110660
https://www.vistaequitypartners.com/insights/an-introduction-to-immersive-technologies
https://www.vistaequitypartners.com/insights/an-introduction-to-immersive-technologies
https://www.jstor.org/stable/27004929
https://doi.org/10.1007/BF03033421
https://doi.org/10.1126/science.1167311
https://doi.org/10.1016/j.compedu.2016.01.001
https://doi.org/10.1080/08832323.2019.1703096
https://doi.org/10.1016/j.compedu.2019.103778
https://doi.org/10.1145/985921.986048
https://www.strivr.com/blog/defining-immersive-learning
https://www.strivr.com/blog/defining-immersive-learning
https://www.gartner.com/en/information-technology/glossary/immersive-learning-environments-iles
https://www.gartner.com/en/information-technology/glossary/immersive-learning-environments-iles
https://ceur-ws.org/Vol-3085/paper12.pdf
https://doi.org/10.55056/cte.124
https://www.qaa.ac.uk/scotland/focus-on/graduate-skills
https://doi.org/10.1007/s10639-021-10768-w
https://trends.google.com
https://doi.org/10.3390/su141811468
https://doi.org/10.1109/ACIT52158.2021.9548338


Sustainability 2023, 15, 7771 16 of 16

29. Vorontsova, A.; Vasylieva, T.; Bilan, Y.; Ostasz, G.; Mayboroda, T. The influence of state regulation of education for achieving
the sustainable development goals: Case study of central and eastern European countries. Adm. Si Manag. Public 2020, 34, 6–26.
[CrossRef]

30. Polianovskyi, H.; Zatonatska, T.; Dluhopolskyi, O.; Liutyi, I. Digital and technological support of distance learning at universities
under COVID-19 (case of Ukraine). Rev. Rom. Pentru Educ. Multidimens. 2021, 13, 595–613. [CrossRef]

31. Dluhopolskyi, O.; Knysh, O.; Oleksiv, I.; Smyrna, L.; Panchenko, O. Forming expert environment for accreditation of educational
programs: A case of Ukraine. Knowl. Perform. Manag. 2021, 5, 68–82. [CrossRef]

32. Yarovenko, H.; Bilan, Y.; Lyeonov, S.; Mentel, G. Methodology for assessing the risk associated with information and knowledge
loss management. J. Bus. Econ. Manag. 2021, 22, 369–387. [CrossRef]

33. Liuta, O.; Lyeonov, S.; Aryukhov, A.; Sushko-Bezdenezhnykh, M.; Dluhopolskyi, O. Students’ survey as a tool for quality
assurance in higher education: The case of Ukrainian university. Nauk. Visnyk Natsionalnoho Hirnychoho Universytetu 2021, 4,
158–164. [CrossRef]

34. Lyeonov, S.; Vasilyeva, T.; Bilan, Y.; Bagmet, K. Convergence of the institutional quality of the social sector: The path to inclusive
growth. Int. J. Trade Glob. Mark. 2021, 14, 272–291. [CrossRef]

35. Artyukhov, A.Y.; Vasylieva, T.A.; Lyeonov, S.V. An integrated method for evaluating the quality of education and university
performance. Nauk. Visnyk Natsionalnoho Hirnychoho Universytetu 2021, 3, 148–154. [CrossRef]

36. Aryukhov, A.; Lyeonov, S.; Vasylieva, T.; Dluhopolskyi, O.; Dluhopolska, T.; Tsikh, H. Local (university) rankings and quality of
education: Identification of publication activity indicators. In Proceedings of the 11th International Conference on Advanced
Computer Information Technologies, Deggendorf, Germany, 15–17 September 2021; pp. 246–249. [CrossRef]

37. Stukalo, N.; Dluhopolskyi, O. Educational programs accreditation in pandemic times: Challenges for NAQA (Ukraine). Rev. Rom.
Pentru Educ. Multidimens. 2020, 12, 167–172. [CrossRef]

38. Pozos Pérez, K.V.; Tejada Fernández, J. Competencias Digitales En Docentes de Educación Superior: Niveles de Dominio y
Necesidades Formativas. Rev. Digit. De Investig. En Docencia Univ. 2018, 12, 59–87. [CrossRef]

39. Cabero-Almenara, J.; Barroso-Osuna, J.; Palacios-Rodríguez, A.; Llorente-Cejudo, C. Marcos de Competencias Digitales Para
Docentes Universitarios: Su Evaluación a Través Del Coeficiente Competencia Experta. REIFOP 2020, 23, 1–18. [CrossRef]

40. Redecker, C. European Framework for the Digital Competence of Educators: DigCompEdu; EUR 28775, EN; Punie, Y., Ed.; Publications
Office of the European Union: Luxembourg, 2017; ISBN 978-92-79-73494-6. [CrossRef]

Disclaimer/Publisher’s Note: The statements, opinions and data contained in all publications are solely those of the individual
author(s) and contributor(s) and not of MDPI and/or the editor(s). MDPI and/or the editor(s) disclaim responsibility for any injury to
people or property resulting from any ideas, methods, instructions or products referred to in the content.

https://doi.org/10.24818/amp/2020.34-01
https://doi.org/10.18662/rrem/13.4/500
https://doi.org/10.21511/kpm.05(1).2021.06
https://doi.org/10.3846/jbem.2021.13925
https://doi.org/10.33271/nvngu/2021-4/158
https://doi.org/10.1504/IJTGM.2021.115712
https://doi.org/10.33271/nvngu/2021-3/148
https://doi.org/10.1109/ACIT52158.2021.9548380
https://doi.org/10.18662/rrem/12.1sup2/260
https://doi.org/10.19083/ridu.2018.712
https://doi.org/10.6018/reifop.414501
https://doi.org/10.2760/159770

	Introduction 
	Theoretical Background 
	Research Objectives, Methodology, and Data 
	Results and Discussion 
	Conclusions 
	References

