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This guide contains two parts to utilize while designing immersive learning experiences to guide design decisions and identify potential areas of improvement. 
[bookmark: _q9agoo3kvsf1]Part 1: Reflection (In-Progress Work)
This part is used during the design phase of immersive learning experiences. It includes reflection questions to spur thinking and guide design decisions regarding various elements of the learning experience, such as textual, audio, media, and consistency elements. The questions are designed to help instructors think about their intended audience, their particular needs, and evaluate what potential barriers to learning they might be creating through their design to understand how to remove or redesign those elements.
Reflection on Text Elements
[bookmark: _q2bl52vtohma]Text elements in immersive experiences can include:
· Text appearing in the environment itself 
· Text placed on top of an environment (e.g., closed captioning isn’t a part of the scene, it’s just overlaid on the screen)
[bookmark: _ktf45jimmbnq]Common text considerations are: 
· Size
· Environmental color contrast
· Alignment/justification
· Conciseness
· Line breaks
[bookmark: _gnbi42rqf36]Design questions to consider:
· Learning Experience: In what ways are you using text in your immersive experience? 
· Inclusive Design: How will you design your experience for learners who aren’t fluent in reading English?
· Accessible Design: How will you design your textual content for learners with visual and cognitive disabilities, whether they have some degree of vision loss, color blindness, or learning disabilities that relate to reading and processing text, such as dyslexia?

Reflection on Audio Elements
[bookmark: _iwpoz9afk9ve]Audio elements in immersive experiences can include:
· Sound effect clips
· Text-to-speech files 
· Human speech
· Ambient noise in the background of a scene
[bookmark: _f0er5w2rvsjv]Common audio considerations are: 
· Volume
· Distractibility
· Chosen language
· Speaker language accents
[bookmark: _cqr16ri7ghww]Design questions to consider:
· Learning Experience: In what ways are you using audio in your immersive experience?
· Inclusive Design: How will you design your audio content for learners who speak a different language than the chosen language?
· Accessible Design: How will you design your audio content for learners with auditory disabilities, whether hard of hearing or deaf?
Reflection on Media Elements
[bookmark: _haugx47223wk]Media elements in immersive experiences can include:
· 2D images
· 2D videos
· 360-degree images
· 360-degree videos
[bookmark: _xmk76o3pwrip]Common media considerations are:
· File resolution
· Complexity of environment
· Blinking or flashing elements
· Consistent feel
[bookmark: _x1yfb5f9272h]Design questions to consider:
· Learning Experience: In what ways are you using various forms of media in your immersive experience? 
· Inclusive Design: How are you representing learner diversity within your chosen media elements?
· Accessible Design: How will you design your media content for learners with visual or additional disabilities, such as low vision, seizures, or vertigo?
Reflection on Overall Design Consistency
[bookmark: _oqvmprgksqnd]Design consistency elements in immersive experiences can include:
· Actions related to learner directions
· Wayfinding
· Attention
· Comfort levels
[bookmark: _jkwc37kj8h0h]Common design consistency considerations are:
· Allowing learners to make choices
· Intuitive navigation
· Naturally guiding learners’ attention using visual or auditory cues
· Considering any mental health concerns the experience may bring up 
[bookmark: _3uz8ebhayevv]Design questions to consider:
· Learning Experience: In what ways are you creating intuitive and logical immersive experiences? 
· Inclusive Design: How are you considering a wide variety of learners from various demographics and backgrounds, and not just learners from the United States?
· Accessible Design: How will you design your environment for learners with cognitive disabilities, such as memory, attention, anxiety, and depression?


Part 2: Self-Evaluation (Completed Work)
Part 2 of this guide is used with a completed draft or final immersive learning experience product. It includes a checklist for instructors to self-evaluate their design in the areas of textual, audio, media, and consistency elements. Instructors can check off elements of design success. For any design elements that are not met, consider why they may be important to the learning activity or immersive environment and brainstorm how to revise those pieces to include more learners. The self-evaluation will help instructors identify areas of improvement within their work.
	
	Text Design Elements
In any XR experience, attempt use text elements sparingly. Fatigue, especially for head-mounted device users, will set in if there is too much required reading within the virtual environment.

	
	Is all text represented as both text and audio when possible? 

	
	Is all text in an easy to read font, such as Open Sans, Calibri, Arial, or Verdana?

	
	Does all text utilize proper contrast ratios between background and foreground? (e.g., WebAIM Contrast Checker)

	
	Is all text on a 100% solid fill background? (no translucence, transparency, or text over images)

	
	Is all text as concise as possible and void of long paragraphs or lengthy sentences?

	
	Are there generous line breaks in longer text elements to avoid “walls of text?”

	
	Is all text left justified, with the exception of titles or very short lines being centered aligned?

	
	Is all text a big enough size or appropriate distance from the learner to be readable?

	
	Is all text able to be seen within the view of the learner and not require significant virtual scrolling or head movement to read?






	
	AUDIO DESIGN ELEMENTS
In any XR experience, audio can greatly enhance immersion for many learners. Make sure to provide a method for learners to test their device’s sound and volume before entering the virtual environment.

	
	Are all learner directions represented as both audio and text when possible? 

	
	Does all audio have the potential to be adequately heard by learners, after they’ve had the opportunity to adjust individual devices? Is background noise non-distracting?

	
	In text-to-speech audio files are all words pronounced as intended?

	
	In text-to-speech audio files are the voice options consistent throughout the experience? (e.g., Female American). Could other accents be used to support audience and diversity considerations?

	
	Does all audio have the ability to be paused or replayed?



	
	MEDIA DESIGN ELEMENTS
In any XR experience, high-quality media elements greatly contribute to the level of immersion and how realistic the experience appears to learners. Simple, yet high-quality media are effective within the virtual environment.

	
	Are all 2D images or 2D videos high-resolution and readable?

	
	Can all non-textual elements (e.g., images, people, objects) be seen within the learner’s view? Is anything too close to or too far from the learner to see or click on?

	
	Did any of the media feel out of place in the experience? Is there adequate representations of diversity in the ideas and people represented through the chosen images and settings?

	
	Is enough wait time provided for learners to experience and explore spaces before tags/text/images pop up, pulling their attention toward something else?

	
	Are all media elements non-flashing or non-blinking in nature, to avoid triggering seizures or feelings of vertigo?






	
	DESIGN CONSISTENCY ELEMENTS
In any XR experience, design consistency within the experience keeps learners engaged and immersed. Predictable wayfinding is an important consideration within the virtual environment.

	
	Is there a predetermined path through each scene? If so, is it intuitive? If not, are there places learners might get stuck in a loop or miss content because it’s not linear?

	
	Does a navigation menu exist to assist learners with scene navigation?

	
	Do text/tags/images/sounds naturally guide the learner’s attention in the direction you want them to move at logical timestamps?

	
	Has a content warning been included for anything that would make the learner feel unsafe or uncomfortable within the space? E.g., spiders, needles, heights, etc.
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