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Project description:  

This is an open call for research proposals related to the application and use of 
novel technology in Higher Education. Over the past decade the rapid development 
and democratisation of technology such as game engines, virtual and augmented 
reality platforms, and increasingly accessible and inclusive online virtual 
collaborative spaces, have led to increased opportunities in how we educate and 
train individuals across a range of areas (Radianti 2020, Marks & Thomas 2022)  
These technologies have found increasingly popularity across a wide range of 
various fields. The COVID19 pandemic accelerated educators' experimentation 



with a wide range of collaborative tools and virtual spaces and drove adoption 
across the sector. From the use of established games such as Minecraft (Al Janeh 
et al 2023, Andersen & Rustad 2022) and Roblox (Rospigliosi 2022) through a 
range of ‘virtual space’ applications such as Gathertown and Mozilla Hubs (Hopp 
et al 2020), to more specific VR/AR/XR applications that trained professional 
practitioners in complex discipline-specific procedures across multiple diverse 
industries, we have seen an abundance of novel approaches. However, very few 
have become widely established tools within Higher Education. 
The purpose of the PhD is to explore novel ‘immersive’ teaching methods and 
consider how different technological applications can develop new pedagogical 
paradigms, engage students in defining their own educational or training goals and 
move novel technology use in higher education beyond the provision of simulated 
or experiential training. We are interested in research questions that seek to 
understand and push the adoption, adaptation and engagement of technologies is 
meaningful ways. The Applied Informatics group at the School of Computing, 
Engineering and the Built Environment at Edinburgh Napier University bring 
together a wide range of expertise across information science, digital media, 
interaction design and social informatics for a distinctive PhD experience where 
candidates can engage with diverse programmes and student cohorts to explore 
teaching activities and drive their research.   
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Candidate characteristics 
 
Education:  

A second class honour degree or equivalent qualification in Computing Science, 
HCI or Applied Technology 

 
Subject knowledge: 



• User Experience Design 
• Higher Education 

 
Essential attributes: 

• Experience of fundamental Virtual, Augmented and Mixed Reality technologies 
• Competent in interdisciplinary research approaches and qualitative and 

quantitative research methods. 
• Knowledge of using immersive technologies in teaching settings. 
• Good written and oral communication skills. 
• Strong motivation, with evidence of independent research skills relevant to the 

project 
• Good time management 

 
Desirable attributes: 

• Practical experience in Virtual Reality, Augmented Reality or Mixed Reality 
design and development. 

• An interest in Higher Education. 
• Ideally first-hand experience of delivering teaching in a higher-education 

environment and assessing output. 
 
 
 
 


