
Immersive Technologies for Business  
 

Module Code Pre-requisite 
Module codes 

Co-Requisite 
Modules 
code(s) 

ISCED 
Code 

Subject 
Code 

ECTS  
Credits 

NFQ Level 
(CPD)# 

TECH1512          5 8 

Module Title Immersive Technologies for Business  

      

1 
 

      

School Responsible:   TU School of Marketing 

 
 

Module Overview:  

Immersive technologies (Augmented, Virtual and Mixed Reality )  are set to have a 

significant disruptive influence on both commercial and private life in the next decade. We 

are beginning to see the emergence of a significant research agenda and new journals and 

academic conference in this area. 

      

This module is the first of its kind in Ireland and examines practical applications of Immersive 

technologies to understand how best to use them in a real-world context. Students will 

examine case studies and practical examples of immersive technology applications to better 

understand how to leverage these powerful technologies across a number of business vertical 

markets. Students will understand the practical and theoretical aspects of Immersive 

Technology development, as they pertain to these areas. Students will understand how 

immersive technologies can be used to drive product development, prototype systems and 

services, and how immersive technologies can be used for training and management across a 

number of industries. Students will be introduced to design led innovation principles. A 

feature of the module will be guest lectures from a number of other key vertical markets such 

as medical, education and training. 
 
 

 

Learning Outcomes (LO):   
 
On Completion of this module, the learner will be able to: 
 
1 Demonstrate an understanding of the theory, concepts and methods pertaining to immersive technologies (  
AR/VR/MR) 
 
2 Use and modify advanced stills and immersive technology development tools to conduct closely guided professional 
research in specific business vertical sectors. 
 
3 Exercise appropriate judgement in proposing a business case for deployment of immersive technologies in business 
vertical sectors. 
 
4 Act effectively under guidance in a peer relationship to develop a proposed proof-of concept project for deployment of 
immersive technologies. 
 
5 Learn to act in variable and unfamiliar learning contexts with a fast evolving technology  
 
 
 
 

Indicative Syllabus: 

The module will incorporate lectures and workshops examining a range of issues and aspects of AR and VR. 
It will involve industry guest lecturers and case studies to demonstrate contemporary commercial and 
industrial  approaches and methodologies 
 
AR and VR workshop ( 6 hours approx. – )  – this element will be delivered by School of Media in computer 
lab ( public health permitting ) or online  
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History and overview AR/VR: 

● History of AR and VR 
● Business environment of AR and VR ( market analysis, customer trends, technology developments)  
● Exploring development of AR and VR systems and applications 
● Systems and engines used in AR VR, workflow for AR/VR ( key tools Unity 3D, ARkit, ARCore, 

Sumerian etc)  
● From factors in AR and VR ( wearables, mobile, mono and stereo industrial wearables) 
● Understanding ROI for immersive technologies 
● Specific Enterprise challenges of immersive technologies 

 
Design Led Innovation Principles 
 
Barriers to AR and VR adoption; safety, security and human factors 
 
Understanding the human factors; UX/UI in immersive contexts, ergonomics 
 
Business Model Appraisal 
 
Business and industry applications of AR and VR 

● Examining industry case studies of AR and VR 
● AR and VR in education and training 
● AR and VR in tourism 
● AR and VR in marketing + advertising 
● AR and  VR in enterprise/industry/engineering 
● AR and VR in retail and services 

 

 

Learning and Teaching Methods:   
Students will have a combination of lectures, guest lectures, case-studies and workshops, working 
through practical, industry focused case-studies, demonstrating practical issues and solutions for a 
range of VR and AR applications.  
 
A Virtual Learning Environment (VLE)  Brightspace will be employed to distribute all teaching 
materials and to support student interaction with other students and academic staff. 
 
Delivery format: Given the rapid nature of change in this technology, and evolving range of possible 
business applications, it is proposed that this course can be delivered a number of flexible ways.  
While it can be delivered in in traditional weekly sessions ( 2 hours * 12 ) it will also lend itself to 
delivery in block format typically over  three full-day sessions.  
 
 
Total Teaching Contact Hours 24 

Total Self-Directed Learning Hours 76 

 

Module Delivery Duration: 
Weekly format or block-delivery 

 

Assessment 
Assessment Type Weighting (%) LO Assessment 

(No.) 

 
Learning outcomes 2, 3, 4, 5 
 
Continuous Assessment: Group Project ( 70% )  the assessment 
will be completed in groups ( where possible interdisciplinary ) which 
will identify, and present a business use-case scenario for an 
immersive technology in a business vertical ( e.g. tourism, marketing 
or retail ) and will propose a Proof of Concept solution. This will  

100% 1, 2,3,4,5 
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necessitate some working with a freely available SDK  ( software 
development kit such as HP Reveal  or AR Toolkit ) which will allow 
for a basic demo to be shown.  
 
 
Learning outcomes 1 and 5 
 
Individual Essay (30%) – students will complete a 1500 word, fully-
referenced academic essay exploring the business case for 
immersive technology in a business vertical of their choosing. 
 

Classification: 
 
Unclassified 
 

  

   

Module Specific Assessment Arrangements (if applicable) 

(a) Derogations from General Assessment Regulations  

(b) Module Assessment Thresholds  

(c) Special Repeat Assessment Arrangements  

 

Essential Reading:   
 
Books: 
 
Marketing New Realities: An Introduction to Virtual Reality & Augmented Reality Marketing, 
Branding, & Communications Paperback – Oct 28 2017 
by Cathy Hackl (Author), Samantha G. Wolfe (Author) 
 
The Fourth Transformation: How Augmented Reality and Artificial Intelligence Change 
Everything 
by Robert Scoble (Goodreads Author),  Shel Israel (Goodreads Author) 
 
Articles: 
 
Porter, Michael E., and James E. Heppelmann. "Why Every Organization Needs an 
Augmented Reality Strategy." Harvard Business Review 95, no. 6 (November–December 
2017): 46–57. 
 
Peña-Taylor, Sam,  How augmented reality hacks the human brain, WARC Exclusive, April 
2018 
 
Layered, Mindshare Report on Augmented Reality and Marketing 2017, accessed at 
https://www.mindshareworld.com/sites/default/files/MS-Layered-Report.pdf 
 
Brand experience in 2017: How brands can use virtual and augmented reality 
WARC Trends WARC Trends, Toolkit 2017 accessed at 
https://www.warc.com/content/article/warc-
trends/brand_experience_in_2017_how_brands_can_use_virtual_and_augmented_reality/1
09620 
 
 
AREA Webinar: Latest research in reducing adoption barriers 2018, accessed at  
http://thearea.org/video/awe-europe-2018-latest-area-research-how-its-reducing-barriers-to-
ar-adoption/ 

https://www.mindshareworld.com/sites/default/files/MS-Layered-Report.pdf
https://www.warc.com/content/article/warc-trends/brand_experience_in_2017_how_brands_can_use_virtual_and_augmented_reality/109620
https://www.warc.com/content/article/warc-trends/brand_experience_in_2017_how_brands_can_use_virtual_and_augmented_reality/109620
https://www.warc.com/content/article/warc-trends/brand_experience_in_2017_how_brands_can_use_virtual_and_augmented_reality/109620
http://thearea.org/video/awe-europe-2018-latest-area-research-how-its-reducing-barriers-to-ar-adoption/
http://thearea.org/video/awe-europe-2018-latest-area-research-how-its-reducing-barriers-to-ar-adoption/
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Supplemental Reading:  Notes and Journal Articles; web resources including industry 
materials such as industry webinars. AREA ( Augmented Reality Enterprise Alliance ) will 
be a source of useful Enterprise related research reports.  
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