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2) Translational – the course of the study is directed from causal bases to 
consequences; 

 3) Direct-associated with the transition of thought from specific concepts to 
generic, from generic to typological (inductive generalization) [3, p. 156]. 

Therefore, the methods of analysis and synthesis, in the context of professional 
development of an economist, should be considered as interdependent. Correct and 
effective use of analysis and synthesis methods requires a specialist to develop 
abstract, logical and critical thinking, the ability to operate a professional categorical 
and conceptual apparatus and work at the level of generalized knowledge, the ability 
to model and implement the reconstruction procedure. 
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Employees have a strong impact on how successful their organizations are. On 

the other hand, organizations have a significant impact on their employees’ ability 
to contribute to said success. Thus, it can be said, that Managers can indirectly 
affect macro-level variables like capabilities by making micro-level decisions like 
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offering training [10]. But not all training is equal. Frontal instructor-led training 
that is more focused on rote learning tends to be far less effective than experiential 
learning [3]. The challenge is often creating opportunities for learners to experience 
situations corresponding to the topic at hand in a safe environment. It is within this 
context that Virtual Reality (VR) educational immersive simulations are growing in 
relevance. 

Today's educational landscape, both in higher education [9] and in corporate 
environments [4], has increasingly changed towards the integration of digital 
technologies, with the aim of improving the effectiveness of the educational offer and 
enhancing the level of interaction between teachers and learners. VR case studies are 
expected to be helpful in management education. 

First, VR case studies allow learners the option to take part in realistic 
simulations of complex problems, which may be difficult or impossible to recreate in 
a traditional classroom setting. Such simulations offer learners hands-on experience 
in a virtual setting [5]. Such experiences would help learners better understand the 
challenges and opportunities associated with managing in a variety of scenarios. 

Second, the interactive nature of VR case studies offers a more captivating and 
immersive experience than conventional case studies or lectures [12]. Studies have 
shown that immersive VR simulations lead to improved learner engagement/attention, 
increased ability to focus on the task, skill improvement [8], increased confidence, 
and overall satisfaction with their experience [2]. While the user experience depends 
on the technology used, it is expected that learners who will use the VR case studies 
for management education will report positive experiences and benefits similar to 
those mentioned above.  

Third, studies show that passive learning is less effective than active learning. In 
contrast to traditional case studies where learners apply theory through reflection, 
with virtual case studies learners are tasked with making decisions. This allows them 
the opportunity to test out various ideas and strategies [13]. They will then receive 
feedback during the debriefing that will aid in the development of their analytical, 
decision-making, and problem-solving abilities. 

Forth, although initially developing the expertise is cost intensive [1], once the 
competencies have been developed, it is expected that VR case studies will be more 
cost effective [11].  
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Finally, many studies have highlighted the increased safety VR offers [7, 11]. 
Such safety could be an important factor for where visits to potentially dangerous 
settings can be avoided through the incorporation of VR. 

Accordingly, this study will focus on the following research questions: 
RQ1: How can VR case studies be incorporated into the lesson plan in a meaningful 

and value add way so that the overall user experience is more positive then just using. 
RQ2: To what extent will learners perceive the VR case study to be more 

effective, more immersive and contributing to a deeper understanding of the desired 
learning outcome than more traditional methods? 

Methods. This research will utilize a mixed methods approach and will collect 
both qualitative and quantitative data. The sample will consist of working 
professionals enrolled in a degree program.  

First, following Lee et al. [6], learners will complete a short survey prior to their 
experience to gain insight into their previous experience with VR and general 
knowledge of the subject matter. 

During the simulation, anonymous data will be collected from the simulation. 
This data will be given by the percentage of learners who looked in a given direction, 
actions taken, decisions made, and overall outcome. 

During the debrief, areas will be identified where and how the experience 
contributed to lesser or greater achievement of the desired learning outcome. Following 
the experience, learners will complete a questionnaire. As part of the discussion, user 
experience feedback will be sought. 

Finally, learners will be given a survey based on the unified theory of acceptance 
and use of technology [14] to understand the their Behavioral Intention to Use, Perceived 
ease of use, Perceived Usefulness, Subjective Norm, Anxiety, and Self-efficacy. The 
survey will also include UX questions related to their enjoyment of the system and 
any potential cybersickness experienced. 

Conclusion. It is expected that this study will lead to greater achievement of the 
desired learning goals. Lessons learned will include the user experience and factors 
leading to the intention to use VR for learning in the future. Furthermore, it will lead 
to the development of competencies in Virtual Reality in the context of teaching, 
learning, and developing. 
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