
Abstract 

This master’s thesis investigates how immersive virtual reality (IVR) can be effectively 

evaluated as an educational tool in higher education, with a focus on learning theories. The 

study centers on an IVR simulation designed to train users on entering enclosed spaces 

aboard ships. Using established evaluation questionnaires and theoretical frameworks such 

as the CAMIL model, cognitive load theory, and self-determination theory, the VR experience 

is assessed not only on its technical design (e.g., immersion, presence, and usability) but also 

on educational outcomes like motivation, cognitive engagement, and self-regulation. Results 

indicate that IVR is a promising medium for teaching procedural knowledge, provided that its 

development is guided by sound pedagogical principles. The thesis advocates for integrating 

learning theories into both the evaluation and design of educational VR modules. This 

approach may lead to more effective and engaging learning experiences for students. 


