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Our Objective
User research is a valuable asset to any developing product.  Our goal with

this research was to gain perspective from both students and teachers

about how technology is currently being used in the classroom and how

they feel AR technology would help enhance certain areas of the

classroom experience.  We also wanted feedback from teachers on if our

product would be something they would be interested in using in their

classroom.   

Research Methods
For our user research, we decided to do interviews and survey questions. 

 We chose to use two different forms of research because we wanted a

well-rounded view of our users and get a deeper understanding of how

technology was already being used in the classroom, if they were

interested in what we were building, as well as feedback to develop the

highest quality of product as possible.  For our interviews, we talked to five

high school students in both public and private schools, as well as

interviewing teachers.  We also interviewed someone involved in special

needs education to see if our product would be of help in that area of

education.  We wanted to include a survey as well to get more quantitative

research and to get feedback from a wider pool of people.
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Student Interview
Results
Below, you will find a summation of conclusions from our
student interviews.  

For our interviews, we were able to
talk to five high school students, 2
teachers, and a special needs
educator.  One major takeaway
from interviewing current students
is that they were not even
knowledgeable of what AR
technology is or how it could
enhance their learning experience.  
Another positive thing we learned
through these interviews is that
technology is available at a
majority of schools these days
whether it be through laptops,
iPads, or the availability to use a
cellphone during class.  Students
are using technology in the
classroom, but not to its fullest
potential.    

Another interesting thing we
learned is that 4/5 students that
we interviewed considered
themselves to be visual learners.
We asked these students to rate on
a scale of 1-10 how helpful visual
aids were in their understanding of
topics. The average answer was an
8.7.
With this knowledge, we can
confirm what we already assumed-
students rely heavily on visual aids
and hands-on experiences in the
classroom to help them better
comprehend the topics they are
learning in the classroom. 
 Implementing augmented reality
into the classroom would do just
that.     
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Teacher Interview
Results
Below you will find a summation of conclusions from our
educator interviews. 

     The interviews we conducted with teachers gave us some really
important insight.  The most important takeaway we found was one
teachers response to us asking what their biggest struggle is when
presenting new information to his students.  He responded saying that the
biggest challenge he faces is "keeping kids engaged...it's hard to keep
kids attention for more than a few minutes." Because that was his
biggest struggle as a teacher, he said that he is always looking for new
and exciting ways to spruce up the classroom and keep his kids engaged
and that introducing augmented reality to the classroom would be an
exciting way to do just that.  
     We also got the opportunity to talk to a special needs educator and got
to hear some important insight as to how AR could be of benefit in the
classroom in that environment.  Something she mentioned that we  had yet
to think about was that AR technology could be really great in P.E classes
for special needs students because if you are in a wheelchair, it can be
hard to try to explain what they need to do if you aren't in a wheelchair. 
 This information could be helpful to us if we could figure out the
technology to help with this area of school.
     Both educators that we talked to already use technology in the
classroom and said that they would be eager to learn new technology if it
meant improving the classroom experience for their students. They were
enthusiastic about our product and were excited to hopefully implement it
into their teaching regimen.   
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Student Surveys
We created a survey for current middle and high school
students using Google Forms.  

USER RESEARCH

05

We surveyed students, asking questions about their classroom
experiences with technology, knowledge of AR technology and
learning styles. We asked a few multiple choice questions, a select
all that apply question and asked for short paragraph answers on
some questions to get as much data as possible and allow the
students to describe their thoughts fully. So far we have gathered
24 student responses. 83.3% of our respondants are current high
school students while only 16.7% are in middle school. We chose to
survey this age group because we thought they would have the
best grasp on their personal learning styles and be able to clearly
articulate their thoughts on the classroom experience. All of our
respondents use technology at school and for assignments and
studying at home so they could benefit from AR in the classroom.
Below we will break down some of our most relevant results. 
 



Student Surveys cont.

Do pictures or visual examples help you
remember things at school?
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Yes
95.8%

No
4.2%

Yes
100%

All of our respondants said that visual examples such as pictures,
graphs or videos help them remember things they're taught in
school and 95.8% said that hands on activities are useful for
learning and studying. Since AR experiences created in Reality
Composer are both visual and hands-on, this tells us that they
could be really useful to help kids learn in the classroom and study
at home. 

Do hands-on activities help you
remember things you learn?



Student Surveys cont.

Do you have a hard time
staying focused for an entire
class period?
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Keeping kids focused in school is an age old problem. Obviously
this is a prevalent problem for teachers when trying to formulate
lesson plans, but it is also a problem for students trying to make
good grades. Lessons aren't always suited towards students'
learning styles and it can be difficult to focus and get the most out
of class time. 87.5% of our student respondants found it difficult to
focus for one whole class period. Including visual and interactive
AR elements into lessons could help keep students focused on the
subject at hand. 

Yes
87.5%

No
12.5%



Student Surveys cont.
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To gather data on what kind of downloadable AR content we
should be developing for teachers, we asked students what
subects visuals help them learn. They were able to select multiple
subjects as well as write in others if needed. Out of our 23
respondents, 22 said visuals help them in sciences, making it the
most popular answer, followed by social studies where visuals
were useful for 14 of our respondents.  
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Science (Biology, Health, Chemistry etc.) 

Social Studies (History, Geography etc) 

English (Grammar or Literature) 

Foreign Languages 

Math 

Visuals help me learn most in:



Continuing Research
As we continue developing LavendAR we plan on continuing our

interviews and surveys, especially with educators. Since educators

are going to be the primary users of our website, their insight is

essential to create an easy learning process and frictionless user

experience.  We hope that through further research we can make

a web experience that is ideal for busy teachers attempting to

enhance their classroom.  
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