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EXECUTIVE SUMMARY

Introduction and project overview

The overall goal of the Title Ill Strengthening
Institutions grant program is to help institutions
become self-sufficient and expand their capacity to
serve low-income students by providing funds to
improve and strengthen the academic quality,
institutional management, and fiscal stability of
eligible institutions (adapted from Title Ill, Part A
Program Description). The intended outcomes of the
Oklahoma State University Institute of Technology’s
(OSUIT) project were to increase enrollment and
retention rates, and increase institutional stability. To
accomplish these outcomes, OSUIT established the
following institutional goal:

Expand student learning opportunities and secure
institutional sustainability and resiliency through
the enhancement of our instructional delivery
model of OSUIT courses by implementing a Virtual
Learning Environment, which will be developed
through the integration of innovative, extended
reality technologies.

(" Plan for Virtual Learning Environment

In Year 1, a plan for the virtual learning environment was developed and submitted
\to the Department of Education in November 2020.

" Modules Developed

During Years 1 - 2, five modules were in development. In Year 2, faculty
\_completed three rounds of reviews for each module.

VIRTUAL
LEARNING
ENVIRONMENT

/Metaversity Launched
Seven courses in four OSUIT programs were supported through the OSUIT

\Metaversity by the Fall 2023 semester.

(" Continued Integration
\_By Year 4, 15 courses in six OSUIT programs featured XR integration.

(‘Staff Training

Five formal staff trainings occurred in Years 3-4, and additional trainings continue to

\be held as needed.




EXECUTIVE SUMMARY

Oversight Committee
Endowment fund oversight committee was established in Year 1.

One Donor Pledge
In Year 2, OSUIT received a donor pledge of $300,000 to the endowment fund.

ENDOWMENT

FUND

Turnover in OSUIT leadership positions resulted in a change of institutional and

Change in Leadership Priorities Shifts Fundraising Focus
fundraising priorities for the campus.

Reallocation of Donor Pledge
The donor pledge from Year 2 was reallocated to other activities.

"

PLANNED GRANT

ACTIONS COMPLETED

Virtual learning modules were created, developed, and implemented; 100% of activities
relating to this implementation were complete. Activities related to Endowment Fund
development were not consistently implemented and ultimately stopped prior to the end
of the grant term.

OBJECTIVES MET

67%
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PROJECT BACKGROUND

The goal of the Oklahoma State University Institute of Technology’s (OSUIT) Title Il project
is:

Goal 1: Expand student learning opportunities and secure institutional sustainability
and resiliency through the enhancement of our instructional delivery model of OSUIT
courses by implementing a Virtual Learning Environment, which will be developed
through the integration of innovative, extended reality technologies.

To accomplish this goal, OSUIT used Title Ill funding to support three objectives:

Objective 1
Develop and implement a Virtual Learning Environment that will integrate XR-related content

into OSUIT courses to meet student demand and address the unprecedented challenges
related to COVID-19.

Objective 2
Strengthen campus IT infrastructure through upgrades and replacement of the existing
multi-mode fiber optic network.

Objective 3
Increase institutional stability through the establishment of a new endowment fund.

The purpose of this evaluation is to understand the project’s impact on the institution
and student outcomes, and to generate findings that help to strengthen the management
of the project and lead to better knowledge of what works in producing the desired
outcomes. In this final report, the evaluator presents findings on project implementation,
impacts, and lessons learned.
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TO WHAT EXTENT WAS THE PROJECT
IMPLEMENTED AS DESIGNED?

Grant actions complete

75%

Major implementation actions across grant period

The plan for the virtual learning environment was presented in
the request for amendment submitted to the Department of
Education in November 2020. OSUIT partnered with XALTER, a
for-profit provider of VR learning and technical training, to
develop five Virtual Learning modules: 1) Basic Engine Design
and Operation; 2) Instrumentation: Circuits, Control Panel and
Lockout/Target; 3) Culinary Arts: Place Settings; 4) Culinary
Arts: Steps of Services for Formal and Casual Dining; and 5)
Compression Skid: Skid Identification, Relationships and
Operations.

Subscriptions and licensing for their fiber optic network were
acquired prior to the start of this grant (with the support of
additional outside funding).

The endowment fund and related oversight committee were

established, and guidelines for the administration of Title IlI
matching endowment funds have been developed.

See Appendix B for full results



TO WHAT EXTENT WAS THE PROJECT
IMPLEMENTED AS DESIGNED?

Development progress on the five modules continued in
Year 2. Each module underwent three faculty reviews by
the end of the fiscal year, and modules were revised and
updated by XALTER. Implementation of the virtual learning
modules was planned for Year 3.

One donor (Sam Viersen Family Foundation) made a
$300,000 pledge for OSUIT non-endowment activities.

OSUIT continued to develop the virtual learning
environment. Major activities to support this goal
included training faculty and staff, finalizing module
development, integrating the modules into the new
OSUIT Metaversity, faculty testing of the modules (4™
round) and Metaversity, and identifying courses for full
implementation in the Fall 2023 semester.

OSUIT contracted with ManageXR, a “mobile device
management platform for managing VR and AR
deployments at scale.” This company assisted OSUIT
with the management of VR headsets by providing an
infrastructure to an administrator to manage and view all
headsets. This platform ultimately helped OSUIT facilitate
and manage the implementation of the devices needed
for the modules.

The last major development to occur in Year 3 was
OSUIT receiving the Congressionally Funded Community
Projects award to support phase 2 funding (see F5). This
award will support the development of five more modules
and the continued development of the Metaversity.

The five virtual learning modules were implemented in
selected courses. Two additional faculty and staff training
opportunities were provided, though training was always
available as needed. Plans were discussed for measuring
the effectiveness of the virtual learning modules using
course-level assessment data, but no actions were taken.

Implementation of the virtual learning modules continued
at the discretion of instructors. Training was made
available as needed.

See Appendix B for fidelity of
7 implementation analysis



TO WHAT EXTENT WERE PROGRAM
COMPONENTS IMPLEMENTED
ACCORDING TO PROFESSIONAL
STANDARDS OR BEST PRACTICES?

Overall score on
Virtual Reality (VR)
Rubric

100%

In Year 3, the evaluator applied a VR rubric to assess the use of professional standards
or best practices in project implementation for virtual reality. The rubric was refined in
collaboration with project staff. Rubric items are grouped into six categories, and can be
rated as completely implemented, partially implemented, or not implemented. Appendix
B contains the full rubric, with explanations of each practice and scoring information.

8 See Appendix C for rubric analyses



TO WHAT EXTENT HAS THE PROJECT
MET ITS OBJECTIVES?

Objective 1: Develop and Implement a Virtual

Learning Environment

4 out of 4

possible outputs
associated with
Objective 1 were

completed
» Output 1a: Plan of action developed for the
' implementation of the Virtual Learning
Environment
Faculty and staff trained on XR-
Output 1b: <+
» P 2 7 related technologies
» Output Ic: 'I 5 Courses identified as best suited for XR
integration
» Output 1d: 5 Modules with XR-related content
P . developed



Objective 2: Strengthen Campus IT Infrastructure

[ -]
-I out of 1 ;-‘“Bu:g:ﬂ‘ﬂ“‘
: — 1T
possible objectives ﬁgg—

associated with
Objective 2 were
completed

Required licenses and subscriptions
Output 2a:
purchased annually

Objective 3: Establish New Endowment Fund

.I out of 3

possible objectives
associated with
Objective 2 were
completed

O Sources of Endowment funds received
Output 3a: during grant term

Active oversight committee for the
» Output 3b: endowment fund established in Year1

Donors identified to meet the match
Output 3c: O requirements

10



TO WHAT EXTENT HAS THE PROJECT
MET ITS INTENDED OUTCOMES?

This program hoped to accomplish 13 outcomes by the year 2025, which could be
summarized into two categories: Virtual Learning Environment and New Endowment
Fund. These data are final numbers as reported in July 2025. The metrics were also
used to track progress throughout the life of the project.

Virtual Learning Environment

Outcome1: The percentage of first-time, full-time degree-seeking
undergraduate students who were enrolled in programs
with integrated XR content in the fall of their first year of
postsecondary enrollment who continued enroliment
into the following spring.

P>

Fall 2024

Fall 2023 85.2%

Fall 2022 86.6%

Fall 2021 82.5%
Baseline (Fall 2020) 78.0%

Baseline (Fall 2019) 76.3%

Fall to spring persistence of first-time, full-time degree-
seeking undergraduate students in programs with
integrated XR content increased by 12 percentage points.



» Outcome 2: The percentage of first-time, full-time degree-seeking
undergraduate students who were enrolled in programs
with integrated XR content in the fall of their first year of
postsecondary enroliment in the previous year and who
are enrolled the following fall.

Fall 2024 72.5%
Fall 2023 70.5%
Fall 2022
Fall 2021
Baseline (Fall 2020)

Baseline (Fall 2019)

Fall to fall persistence of first-time, full-time degree-
seeking undergraduate students in programs with XR
content increased by 8 percentage points.

» Outcome 3: The percentage of first-time, full-time degree-seeking
undergraduate students enrolled in programs with
integrated XR content who graduate within 150% of
normal time.

2021
2020
2019 11.5%
2018

Baseline (2017)

Baseline (2016)

Graduation rates (within 150% of normal time) among first-
time, full-time degree-seeking undergraduate students
enrolled in programs with XR content increased by 6
percentage points.



» Outcome 4: The percentage change, over the five-year grant period,
of the number of full-time degree-seeking
undergraduates enrolled in the fall term in programs
with integrated XR content.

Fall 2024 523 students

Fall 2023 586 students

Fall 2022 999 students
Fall 2021 520 students

Baseline (Fall 2020) 559 students

Baseline (Fall 2019) 547 students

The number of full-time degree-seeking undergraduates

remained relatively steady, with a spike in enroliment for

the Fall 2022 semester. This spike was a result of offering

more entry-level courses with the headsets, and utilizing
them more during the Fall 2022 semester.

Outcome 5: Number of OSUIT courses that include XR modules
» offered annually

Year 5 I

Year 3
Year 2
Year 1

Baseline

Courses were in development during Years 1-2. Courses
began to be offered during Year 3, increased in Year 4, and
decreased in Year 5. This decrease is attributed to
concerns about performance continuity without
maintenance contracts for headset updates.

13



» Outcome 6: Develop and implement five modules using XR
technologies by September 30, 2022

Year 5

Year 4

Year 3

Year 2

Year 1

Baseline

Modules were in development during Years 1-2 and were
implemented during Years 2-3. The modules will remain
available for use.

» Outcome 7: Annually, number of students participating in courses
with XR modules

In Fall 2023, there were 334 students enrolled in courses
with XR modules. Data measurement has shifted across
program years. The evaluator is unable to analyze change
across program years for Outcome 7.

14



» Outcome 8: Percentage increase in targeted faculty trained in XR-
related technologies and modules

Trainings did occur in Years 3 and 4. However, the
evaluator cannot ascertain the number of faculty trained, as
attendance counts at trainings could show the same faculty

member at multiple training sessions. The largest training
session (October 2024) had 27 faculty in attendance.

» Outcome 9: Percentage increase in targeted faculty using XR-related
technologies and modules

Year 1

Baseline

After implementation was complete, faculty began to use
XR technologies and modules in their classrooms. Growth
increased during Year 4, but slowed in Year 5 with lack of a

technology maintenance contract.

15



New Endowment Fund

» Outcome10: Annually, amount of pledged funds for the endowment
fund

Year 5
Year 4
Year 3
Year1

Baseline

During Year 2, the campus received $300,000 in pledged
funds from one donor. Those funds were later reallocated.

» Outcome 11: Annually, number of donors who commit to the
endowment fund

Year 5
Year 4
Year 3
Year 2 -
Year1

Baseline

During Year 2, one donor pledged $300,000 to the
endowment fund. Those funds were later reallocated.

16



» Outcome 12: Increase in numbers of donors with commitment to the
endowment

Year 5
Year 4
Year 3
Year 2 -
Year1

Baseline

Receiving one donor in Year 2 was an increase in donors
committed to the endowment fund.

» Outcome 13: Raise $433,600 in non-federal funds for the
establishment of new endowment fund by September 30,

2025.

Year 5

Year 4

Year 3 $46,010.92

Year 2
Year 1

Baseline

During Year 3, OSUIT brought in 15% of the $300,000
pledged in Year 2. These funds were later reallocated.

17
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CONCLUSIONS &
RECOMMENDATIONS

Objective 1: Develop and Implement a Virtual
Learning Environment

Objective 1 supported the creation and implementation of the Virtual Learning
Environment, using virtual reality headsets and Metaversity. In Year 4, 15 courses in six
OSUIT programs featured XR integration. The infrastructure was put in place and is able
to support any existing courses and modules, for as long as the equipment works with
existing technology. The project director anticipates that continued technology updates
will eventually render the current headsets obsolete, as they will not be able to support
the updates.

Objective 2: Strengthen Campus IT Infrastructure

Objective 2, which focused on the campus IT infrastructure, was completed by OSUIT
prior to receiving the grant award. The objective was retained in the evaluation
framework, because the evaluation annually tracked one output related to this activity.
However, there were no data provided to document this output.

Objective 3: Establish New Endowment Fund

The purpose of Objective 3 is to increase institutional stability through the
establishment of a new endowment fund. The endowment fund was

established in Year 1, and an oversight committee was formed. One donor pledged
$300,000 in Year 2, and OSUIT brought in 15% of that sum ($46,010.92) during Year 3.
Despite reported efforts and representation at donor events, there were no further
pledges to this endowment fund. The funds from the existing pledge were later
reallocated.

Recommendations

With grant funding soon ending, it is essential that OSUIT plans for program sustainability.
Sustained efforts to increase buy-in across the campus should be continued. Reflecting on
lessons learned also supports sustainability by implementing what works.

19



Factors Impacting
Implementation

Leadership turnover &
reorganization. During the
five-year grant term, OSUIT
experienced turnover in the
campus president and other
senior roles. The loss of the
president was challenging,
as this initiative had been
“his vision and when he left
the campus, the drive [to
realize the vision] was lost.”
Hesitant faculty now had “a
reasonable excuse to
pause.” Altogether, the
campus had three different
people serving as president
during the grant term.

OSUIT continues to
undergo a significant
reorganization during this
time period. Dean positions
have been moved or
changed, some schools now
combined, and a curriculum
development center now in
place. Shifting lines of
communication and
authority also contributed to
uncertainty about this
initiative.

LESSONS LEARNED

LESSON #1: Faculty Involvement

One of the benefits | felt when we were
developing it, our program ... was that
since | was not an expert in the dining
room services, | was able to also teach at
the end of our program. Not just teach
but assess. That was a big benefit
personally for me.

Culinary instructor during faculty focus group

Faculty served as subject matter experts (SMEs) for
module development over the first three grant years,
with a second group of faculty joining in Year 3 to
review, train, and test out the course modules. Faculty
training included faculty exploring the OSUIT
Metaversity, engaging in the testing of specific
features, and utilizing and familiarizing themselves with
the built-in tools (collaboration, the avatar editor, and
other social features).

High levels of faculty involvement during development,
combined with ample training, contributed to strong
implementation of virtual learning. Faculty participating
in a 2025 focus group reported a high level of comfort
with the technology, including the ability to adapt use
of modules. In addition to using modules in instruction,
some faculty reported using them as a supplemental
instructional resource and as part of a capstone
assessment.

20



LESSONS LEARNED

LESSON #2: Contracting for
Rapidly Changing Technology

The technology is just been going so fast
... We went to a company and they
already have this in a module and it

costs less than what [our contractor] was

giving us. .. It was a lot better than what

we were getting from the company that

was helping us with the module. .. They

were already advancing so fast with this

technology and we were still stuck in the
Oculus two stage.

Instructor during faculty focus group

EdTech is a dynamic field, with new tools and platforms
constantly emerging. Investing in technologies that may
be inferior in quality or become outdated or superseded
quickly can lead to wasted resources and inefficiency.

During the final year of this initiative, OSUIT staff and
faculty discussed some of these challenges working with
their virtual learning contractor. At the time XALTER
began working with OSUIT, they did not have deep
experience working with higher education institutions.
The modules they produced were reported to be of mixed
quality and required a lot of revision and updating. One
faculty reported that a phase 2 module “still had a bunch
of glitches,” and another faculty commented that some
“off-the-shelf” products available now were bettter quality
and cheaper than the modules OSUIT had commissioned.
Developing EdTech contracts with flexibility and exit
ramps can help avoid this situation in the future.

Positively, OSUIT’s development of a robust platform for
virtual learning modules--OSUIT Metaversity--has
positioned the institution well to use commercially
available products and does not limit them to use of
XALTER modules.

21

Factors Impacting
Implementation

Changing Strategic
Priorities. In addition to
leadership and
organizational changes at
OSUIT, strategic priorities
also changed during the
grant’s five-year term.
Planning began
immediately prior to COVID
with an interest in
increasing student
engagement through
interactive technology. The
pandemic brought a
sudden need for online
education. Grant goals
appeared in the 2022-2027
OSUIT Strategic Plan, and
a proposal was developed
to build a Center of
Excellence for Immersive
Techologies in partnership
with XALTER. The current
focus on OSU PolyTech--a
statewide coordination of
the OSU System's
workforce-driven technical
academic programs--
immersive tech--integrates
immersive technologies but
does not promote them
separately.



SUSTAINABILITY/
INSTITUTIONALIZATION

Overall score on
Sustainability

409% Assessment

The sustainability assessment, based on the Program Sustainability Assessment Tool
developed by Washington University (St Louis, MO), is designed to assess a program’s
current capacity for sustainability across a range of specific organizational and contextual
factors. In the assessment conducted by the evaluator using available documentation,
funding stability, organizational capacity, program evaluation, and program adaptation
were found as strengths supporting longer-term sustainability of OSUIT’s virtual learning
environment initiative; communications, strategic planning, environmental support, and
partnerships were noted as challenges to sustainability. OSUIT is encouraged to review
the sustainability assessment findings and use results to guide sustainability action
planning for the initiative.

Environmental Support

100
Strategic Planning | 80 | Funding Stability
60
40
20
Communications () v - Partnerships
Program Adaptation | , | Organizational Capacity

Program Evaluation

Sustainability analysis

See Appendix D for sustainability
analysis
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