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ABSTRACT

Due to a lack of resources, tools, and expertise among Malaysian educators, it is challenging to
prepare software and applications for studying digital design content. Additionally, despite the
completion of the knowledge transfer, there is still scepticism about its acceptance among
instructors and students. As a result, the current study intends to investigate whether educators and
students in public higher education in Malaysia are accepting of eLearning in digital book design.
In the current study, a structured interview will be used, and participants will include educators
from three (3) public universities in Malaysia: Universiti Teknologi MARA (UiTM), Universiti
Pendidikan Sultan Idris, and Universiti Malaysia Kelantan (UMK). Between the instructors and
students, there are 12 informants. Following the transcription process using the informants' data,
the keywords used by the informants will next be categorised according to internal and external
parameters. To accomplish this, all of the information gathered from the informants was analysed
using thematic analysis. The study discovered challenges in using 360-Degree in virtual reality to
teach the subject because of the accessibility of 360 software, the lack of supportive infrastructure,
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such as appropriate gear, and the high cost. Furthermore, educators' 360 learning knowledge and
skills are lacking, which has affected how poorly they give lessons. Technology has advanced
greatly in many industrialised nations, but in developing nations like Malaysia, where many people
lack the necessary skills and readiness, this is still a problem.

Keywords: 360-Degree, virtual reality, eLearning, educators, learners, Malaysia

INTRODUCTION

360-Degree virtual reality in education has become embedded in higher education worldwide and
has positively impacted results. Studies in many developed countries have shown the vast
acceptance and use of technology in education and learning (Pantelidis, 2010). This has led the
process of teaching and learning styles to grow better and easier in conveying knowledge to its
learners. It also encourages learners to learn actively and effectively motivates them. However,
studies in developing countries show difficulties in accepting new technologies due to the
traditional platforms used and the lack of upgrades to accept the new technology used by developed
countries (Bahrini & Qaffas, 2019). This is also supported by a study conducted on the sudden
changes in pedagogy in education that have developing countries struggling to cope with the new
technology, specifically during the attack of COVID-19 (Oyedotun, 2020). Malaysia is one of the
developing countries that are affected during the pandemic in juggling and managing the education
system at times, as many are now forced to use technology to cope with the situation, and that has
led to the acceptance of using technology for education purposes.

Malaysian Higher Education highlighted that technology is crucial in the educational
process to prepare the growing generation. Information tools are found to be an important medium
to ensure that information delivery is successful. However, the biggest issue faced is closing the
gap between the urban and the rural areas as some, with the existence of tools without internet
reception availability have led to failure in achieving the objective. In addition, these tools,
training, and integration of the educational process will help create and develop a unified
information space for pedagogical education. Educational systems must engage in innovative
practices in order to facilitate the acquisition of 21st-century skills by both instructors and students,
ensuring their active preparedness for the demands of the new century (Gdcen et al., 2020).
Contemporary education reform places significant emphasis on the imperative to enhance the
utilisation of digital technology for both instructional purposes and the evaluation of learners’
competencies.

Instructors in conventional tertiary education institutions have recognized the advantages
of incorporating online and virtual learning formats due to the availability of numerous educational
resources. The utilisation of more captivating information has been found to be relevant, as
evidenced by numerous colleges and institutions that have expressed their widespread adoption of
360-degree technologies (Doucet et al., 2018). Therefore, the present study aims to explore per
below conceptual framework:

Acceptance among
Educators in Public
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360-Degree Virtual Reality
in eLearning Digital Book
Design
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Figure 1. Conceptual Framework

Present study aims:

RO1: To explore factors contributing to acceptance of 360-Degree virtual reality in eLearning
Digital Book Design among educators in public universities, Malaysia.

RO2: To explore factors contributing to acceptance of 360-Degree virtual reality in eLearning
Digital Book Design among learners in public universities, Malaysia.

LITERATURE REVIEW
360 Degree Virtual Reality

Virtual reality (VR) technology refers to the use of computer simulations to replicate and simulate
real or physical environments, scenarios, objects, or products. 360-degree virtual reality has the
potential to serve as a valuable tool in this particular setting due to the interactive nature they offer.
The functions of panoramic cameras have increased their capability to produce a picture that takes
the shape of a sphere. In addition, the head-mounted device is able to display mobile devices such
as cell phones that can be utilised for the purpose of viewing videos. Meanwhile, the individual's
head rotations give the direction that is able to perceive a segment of the spherical object. It is
widely acknowledged that the acquisition of mastery abilities necessitates the utilisation of a wide
range of tools and the expertise of competent instructors. However, virtual reality technologies and
systems are now becoming a new game-changer within the world of formal education (Adnan,
2018). In order to align with technological advancements, the education sector must recognise and
implement a framework that effectively navigates and addresses the challenges of the future.

Virtual reality (VR) technology is proving to be beneficial for learners who struggle with
specific skills and information. By including interactive VR experiences in their learning, these
individuals are able to gain a deeper understanding that closely resembles real-life lessons
(Georgieva & Georgiev, 2022). The study of digital book design encompasses practical
applications and real-world scenarios. In order to facilitate the transition of books into digital
formats, learners must be exposed to appropriate tools and software that demonstrate the process.
This has been supported by many studies that show a high number of physical copies has moved
towards digitalization (Kristensen, 2019). Therefore, the need to shift the learning subject in
publishing towards the adoption and adaptation of new technology is crucial.

E-learning in digital media technology
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The development of digital media technology has aided in the electronic evolution of educational
resources, which is evident in the inclusion of original digital content that seamlessly combines
text, images, music, videos, animations, and virtual reality (VR) components (Ran & Jinglu, 2020).
The use of computers and other intelligent terminals, such as mobile phones and tablets, has led to
a substantial increase in the level of engagement between learners and e-learning materials. The
acquisition of knowledge in digital design includes educational encounters utilising augmented
reality. The learner's experiences vary according to three distinct aspects, namely technology,
software, and content (Ismail et al., 2023). Thus, it is expected that educators and learners will
improve in these areas.

Technologies are one prominent aspect of using 360-Degree virtual reality. The selection
of a particular device has a direct impact on the suitability of software and content. Desktop
systems possess larger screens and enhanced processing capabilities. Using e-learning in the field
of digital design necessitates the utilisation of substantial hardware resources, including desktop
computers and high-resolution screens. Therefore, in order to realise e-learning, the facilities of
one institution must be at par and meet the requirements to ensure smooth delivery. Moreover,
software plays a crucial part in 360-Degree virtual reality. Adobe Package is well recognised as
the predominant programme utilised in the field of learning design for educational purposes. This
software is considered to be the most user-friendly software in the field of design, and learners are
able to comprehend its usage well while utilising the Adobe package. Nevertheless, the utilisation
of 360-Degree virtual reality poses significant challenges due to the lack of specific software
designed specifically for this purpose.

Unified Technology Acceptance and Use of Technology (UTAUT)

The unified theory of acceptance and use of technology (UTAUT) is a technology acceptance
model which was used widely among researchers in identifying factors of acceptance of one new
technology and its use behaviour (Venkatesh et al., 2012). Therefore, the present study also
adopted UTAUT as a theory to guide the present study. The use of UTAUT is not limited to studies
that employ the quantitative method; it is also widely used in qualitative research to explore factors
that contribute towards technology acceptance and use. A study conducted by Ustun et al. (2023)
on the acceptance and use of virtual reality technology among university students shows positive
acceptance among them, followed by Alotaibi (2023) on the wide use of VR technology in the
education and training field. This evidence shows the relevance of the theory used in measuring
the acceptance of virtual reality in the context of the education field. Thus, it also signifies factors
used in the interview questions employed in the present study.

Educators and Learners Acceptance in 360 Degree Virtual Reality

The acceptance of 360-Degree virtual reality among educators and learners in Malaysia
specifically has been a prominent topic discussed in much research in recent years. Due to its
potential to transform education by providing an immersive and engaging learning experience to
both learners and educators, it has actively been discussed (Pirker & Dengel, 2021). This is
supported by its positive impact on learners, which allows them to explore complex concepts and
scenarios. Thus, it encourages educators to embed this in their teaching, which later has resulted
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in positive outcomes in terms of learner engagement and comprehension among the millennials
and future alpha generation (Ziatdinov & Cilliers, 2021). The positive impacts have been
challenged with a few challenges faced by the educators. Due to the generation gap between
educators and learners, educators are required to be equipped with training in order to use the
technology effectively.

Learning new technology can be time-consuming and can have other technical constraints
(Blattgerste et al., 2021). Scholars found that the educators' acceptance of 360-Degree virtual
reality has elicited mixed reactions. Some educators embrace new technology enthusiastically
while others are skeptical and resistant. The resistance to adopting new technology, as educators
are accustomed to traditional teaching methods, presents challenges that need to be addressed.
Meanwhile, some educators resist adopting it due to doubt on its effectiveness. Learners in higher
institutions among the millennial generation are excited about the prospect of using 360-Degree
VR technology, and they found that the technology helps them as it is memorable for their in-study
grasp (Pirker et al., 2020). However, similar to learners, they found that some students face barriers
and issues related to accessibility to technology. This will also affect their acceptance of 360-
Degree VR in education as the drawbacks of the technology can be expensive to implement, and
not all subjects or topics are suited for 360-Degree VR experiences.

In conclusion, the acceptance of 360-Degree virtual reality in university settings depends
on various factors, including the readiness of educators and learners, the availability of resources,
and the alignment of 360-Degree VR with pedagogical goals. As technology continues to advance
and educators gain more experience with 360-degree virtual reality, its acceptance and integration
into higher education are likely to continue to evolve.

METHODOLOGY

The data for this study was obtained through the use of a structured interview. This study examines
the perception of virtual reality as a learning tool among both learners and educators. The study
would involve the inclusion of educators from three public universities in Malaysia, namely
Universiti Teknologi MARA (UiTM), Universiti Pendidikan Sultan Idris (UPSI) and Universiti
Malaysia Kelantan (UMK). There are a total of 12 informants, comprising both instructors and
learners. A structured interview, in its primary manifestation, entails an individual posing a series
of pre-established inquiries to another individual, pertaining to meticulously chosen subjects. The
investigation was carried out based on the research topic, and all informants were presented with
identical questions in a consistent manner. The research methodology under consideration exhibits
a high degree of standardisation and possesses the potential to serve as a robust tool for formative
assessment. Structured interviews are a valuable method for delving into the perspectives of
respondents, which researchers aim to investigate in greater depth.

The formulation of the question was derived from two primary study objectives, with two
corresponding questions for each specific detail. The questions were adapted from a previous study
that focused on the acceptance of technology. The sampling method employed in this study is
purposive sampling, similar to a previous study on the use of VR to its specific informant in the
tourism industry (Colakoglu et al., 2023). The researchers first determine the necessary
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information and subsequently seek out individuals who possess relevant expertise to provide that
information. Therefore, the current investigation centered on educators possessing over five years
of professional experience and expert knowledge of editing and design. This approach enhances
the understanding of the provided data and systematically organises the concepts expressed by the
informants.

In this phase, the thematic analysis will be conducted using a procedural framework
consisting of six steps. According to Braun and Clarke (2006), the initial part of thematic analysis
involves familiarising oneself with the data. The research process consists of several phases. Phase
2 involves the generation of initial codes, while Phase 3 focuses on the search for themes. In Phase
4, the identified topics are reviewed, and in Phase 5, they are defined and named. Finally, Phase 6
involves the production of the research report. Thematic analysis is a research approach that
involves identifying, classifying, and providing an understanding of recurring patterns of
significance or themes within a given dataset (Jnanathapaswi, 2021). Moreover, the utilisation of
thematic analysis enables the researcher to comprehend and depict the underlying meanings and
experiences by directing attention toward the intentions present within a given dataset (Braun &
Clarke, 2006).

Table 1. Interview Questions for Educators / Learners

Items Questions Sources

Ql As an educator/learner do you find 360-Degree Venkatesh et al
virtual reality easy to use in the classroom? (2012)

Q2 Does using 360-Degree virtual reality enable Venkatesh et al.
you to educate/learn design quickly in the (2012)
classroom?

Q3 Do you think that using 360-Degree virtual Dalim et al. (2017)

reality offers stability of interaction in
educating and learning?

Q4 Does curriculum and workshop have been Venkatesh et al.
offered to you to upgrade your skills as an (2012)
educator/learner?

Q5 Do you find the necessary assets within the Venkatesh et al.
faculty to efficiently use the 360-Degree virtual (2012)
reality?

FINDINGS
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RO1: To explore factors contributing to the acceptance of 360-Degree virtual reality in eLearning
Digital Design among educators in public universities in Malaysia.

Incorporating virtual reality technology into educational settings is indeed a commendable
proposition. However, the facilities must be modernised and designed for enhanced usability.
According to numerous educators, learners express acceptance of the incorporation of virtual
reality technology in the pedagogical and learning processes. However, due to a lack of framework
and skills, the learning process is limited. The educators expressed their willingness to incorporate
virtual reality into their instructional practices, albeit not as the primary focus of the learning
experience. In order to acquire proficiency in design, individuals must possess a comprehensive
understanding of the sequential stages involved in the design process, as well as the practical skills
necessary for its execution. This knowledge and hands-on experience significantly facilitate the
learning of design principles.

The integration of 360-Degree virtual reality technology has the potential to enhance the
interactivity and engagement of the teaching and learning process. Instructors and learners would
be inclined to utilise this system within their classroom, provided that the necessary hardware and
software are adequately provided in the future. From the educator's perspective, the facilitation of
virtual reality necessitates a significant amount of effort. Most educational programmes or subjects
require a preparation period of at least six months to one year before they can be implemented in
the classroom. The creation of this system necessitates the involvement of multiple individuals.

“Yes, we already started using virtual reality in classes, but it was just for simple topics. 1
dedicated nearly a year to the development of a single subject for instructional purposes
because I have a limited capacity for module preparation in terms of teaching design. Skills
and knowledge will be the biggest factor in accepting virtual reality”. Informant 1

“It is not easy. The application is widely known in name, but applying the teaching aspects
of it is quite hard. Most students that I have thought never encountered or used the most
basic virtual reality”. Informant 2

“Yes, universities do provide some classes for educators, but the main concern about virtual
reality is that the devices and hardware are still lacking. Not all faculties are able to have their
own devices and hardware”. Informant 4

Table 2. Thematic Analysis - RO1
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RO 1: To explore factors contributing to the acceptance of 360-Degree Virtual Reality in
eLearning Digital Design among educators in Public Universities, in Malaysia.

General Theme Subtheme Numbers of Informants
I I 1
Knowledge Skills 5
Theory 1
I I 1
Total Number of Informants 6
I I |
Module Curriculum 3
Framework 3
I I 1
Total Number of Informants 6
I I |
Technology Hardware 4
Software 2
I I |
Total Number of Informants 6

RO2: To explore factors that contribute towards acceptance of 360-Degree Virtual Reality in
eLearning Digital Design among learners in Public universities in Malaysia.

The findings indicate that a majority of the learners derive acceptance from utilising virtual reality
but there are a few obstacles that they need to face using this technology. The majority of the
participants indicated that they encounter several challenges when utilising 360-Degree virtual
reality. These challenges include experiencing both positive and negative feedback.

Through the use of 360-Degree virtual reality, the learner feels a sense of enjoyment in the
educational process. The learning process becomes easier to understand when 360-Degree virtual
reality gives the learners an experience. Due to their youth, the process of adapting to technology
is considerably easier. Motivation is the key determinant for utilising 360-Degree virtual reality
technology. Since their educators motivate and expose them to technology from a young age, they
typically have no trouble embracing it in the classroom. The concept of 360-Degree virtual reality
can be deemed accessible to those who have grown up with technology and are considered digital
natives. Conversely, individuals who have adapted to technology later in life, otherwise known as
digital immigrants, may find the concept more challenging to comprehend.

On the contrary, it appears that many of the courses provided by the faculty fall short of
providing students with a comprehensive understanding of this particular technological field.

Although the faculty does encourage the use of such technology, the devices provided are often
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insufficiently prepared for the task at hand. As a result, many learners find themselves struggling
to engage with the material at hand fully.

“I enjoy using Virtual reality for educational purposes. But somehow, I don't have access
to software or devices. It can only be used in our smart classroom”. Informant 1

“The instructor often suggests using virtual learning to explore new topics and ideas. But,
1 understand that it can take a while to learn how to use the software and hardware needed

for virtual learning”. Informant 2

“I guess not all subjects are suitable for using Virtual Learning. I prefer to have face-to-
face communication while engaging with my instructors”. Informant 3

Table 3. Thematic Analysis-RO2

RO 2: To explore factors contributing to acceptance of 360-Degree Virtual Reality in
eLearning Digital Book Design among learners in Public Universities, Malaysia.

General Theme Subtheme Numbers of Informants
| I I |
Motivation Easy to use 1
Stability of usage
| I I |
Total Number of Informants 6
I I I 1
Learning Process Easier 0
Harder 6
I I I 1
Total Number of Informants 6
I I I 1
Technology Hardware 6
Software 0
I I I 1
Total Number of Informants 6

DISCUSSION AND CONCLUSION

The utilisation of 360-Degree virtual reality has gained acceptance among educators and learners;
nonetheless, there are certain deficiencies in its implementation. The instructor should establish a
framework and basis for teaching and learning 360-Degree virtual reality to ensure that learners
can effectively acclimatise to this technology. In addition to the pedagogical framework, the
cultivation of skills is also a crucial component in effectively instructing students. Educational
professionals must demonstrate readiness to embrace technological advancements and have a
willingness to further enhance their skill sets in the forthcoming years (Abdeldayem & Aldulaimi,
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2020; Dhanpat et al., 2020; Salmon, 2019). Besides, it is necessary for universities to establish a
learning atmosphere that is conducive to the development of knowledge pertaining to 360-Degree
virtual reality, as this particular technology necessitates the utilisation of a designated spatial
setting (Chen & Liao, 2023; Chiu et al., 2023; Eiris et al., 2020).

The utilisation of 360-Degree virtual reality technology remains relatively novel within the
realm of educators and students. To gain a comprehensive understanding of design through the use
of virtual reality, it is imperative to acknowledge that both instructors and learners may encounter
problems. However, instructors can overcome these problems and effectively prepare themselves
for the future through the development of their skills and knowledge in the field of education.
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