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Abstract

As extended reality (XR) technologies — encompassing virtual reality (VR), augmented reality (AR), and
mixed reality (MR) — gain prominence across various industries, academic institutions face the task of
preparing students for careers in this evolving field. XR-related programs and initiatives have emerged
to meet the growing demand for professionals skilled in immersive technologies, but the question arises:
how do these programs deliver added value compared to existing educational offerings? This study
investigates the current state of XR integration in higher education, focusing on universities with AACSB-
accredited business schools in the United States, and examines the similarities and differences across
institutions. Drawing from a comprehensive sample of 547 U.S.-based institutions, this research
assesses the landscape of XR-related academic offerings. By analyzing curricula, initiatives, and
applications, we identify the extent of overlap between programs and consider relevant disciplines such
as computer science, design, business, health sciences, and engineering. Our findings indicate that
approximately 43% of higher education institutions integrate XR technologies across diverse academic
programs, often in conjunction with fields such as AI, robotics, and interactive media, to align with
evolving industry demands. This analysis provides concrete guidance for institutions aiming to launch
or refine XR curricula by identifying current trends, disciplinary contexts, and skill emphasis. By
understanding the commonalities and distinctions between XR and related fields, educators can tailor
offerings to equip students with the skills needed to thrive in the immersive technology sector.
Furthermore, this research serves as a resource for institutions seeking to bridge the gap between
traditional educational models and the dynamic world of XR.
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