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[bookmark: _Toc155798569]Executive Summary
[bookmark: _Hlk155788279]
This research explored the use of desktop virtual reality virtual courtroom (VCR) as a learning tool to enable students from law, policing, and social work to come together to practise courtroom presentation skills through an interdisciplinary simulated court hearing. The study explored the benefits of in incorporating virtual reality (VR) into teaching and learning across disciplines whilst highlighting improvements to enhance the virtual courtroom’s (VCR) effectiveness as a teaching and learning tool. It examined the experiential nature of the virtual court room as a method for learning and skills development to consider the benefits of simulated virtual experiences for students to enhance their knowledge and skills and how the experiences supported them for professional practice.  The research explored the creation of a framework for accessibility standards for 3D desktop and VR simulations to support the adoption of 3D desktop and VR simulations across the university through an in-depth analysis of accessibility within the fields of Virtual Reality (VR), Augmented Reality (AR), Mixed Reality (MR), and Extended Reality (XR). The research placed a particular emphasis on evaluating the virtual courtroom (VCR) against the established best practices for computer-generated environments. The findings confirm that virtual courtroom (VCR) compares well with current educational tools for accessibility. The research has identified a plan for further improvements to become even more inclusive.


[bookmark: _Toc155798570]Aims and scope of the project
[bookmark: _Hlk176265848]The emergence and potential of innovative technologies to improve teaching and learning has generated significant excitement in recent years (McGovern et al, 2020; Chiquet et al, 2023). Technologies such as virtual reality, augmented reality, artificial intelligence, and virtual worlds are increasingly at the centre of discussions around the potential of educational technologies. Immersive technologies, in particular, have the potential to provide a greater sense of realism and facilitate interactions with users that go beyond traditional 2D interfaces (Fiorentino et al, 2020). Research by Gros et al. (2016) highlights the positive benefits on both academics and students in the use of digital technologies to enhance learning. VR and AR offer unique opportunities in distance learning to replicate ‘real life’ experiences like court attendance which are challenging or impossible to achieve within conventional pedagogical structures (Childs et al 2021). Despite the growing research on virtual reality particularly its features and functionalities of VR, there remains significant gaps in the literature around the effectiveness of virtual reality in teaching and learning, as well as its usability particularly in a distance learning context (McGovern et al 2020, Fiorentino et al 2020, Childs et al 2021). The aim of this study is to build on previous work from the schools of law and policing on the use of virtual reality within teaching and learning (McFaul & Fitzgerald, 2019; Jones et al, 2023; Ryan 2023, Kadry, 2023).
[bookmark: _Hlk176266609][bookmark: _Hlk176354262]The virtual court room illustrates the potential of technology to create a realistic court environment, offering students first-hand experience in a virtual setting (Jones et al., 2023). However, achieving the ‘mastery of skill’ is dependent on the ‘simulated environment being as close to the real thing as possible’ (Mowbray, 2020). According to Hudson et al. (2019) a truly realistic virtual experience requires three essential elements: ‘things, surroundings’ and, most important, ‘people; it being their presence that makes the virtual world feel more like the real world.’ Öngöz et al. (2017) study on the viability of a 3D virtual court for legal education in Turkey concluded that ‘the virtual court must reflect the functioning of the actual courts in every aspect’, including ‘sound, tone and mimics.’ Jacobson (2017) further emphasises for those ‘practising evidence giving skills, motions need to be authentic in terms of what they convey, but the actual appearance of their bodies can be quite simple. The learning experience is effective if it induces the required feelings of discomfort.’ Therefore, it is crucial that VCR users can interact with the environment – including things, surroundings, people - in the same way as if in a real court. 
While innovative technology is attractive, important considerations must be made regarding usability, accessibility and the balance with realism and spatial presence in creating virtual environments. Accessibility standards for 3D desktop and VR simulations are an emerging area with no consensus established. Although some external organisations, such as Microsoft are working to develop to best-practice around their gaming products they have not yet come together to agree sector-wide standards that apply to VR. The aim of this research is to add to the work being led by Sarah Davies in STEM around accessibility for virtual fieldwork and James Smith in the OpenSTEM labs. 
The impact of technology on the practice of law and the administration of justice, has become increasingly apparent as more court hearings are conducted remotely following the pandemic (Susskind, 2021, The Law Society, 2023). The Scottish Government recognises the potential of virtual reality in court settings, they are currently developing virtual courts to support victims and witnesses in court proceedings (O’Sullivan, 2023). A key aim of this research is to explore how the experience of participating in a simulated hearing in a virtual courtroom prepares students for professional practice and enhances their employability skills. 
The research aims to address the following research questions:
Research questions 
1. What are the benefits of a virtual courtroom for law, policing, and social work students in developing court room presentation skills? 
2. What are the benefits for students working together on an interdisciplinary mock hearing? 
3. What are the challenges of using a virtual courtroom with students from across disciplines? 
4. [bookmark: _Int_QD5f896z]Do students report positive benefits for their learning through engaging in a mock hearing simulation in a virtual courtroom?  
5. What is the potential for a virtual courtroom to be used in other disciplines? 
6. What previous research is there on accessibility standards for 3D desktop and VR simulations? 
[bookmark: _Toc155798573]Activities and methodology

There is growing research on virtual reality but significant gaps in the literature around the effectiveness of virtual reality in teaching and learning and the usability of systems (McGovern et al 2020, Fiorentino et al 2020). In an increasing competitive higher education sector, higher education needs to greater understanding of the student experience of incorporating of virtual reality into teaching and learning. 
Accessibility standards review 
The first part of the project was a literature review to consider accessibility standards for 3D desktop and VR simulations led by Anna Chistyakova in LDS. A comparative analysis of accessibility features present in various learning-orientated products, comparable to the VCR was undertaken. The research explored how to construct a framework for evaluating the virtual courtroom and similar simulations within the university. An in-depth analysis of accessibility within the fields of Virtual Reality (VR), Augmented Reality (AR), Mixed Reality (MR), and Extended Reality (XR) with a particular emphasis on evaluating the Virtual Courtroom (VCR) against the established best practices for computer-generated environments was conducted. A VR accessibility market report was produced and is appendix to this report. 


Research ethics 
An ethics application for the research project was submitted and approved by HREC and SRPP prior to the start of the study. The research activities were conducted in accordance with ethics protocol including informed consent, confidentiality, and data protection. 
Simulated court hearings preparation 
The project team devised a detailed scenario for the mock hearings, which was a central component of the research. The scenario was a family law case involving an application for an interim care order to support the participation of law, policing, and social work students. The case materials included a set of facts, witness statements, medical reports, and court orders incorporated into a trial bundle. The evidence reflected a typical case that students would come across in professional practice, it was intentionally designed to be relatively straightforward to allow the hearings to be conducted within an hour.  The same scenario was used in all the mock hearings.  
Twenty students were recruited for the project, 10 law students, 5 policing and 5 social work students. Prior to the mock hearings, students were provided with specialised training sessions designed to prepare them for their role in the proceedings. These sessions included a recorded presentation on interim care proceedings and an online session on courtroom proceedings, evidence, and courtroom etiquette. In addition, there were bespoke sessions to cover discipline specific elements of the role.  For example, the law students were supported with preparing examination and cross examination questions and all questions were submitted in advance to ensure their appropriateness and suitability. The sessions were designed to ensure that the students felt equipped to participate effectively in the mock hearings. The sessions were voluntarily and not all students chose to attend, but all students received support via email/telephone from specialist law and social work tutors allocated to the project.     
Simulated court hearings
Five mock hearings were conducted between May to July 2024. Each hearing consisted of two law students, one social work student and one policing student along with a judge overseeing the proceedings. Members of the wider project team also attended the hearings. The law students assumed the roles of legal representatives with one acting on behalf of the parents and the other representing the local authority. During the hearings the law students conducted examination in chief and cross examination of the policing and social work students who were giving evidence as part of the case. This provided an interdisciplinary learning experience allowing the students to see the legal process from different professional perspectives. 
There were some logistically difficulties bringing together students to attend a mock hearing on an agreed date. At some of the hearings we did not have participation of all 4 students therefore where appropriate one of the project team assumed the missing role or an abridged version of the hearing took place.  
The hearings took place in our desk-top virtual reality courtroom (VCR) with the aim of testing the authenticity and functionality of the VCR. Prior to the hearings, all students were asked to download the VCR and offered the opportunity to familiarise themselves within the VCR by meeting one of the project team in the VCR. While some students took advantage of this offer, others chose not to. Despite repeated emails reminding students of the importance of downloading and testing the VCR in advance of the hearings some students chose to download the VCR only a short time before the hearing was due to start. During the hearings, a few students and some members of the project team encountered technical difficulties accessing the VCR. We were able to resolve most of these issues and they have provided valuable insights and highlighted adjustments that have been made to improve the VCR for future use.  
Interviews 
Interviews with students were conducted following the mock hearings to collect data on their experiences. The interviews focused on their experiences of engaging in a mock hearing, working with students from other disciplines and their experiences of using the VCR. Ten interviews have been conducted, two social work students, one policing student and seven law students. There are two interviews outstanding where we waiting to hear from the students. 

Data analysis 
Anna Chistyakova conducted a review of the data and identified key insights for this report. The plan is to conduct further data analysis using thematic analysis (Braun and Clark, 2016) which will explore further the key themes that have been constructed from the data and provide a deeper understanding of the students’ experiences that will inform future publications. 
[bookmark: _Toc155798576]Findings/conclusions and recommendations
[bookmark: _Toc155798579]Overall summary 
A key finding of the research is that the quality of the learning experience is deeply connected with the technology, particularly in how it enables students to immerse themselves in the simulated hearing. The realistic nature of the virtual environment allows students to engage more effectively with the simulation and practice their courtroom skills. The immersion helps internalise the practical aspects of courtroom proceedings, overall enhancing their learning experience. The VCR supports collaborative learning and is an effective tool for bringing together students from different disciplines to support students’ learning. 

Recruiting students 
Recruiting students to participate in the research was straightforward, however, co-ordinating schedules proved to be more complex. Aligning the availability of the students particularly social work and policing students who were in practice was difficult and time consuming. Although 20 students were recruited for the project some students were not able to participate because we could not accommodate their schedule and a few students after agreeing to participate chose not to engage with the research. Eight law students, two policing students and two social work students participated in the research. Four students participated in more than one mock hearing.  
Simulated court hearings preparation: legal versus technical preparation   
A key finding was that students primarily focused on preparing for the simulated hearing in terms of the legal content and attending preparatory meetings, with only varying degrees of prior familiarisation with the VCR. 

“I think there were a couple of technical issues with me downloading <...> and that required a phone call to, I’ve forgotten the chap’s name, but he was really helpful and we got it all sorted. But I was in a blind panic that I was going to be late for court, even though it wasn’t a real court.” - Law student 7

Interesting although not all students attended the preparation meetings it didn’t appear to impact on their overall experience. Students appreciated the clear instructions on installing and using the VCR and the recorded legal presentation. This suggests that asynchronous methods of preparing students for simulated hearings are valuable.  One of the recommendations of the research is that it is essential that students are aware of the correlation between understanding the legal material and mastering the technical tools, both of which were essential for an effective simulation. 
Simulated court papers
Students identified the importance of the court papers for creating a realistic scenario. 

“And I can't stress enough how good those court papers were. I've just done a week with Winchester Hampshire legal services and those court papers for the moot were better than the court papers I have viewed at Winchester this week. So, they were incredibly detailed. Everything was there in the court bundle. I thought it was fantastic.” - Law student 4.

“I wasn't expecting to have like the full court bundle with so much evidence. I don't know what I was expecting, but I wasn't expecting that. But I thought that it was really good.” SW student 1
The project now has a scenario with all the associated documents which can be used in future simulations and provides a template for other academics to support them in preparation of a courtroom simulation. 
 
Simulated case scenario 
The scenario was based on an interim care order, where it was likely that the local authority would be successful. One of the key findings from the research is that law students representing the parents felt discouraged by the perception they couldn’t ‘win’ the case. This is particularly interesting because it highlights that students consider the role of the advocate is primarily about winning. In family cases, the legal test is what is in the best interests of the child and that is the focus of the hearing. In practice advocates often find themselves representing clients in cases where a favourable outcome is unlikely, but regardless they have a duty to advocate in their client’s best interests.   

“Well in that case it was almost impossible for me to win. Let's put it that way, the evidence was overwhelming. <...> I think it was exaggerated.” - Law student 3
“It would be more debatable, if they left it a little more open, there could be a different outcome. It would have been probably more interesting, and it probably would have tested the prosecution more because the barrister for the prosecution really didn't have to do a lot, I felt.” – Law student 10.

This finding suggests that students need a better understanding of family law principles and the different types of approaches taken in family courts as opposed to criminal courts. Furthermore, students who wish to pursue a career in the bar need greater awareness of the realities of practice and the role of the advocate. 

Authenticity and realism 
There appears to be nuances in how participants perceive realism and authenticity. When students talk about a realistic experience, they mostly refer to environmental realism: the layout of the judge’s bench, witness stand, seating arrangements for the prosecution and defence, and sound effects. 

“I felt like I'd been to court. So it felt very real for me. I think that all of those things have a part to play in it—the way that the courtroom looks, the way that  it’s [set up]. You know, you were expected to actually move when you're asked to move. I think it's really good to kind of feel in that moment without actually being in that moment.” - Law student 9.

The sound of walking was also a noticeable feature for some students.

“The walking was quite loud. So if someone were walking in the background, you'd still be able to hear them walking and say you're getting questioned or somebody speaking to you. You just hear the sound of the footsteps, which you probably in real life you would hear. But it's just kind of heightened in that because obviously there's a sound effect of the walking.” - Police apprentice 

Students also noted how the simulation enforced the formalities of court procedures, such as addressing the judge correctly and following legal etiquette. A student who had participated in a previous research project noticed a substantial advancement in the simulation:

“The courtroom this time, it's like night and day. It's so different from the first one because the text is a lot better, and rather than a 5-10 minute chat, it was an hour. So I was there from the start to the finish. I saw other people present and give evidence, and it felt a lot more real, a lot more structured.” - Police apprentice

Authenticity was linked with the students’ emotional and intellectual engagement with the case. 

“I would probably say it's still realistic 'cause it is still set out the same as a courtroom. People still have the same roles. You still get questioned, so it's realistic in the way it's set up, just not realistic in the way you feel.” - Police apprentice

The realism of the experience was enhanced by having a ‘real’ judge presiding over the proceedings and this added to the gravitas of the hearing. 
“I think the big thing is having the judge and knowing that you know it's a proper judge. It's not someone just playing acting as a judge, and then obviously the way that she ran the court.” - Law student 8.

Everyone treated the process seriously for example some students mentioned that the police officer turned up in their uniform, which added authenticity and seriousness to the process.  Several students mentioned they stood up physically while speaking and when the judge came in and left.

“And I did actually stand up when I spoke though.” - Law student 8

“I think, well, the opening statement is very all eyes on you. You're the only person talking in the room. So, I was very aware of what I was saying, but once I started questioning the witness and they were talking back and responding to my questions, I didn't feel like the spotlight was on me. So by the time I got to closing, I felt fine, but it would be nice to do a few more of these just to get used to it, but I really enjoyed it.” - Law student 7

However, some students said they would probably have experienced stronger emotions toward the case in real life.

“In a real court, there are implications. It was like a courtroom, and the questioning was like a courtroom. But I knew if I answered something wrong or if I didn't know the answer, there was no impact. So it's probably more the way you feel in it rather than how it's set out or how it is.” - Police apprentice

The findings support the research of Hudson et al. (2019) that a truly realistic virtual experience requires three essential elements: ‘things, surroundings’ and, most important, ‘people; it being their presence that makes the virtual world feel more like the real world.’ The findings suggest that those elements were present, and this enhanced the experience for the students. 


Working with other students from other disciplines 
While police students didn’t mention anything specific about working with students from different disciplines, law students found it very helpful to see the role of the police officers and social workers, and how their involvement would translate into the documents in the bundle and how their perspectives add to the complexity of the case. Overall, students noted that having students from other disciplines added to the realism of the experience.

“It made me think on how the police might answer or respond, and how they've got a completely different perspective on things and that they might not know all the rules of the court, just in the way that I'm just learning, that you might get a very junior police officer and they might have different responses.” - Law student 7.

“I didn't realise it is actually going to be a real policeman. So it was good. It's made it more realistic.” - Law student 4.

“I felt that it was a much more real scenario with the fact that I'm a social work student. I was there to be the social worker. The police student was there to be the police officer. So, I thought that that was very good”. SW student 1

“I really enjoyed it and I found it really, really lifelike. The barristers were brilliant and they're really good. The one who, the barrister who was questioning who was for the for the family, was really good. It was really intense and I kind of got into a bit of a flow with him.” SW student 2 

Others mention the importance of seeing that not everyone is a good and confident witness: 

“I thought that it was helpful to us to learn that not everybody is a confident witness. And actually, sometimes the police can be the opposite. They can be very confident. But you know that typical thing about the overconfident but false, or confident but mistaken witness, let's say. And I thought that was a good learning that that is real—and seeing that phenomenon in real life.” - Law student 7.

Students benefitted from learning with their peers and that peer interaction enabled them to recognise the value of the experience not only to them but to other students.  

“I learned at the end when we were all walking out the courtroom, that they had been nervous as well. And that was good. It felt real to us all, and they all said it felt real. So when I was examining the witness and, she said, oh, did I get that right and whatever. And I thought that was really good because we were all learning together” - Law student 7.

It was also noted that the interdisciplinary experience reflects professional practice and the value to the learning experience to collaborate with other students from different disciplines.  
“we very often work as like multidisciplinary teams. I think that it would be really helpful to use from a learning perspective because we often work alongside police… I think I think it would be a really good opportunity, yeah, to, you know, work with any other students really.” SW student 1
There is an opportunity to further develop the project by incorporating group de-brief sessions, where students can collectively reflect on and discuss their experiences of participating in the mock hearing. 
“I thought that it was really good. I wonder if it would be good afterwards, to kind of debrief as a group to sort of say how we all found it. SW student 1

The findings suggest that the VCR supports collaborative learning and that students value the opportunity of having a shared experience and working with other students during the learning process (Alshammari, 2019). 
Professional and practical skills 
Participating in the mock hearings supported the students to develop professional and practice skills. Through their involvement in the simulation it enhanced their research, writing and oral advocacy skills. This was the first experience most law students had of case preparation where they were required to write an opening and closing statement, prepare and ask questions of witnesses, review and refer to evidence and work with a trial bundle.  It helped them understand how to structure their arguments and respond to the direction of a judge. 

“What I've learned in this process is actually the ability not just to cross-reference the information, but actually pick out those very important pieces where you could undermine the other side. And that's not always easy, especially when you're faced with the police report and when you're faced with the doctor's report. So I suppose it's just looking for the right information.” - Law student 3

The students also gained useful insights into emotional intelligence, particularly in areas like stress management and empathy. Participating in the mock hearings required students to manage their nerves and handle the pressure of performing in the hearing and in front of their peers. The VCR simulation was effective in allowing students to practice developing socio-economic skills which are particularly relevant in law, social work, and policing (Angel- Urdinola et al. 2021) 

“I didn't realise how nervous I would be. I could feel it in my voice. I think it's because it's something I want to do. I knew it was more of an experience, and we were not being graded, but I felt so nervous like I had to do a good job. I knew it was more of an experience and questioning the witnesses, but I found that experience quite big. It was very nerve-wracking.” - Law student 4.

“I suppose preparation for it was quite, I'm not going to say stressful, because I'm used to public speaking. It wasn't that kind of stress. It was more to do with I have an opposing counsel that I have to oppose, and I have to bring at this case to a good solution; my path was very challenging because I was representing the family in a very difficult situation.” - Law student 3

The findings suggest that through this experience students developed professional and practice skills and the development of those skills came from the authentic and realistic environment that Mowbray, (2020) highlights is critical for skills development. Previous research from McGovern et al., (2020) suggests that VR applications are helpful in supporting students to develop their presentation and public speaking skills, the findings from this research reveal that can also be applied to courtroom advocacy skills. 
Employability 
Several students mentioned that the performance during the trial added confidence to their decision to pursue their chosen careers. They were pleasantly surprised by their ability to cross-examine and prepare for the role of the barrister in general. 

“It has really put a fire in me. I know I’ve chosen the right career for me. It confirmed it for me: the trial. I definitely want to be a barrister, stand up in court, and talk.  <...> In our study materials, we read so much text about cases, and then we do further research into case laws and precedents, and why we’ve got the laws and where they came from, and you can go back and who set the precedent. But to stand up in court and question somebody who broke the law and interpreted the law differently… Boy, I really enjoyed it!” - Law student 4.

“After I've done it, I was really brimming with enthusiasm. And I sort of thought to myself, this is brilliant. I could definitely enjoy this, whereas actually, that's the kind of thing that had always given me fear. I always had massive impostor syndrome. And I think having done something beforehand gives me more confidence. So I feel that actually, I would be able to challenge somebody, and I would be able to ask the questions” - Law student 7.

It was also highlighted that the experience was valuable preparation for students whose career will require them to give evidence in court in the future.  

“I thought it would be really interesting and a good learning experience for me to kind of be in that because at some point throughout my career as a social worker, I'm more than likely will be at a courtroom setting.” SW student 2 

The finding suggest that the VCR simulation has potential to enhance students’ employability both in terms of skills and future career choices. The opportunity to gain hands on experience, particularly for law students allows them to develop the technical competencies that are required for a career in law. 

Demand for more 
All the students interviewed said they would like to participate in more such exercises. 

“I finished the courtroom, and I emailed [the academic team], and I was like, if you need to do it again, just let me know!” - Police apprentice

“I loved it! I just want to do it again!” - Law student 4

“I loved it. I've honestly told all of my colleagues told about it because I thought it was a really good experience. I was telling my mum about it, actually. My mum's a paramedic and I was telling her about it and I said, mum, it's so good. It felt so real. I don't know if that was just because of my mindset. <...> And even our learning development lady that organises our OU stuff for our local authority. She'd even joked, saying “I hope you're dressed for court.” I was like, absolutely I am. You know, I dressed smartly, because <...> I think if you can kind of fully embrace it, the experience, then it is a really fantastic opportunity.” – Social worker student 1

The findings suggest that students’ value these experiences and it has encouraged further interest, and it supports previous research that students who have the experience of VR simulations are keen for further opportunities (Alshammari, 2019). 













Overall project impact 

Leading to changes in practice/policy (Instrumental) 
There has been no previous research on accessibility standards for 3D desktop and VR simulations and this project has developed a framework for evaluating the VCR and similar simulations, this contributes to a gap in existing OU policy. The framework has the potential to inform OU policy on the development of future simulations, providing structured guidance for colleagues within the OU who wish to design and implement VR simulations.  The findings from the research will potentially feed into the Police Education Qualification Framework which will influence policy and practice and into the development of K271 Social Work Law Module. 

Understanding/awareness raising (Conceptual)
The findings from the research will be shared both internally and externally and raise awareness and deepen our understanding of the potential of the VCR and other similar simulations to enhance teaching and learning. The findings provide an evidence base about how immersive simulations can add value both within individual disciplines and on an interdisciplinary basis. The findings demonstrate there are benefits of using the VCR for the development of skills including court room presentation skills. Therefore, the findings have the potential to support other colleagues to consider how they might use VR and the VCR in their own discipline. There is also potential to explore the use of the VCR in the development of new law curriculum to prepare students for the Solicitors Qualification Exam training which would enhance the curriculum and improve law graduates' prospects. The framework for evaluating the VCR and similar simulations will provide guidance to support others in the creation of immersive desktop simulations.
Increasing skills of colleagues/others (Capacity-building) 
This research brought together colleagues from LDS, social work, law, criminology and policing to create, design and test a simulation in the VCR this has developed the capacity of the whole project team. This project further demonstrates the potential of the VCR and VR simulations it might encourage further adoption and future collaborations. This capacity building will also support the development of K271 Social Work Law Module where these research findings will feed into curriculum development, particularly around courtroom skills. Many of the recommendations on accessibility have already been implemented into the next iteration of the VCR which means that future simulations created by LDS will embed this learning. 

Change in attitudes/behaviour (Attitudinal or cultural)
Disseminating the findings from the research has the potential to encourage other colleagues the potential of the VCR as a valuable learning tool in their teaching and learning. The interdisciplinary use of the VCR shows the potential for more collaborative, cross-disciplinary pedagogical approaches. The work on accessibility will lead to further discussions around how we address accessibility within VR simulations. 

Building/establishing partnerships (Leading to enduring connectivity).
[bookmark: _Toc155798582]The project has established links between WELS, FBL, FASS and LDS and hopefully will lead to further projects and research, which will create long-term synergies that extend beyond the life of this project. There are plans to share the findings of this research as group which will further strengthen the relationships developed during this project.   The law school and criminology school have a joint honours degree where there is currently an awarding gap.  The findings from this project are feeding into the development of an extra curricula project using the VCR for students on a level 2 evidence module. The project will target joint honours students to explore how it might bridge the gap between the two parts of the degree to support better attainment for students. 
Dissemination
[bookmark: _Toc155798583]Deliverables
· [bookmark: _Toc155798585]Blog post to be shared across each of the faculties (in development) 
· Presentation at Pan University Scholarship Projects Presentation (November 24)
· Peer reviewed conference paper (Ahmed to add details) 
· Law Research Seminar Presentation (Autumn 2024) 
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