
Enhancing Student, Customer and Staff Experience with Virtual and Mixed 

Reality 
 

Ann Stevens 

TAFE Queensland in Partnership with the University of Canberra 

Australia 

ann.stevens@tafe.qld.edu.au 

 

Gabriel Deragopian 

Orora Limited 

Australia 

gabriel.deragopian@ororagroup.com 

 

Abstract: Virtual Reality (VR) technology not only can provide an immersive experience 

but also can reduce or eliminate risks and costs associated with conducting training and 

demonstrations in an actual environment. Working collaboratively with the Orora Fibre 

Packaging Company, located at Rocklea, Australia, a group of students from the 

University of Canberra had the opportunity to develop two VR applications for the 

company to enhance their customer and staff experience. The first application is a VR 

Tour of the Rocklea site to showcase and provide the immersive experience of the world-

class facility. The second application is a VR training video introducing safety features of 

an Automatic Tray Forming Machine and its basic operation. Both applications were 

made available for viewing on mobile phones using VR headsets. Future work will 

analyze the usability of gamification and Mixed Reality (MR) technology in the similar 

context. 
 

 

Purpose of Demonstration 
 

The purpose of the demonstration is to present two 360⁰ VR video apps completed for Orora Packaging Company, 

located in Queensland, Australia, by a group of students from TAFE Queensland Gold Coast in partnership with the 

University of Canberra. The first video is a VR tour of one of the Orora’s plants, located at Rocklea. Its objective is 

to showcase and provide the immersive experience of the world-class facility to potential and existing customers for 

sales purposes. The second video is a safety training video to introduce the safety features of SACMI TF12 

Evoluzione, an automatic tray forming machine, and its basic operation to trainee operators.  

 

Equipment 
 

The 360⁰ VR video is available for viewing using mobile phones and VR headsets, which will be made available 

throughout the demonstration session. The 360⁰ camera used to capture the footage and a collection of raw 
footage with different qualities will be part of the teaching and learning resources display. PowerPoint slides 
will display background information about the product development; and how the use of innovative 
technology successfully met the expectation of the student, customer and staff in carrying out their respective 
activities. It also suggests a range of questions the audience might want to ask the author in regards to the key 
findings of the experiments. A laptop with pre-installed interactive VR authoring software will also be made 
available for the audience to try some key features of the software. 
 

Key Terminologies 

 
Based on the literature studies completed prior to commencing the product development, the constructivist learning 

model was chosen as the most suitable model for the students to gain an understanding, invent solutions and 

construct knowledge in the learning process. They were encouraged to be active creators of their own knowledge as 

suggested by Brandon and All (2010). 



 

The decision to classify the practice and technology used in this project met the criteria of innovation within an 

educational context, the author referred the definition of educational innovation by Cohen and Ball (2007, p.19), “it 

is a departure from current practice – deliberate or not, originating in or outside of practice, which is novel. 

Innovations include novel practices, tools or technologies, and knowledge and ideas”. 

 

Key Findings 

 
The following conclusions were drawn from all aspects of the experiment and feedback from students, Orora staff 

and customers involved in the project as developers or end-users. 

 

1.  “A number of Orora’s sales team now carry the VR headsets, which hold mobile phones that have the video 

pre-loaded. They can then show the six minute video to their customers, which is proving a hit in a state the 

size of Queensland where it is not always practical for customers to travel vast distances to physically tour 

the Rocklea facility” (Deragopian & PKN Packaging News, 2017). 

 

2. The Orora industry-based VR projects was successful in applying constructivist theory into teaching and 

learning using emerging technology.  

 

3. An alternative innovative solution (Gamification) is needed for training assessment, which requires 

walkthrough inspections, select safety features, motivation and rewards. 

 

4. VR headsets without mobile phones (such as Oculus Go) will be a more user friendly technology for users. 

 

Current and Future Projects 

 
The successful completion and outcomes of the two projects have generated the following innovative ideas, which 

will assist Orora to further enhance their staff and customer experience in using innovative technology and to 

provide more opportunities for students to enhance their learning experience. 

 

• Gamified Safety & Operation Training for the Automatic Tray Forming Machine 

• Augmented Reality for Troubleshooting Guide 

• Mixed Reality for packaging design 

• Mixed Reality to display overlay animation and operational manual 
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