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Welcome
This was written by Immersive Reality USA President, Doug Welles.  

Doug has extensive experience supporting administrators and teachers throughout his career, 
with information to qualify and acquire funding for various projects, adoptions, and services. 
Doug applies this knowledge to align ESSER and EANS funds to an innovative educational 
solution - Immersive Reality. 

1-800-978-0710

info@immersiverealityusa.com

www.immersiverealityusa.com

12 Penns Trail, Suite #552

Newtown, PA 18940
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Immersive Reality Vision 
for ESSER and EANS 
Funds
Imagine the possibility of providing access to an inclusive, engaging, and 
versatile, shared, learning experience. One which can inspire, regulate, 
educate, and create effective outcomes for everyone, regardless of age and 
ability. Is there funding and time available to help support this vision to 
become a reality? The answer is yes! There is still time to plan and obligate 
resources to accomplish your vision. However, your window of opportunity 
to do so using ESSER or EANs funds will soon start to close. 

The good news is there is an available solution with Immersive Reality that 
will accomplish your goals and exceed your expectations. Let us examine 
further how these funds have, and can been utilized, the current needs 
in the market, and how Immersive Reality provides a valuable solution to 
address both.  
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The Emergency 
Stabilization Fund
The Emergency Stabilization Fund of $263B was enacted to prevent, 
prepare, and respond to the impact of the coronavirus on education 
and for a safe return of students and staff to school. Since its 
inception, ESSER I & II funding has provided administrators with the 
critical resources needed to invest in PPE, supplies, equipment, and 
response training to mitigate viral spread and improve technology 
and broadband for connectivity. Twenty percent of funds are to 
be reserved to address academic losses and support the social and 
emotional wellbeing of students and staff. 

As of May 2022, according to a survey from The Association of School 
Business Officials (ASBO) International, the top plans and investments 
for Districts utilizing ESSER I and II funds focused on mitigating 
the viral spread, technology infrastructure, and response plans. In 
contrast, the ESSER III funds are heavily being targeted and obligated 
by schools to address learning loss, to provide mental health resources, 
and to support specific student populations. IDEA, Part B, funds 
can be used to support the use of technology in the individualized 
education program (IEP) process for children with disabilities. 
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Strategy
How Immersive Reality is a qualified strategy and plan for ESSER II & III 
and EANS funding utilization: 

	» Supports the social and emotional wellbeing of students and staff 
through inclusive, shared, and individual multi-sensory experiences.  

	» Adds a safe, socially distanced, inclusive space and learning environment 
for students and staff that is versatile and flexible. 

	» Provides assistive technology and curricula for students on IEP’s and 
other underserved populations with special educational needs. 

	» Provides additional access to support summer and afterschool 
enrichment programs to support, engage and inspire young learners. 

	» Implements innovative technology and content as intervention to 
mitigate academic regression and accelerate learning recovery.  
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Design
The important consideration when designing your plan and strategy is 
to demonstrate how Immersive Reality addresses a need and provides 
effective outcomes: 

	» An inclusive environment for all students and abilities to engage in 
creative and collaborative experiences.  

	» A space for special needs and all students to re-regulate.  

	» Content develops cognitive learning skills and student agency. 

	» Promotes critical thinking & problem-solving skills.  

	» Provides real-life experiences and simulations in a safe controlled space.  

	» Personalizes choice, pace, and various modes of learning. 

	» Resource space for social and emotional wellbeing for students and staff.  

	» Flexibility for individuals with special needs, education, and therapy. 

	» Versatility of use with a wide range of content and subject areas. 

	» Engaging and memorable experiences and multi-sensory interaction.  
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Experiences to support 
critical needs in schools 
Since the onset of the global pandemic, Immersive Reality has been aware 
of its enormous impact on society and education. This has been especially 
true for vulnerable children and families and individuals with disabilities.

Indeed, it was the challenges of the global pandemic that inspired the 
extensive work to develop this innovative platform, which was based on 
the research demonstrating that immersing students in a shared, multi-
dimensional space, improved their motivation, social skills, empathy, and 
overall learning outcomes. Students learn best through collaboration, which 
provides individual opportunities to succeed.    
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A multi-sensory environment
Immersive Reality is a multi-sensory, collaborative, and interactive learning environment based on Universal Design 

principles. It provides a variety of engaging real-life experiences and simulations to address- social skills and emotional 
regulation, life-skills, problem-solving, discovery, creativity, communication skills, reading and storytelling, student 

agency, cognitive skills, STEAM, special needs, use of assistive technology for children with disabilities.

Immersive Reality spaces are 
based on Universal Design 
principals of inclusive and 

accessible design. Creating 
a combination of digital 

classroom, sensory space, 
storytelling room, and wellness 
suite, with the versatility to be 
installed in general classrooms, 

libraries, common areas, and 
be able to accommodate 
fluctuating class sizes, as 

needed. 

Multi-sensory, interactive walls, 
surround sound, and dynamic 
360 imagery support various 

styles of learning.

While the safe and controlled 
space allows students the 
distance to roam and/or 
collaborate as a group.

An Immersive Reality space 
provides instant access to 

experiences and field trips for 
everyone, including individuals 

with special needs and disabilities.

Sensory stimulation is especially 
important for children who 

struggle to make sense of what 
is going on in their lives and may 

have difficulties with speech, 
language, and communication. 

The easy-to-clean, obstruction 
free walls are safe and allow 

students to freely interact and 
experience the simulation of 
situations safely before they 
experience them in real life. 

In an Immersive space, children 
are encouraged to engage and 
explore the environment safely. 

This helps them to develop 
their ability to understand, 

explore and interact with the 
world beyond the classroom. 

Multi-sensoryInclusive Spaces Multi-functional Safe Spaces



Immersive Reality and ESSER

9

Social and Emotional 
Learning and Mental 
Wellbeing  

Nearly fifty percent of state plans listed students and staff mental, social, 
emotional, and behavioral health, including trauma, as one of the top 
3 pandemic-related issues currently facing students and educators in 
schools. Students develop socially and emotionally at the same time as 
they develop academically. Immersive Spaces boost students’ social and 
emotional intelligence and coping skills through multi-sensory experiences 
by addressing the five key skills of SEL: 

	» Self-awareness – recognition of one’s own emotions, personal goals,  
and values. 

	» Self-management – regulation of one’s own emotions & behaviors. 

	» Social awareness – understanding of & compassion for others’ 
backgrounds or cultures. 

	» Relationship skills – ability to establish & maintain healthy relationships. 

	» Responsible decision-making – making positive choices involving one’s 
own behavior. 

Positive Outcomes 

These five key skills are essential for success in education, 
employment, family, and community relationships and generate 
positive outcomes such as -  

	» Greater academic success

	» Fewer behavioral issues

	» Less emotional distress

	» Positive social behavior

	» Improved career readiness

	» Less bullying

	» Less teacher stress

	» Improved graduation rates.  
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Highly Absorbing
Sensory environments can be highly absorbing, providing a moment of 
comfort and calm for overactive and distressed students and teachers 
to de-stress, de-escalate & re-regulate. 

Similarly, the safe and controlled nature of an immersive environment 
can help withdrawn individuals feel comfortable enough to engage and 
interact with their surroundings.
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Accommodating Diverse 
Learning Styles 
Immersive environments utilize interactive and multi-sensory technology, 
dynamic 360 imagery, simulations, sound, aroma, gesture, and hands-on 
controllers to maximize opportunity for all individuals, abilities and learning 
styles. Spaces accommodate personalized, self-guided exploring, shared 
learning, and group collaboration. 

Visual learners, auditory learners, kinesthetic tactile learners, reading/
writing learners are all embraced. Immersive Spaces improve balance, 
movement, and spatial orientation, and help develop visual processing 
abilities as well as fine and gross motor skills, facilitating day-to-day living. 
This is particularly beneficial for individuals with physical difficulties or 
Cerebral Palsy. 

For some individuals, particularly those with autism spectrum disorder 
(ASD), both verbal and non-verbal communication is a challenge. Immersive 
spaces can help to engage withdrawn individuals. Sensory environments, 
which employ audio stimulation and to evoke sound, can be especially 
helpful to encourage vocalization. 
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Accelerate Learning and 
Address Learning Loss  
Immersive Reality spaces can be utilized to accelerate learning and 
mitigate the impact of lost instructional time. They are a researched 
based response to intervention (RTI), with learning and behavior 
benefits for all Tier levels. 

Implementation can occur during school as an IEP, or through 
afterschool enrichment programs, or through 21st Century community 
learning centers and summer education programs to develop 
socialization, emotional regulation, cognitive skills, and agency, 
while providing immediate access to new strategies to engage STEM, 
reading, literacy, and to student groups disproportionately impacted 
by the pandemic. 
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Inquiry STEM with 
Immersive Reality  
Immersive experiences provide an innovative, engaging, educational 
experience, in a safe environment ideally suited for Science and STEAM 
inquiry, with the added dimension of being hands-on. There is improved 
knowledge retention through authentic experiences and activities 
promoting inquiry-based skills along with real-world applications. 

Take field trips in time, to outer space, to the desert, under the sea or 
through a wooded forest. Discover and interact with the environments of 
different animals and planets, while immersing students in a snowstorm, 
flying on top of an eagle or exploring the human digestive system. 

Immersive content includes dynamic 360 videos, CGI simulations and HD 
images, which provide multi-dimensional experiences with interactive, 
hands-on activities for individual guided learning and shared group 
experiences.  
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Investing in Early Learning  
During the pandemic, preschool enrolment declined significantly. 
The decrease of in-person education and at-home support resulted 
in a huge loss of valuable early learning experiences for our country’s 
youngest learners. The children preparing to enter Pre-K and 
kindergarten in the next couple of years have also experienced 
dramatic pandemic learning loss, which could have important 
academic, social-emotional, and developmental consequences. Studies 
have shown that effective early learning is critical to future success.  

You can help young students by investing in an immersive learning 
environment to engage and inspire curiosity and create learning 
experiences designed to build a solid foundation in literacy, STEAM, 
and 21st century skills. Immersive spaces are designed with learning 
and fun in mind and enhance learning, social skills, creativity, and 
communication through play. Sensory spaces also help children to 
develop their senses, encourage problem solving techniques and 
build nerve connections in the brain. Being in a safe and focused 
environment will support children’s concentration on the activity at 
hand and enhance focus. Focus is an important skill for children to 
develop to cope with real world environments where calmness and 
concentration are key. Sensory stimulation also engages different areas 
of the brain, helping children absorb and retain more information. 
Regular participation in an immersive environment increases the 
child’s ability to retain and develop preferences to enable choice 
making and creativity.
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When do ESSER and 
EANS funds expire?  
Each round of ESSER funding has a separate deadline. You do not 
have to spend the funds by these deadlines. However, they must be 
“obligated” (committed to a specific purchase), so there needs to be 
a purchase order in place. Once committed, funds must be dispersed 
within four months.  

In May, the U.S. Department of Education said that they would consider 
requests from school districts for an 18-month extension on spending 
ESSER III funds, specifically on construction projects. Schools that receive 
waivers will still need to obligate funds by the September 2024 deadline, 
but they will then have 18 months to pay their contractors.  

With some of these deadlines close by, now is the time to plan your 
strategy. Immersive Reality is a software service delivered through audio 
visual hardware, to create an educational space and can be configured 
as a permanent installation in an existing room or new facility. A semi-
permanent “pop-up” immersive space is also an option. Expect 2–4 months 
from initial needs assessment to installation day, depending on the time 
required to prepare the final location or room. 

Deadlines 
	» ESSER I (CARES Act) funds were required to be obligated 

by September 30, 2022.  

	» ESSER II (CSSRA Act) funds must be obligated by September 30, 
2023.  

	» ESSER III (ARP) funds must be obligated by September 30, 2024.  

	» EANS (CSSRA & ARP) funds must be obligated by state education 
authorities within 6 months of being received by the federal 
government.  

	» For funds to be obligated, a purchase order must have been placed 
- even if the goods or services have not been disbursed yet. 
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A long-term investment
The Immersive Reality solution is a long-term investment with many proven 
benefits and enormous potential to impact and enrich so many lives. 

We are committed to helping support your vision to become a reality by 
providing a variety of available funding resources and avenues supporting 
public and private and charter schools, organizations, communities, and 
individuals wanting to utilize the power of Immersive Reality to improve 
outcomes. 

Download the ESSER funding guide

Download the EANS funding guide

https://oese.ed.gov/offices/education-stabilization-fund/elementary-secondary-school-emergency-relief-fund/
https://oese.ed.gov/offices/education-stabilization-fund/emergency-assistance-non-public-schools/
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