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Abstract

Virtual Reality (VR) technology has rapidly evolved over the years, with the development of a
range of VR headsets and applications. This paper explores the potential for integrating VR into
the educational system as a means of enhancing innovation in teaching and learning.
The paper also identifies challenges and opportunities associated with incorporating VR into
education and suggests ways to address these issues. This paper suggests that VR has the
potential to significantly impact the educational system.

Introduction

In our innovative society, there is also a need to innovate our educational systems and
curriculum. The COVID-19 lockdown caused a worldwide move to EdTech with the use of online
tools such as Zoom and Google Classroom for learning. It also revealed that with global
innovation, traditional teaching methods should also be innovated.

Virtual Reality is one rising EdTech tool that needs to be explored more and employed to
improve our educational systems. Virtual Reality technology has the potential to revolutionize
our educational system and improve learning outcomes. However, they are still some limitations
to completely employing this tool in education. The paper explores some of them and possible
solutions to those challenges.

Overall, this research paper aims to provide a comprehensive overview of VR in education,
highlighting both the potential and the challenges of this technology. By understanding the
opportunities and limitations of VR, educators, and policymakers can make informed decisions
about how to effectively incorporate this technology into the classroom and improve learning for
students.

Relation between Virtual Reality and Education

Improving Class Interaction and Learner Retention
Virtual Reality provides an immersive, interactive learning experience contrary to the traditional
method of textbook reading. For example, VR can be used to simulate historical events[1],
allowing students to experience them in a way that is more engaging and memorable than
reading about them in a textbook. VR can also be used to simulate complex scientific
concepts[2], making them easier to understand and visualize.
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Accessibility
Virtual Reality has the potential to make education more accessible and inclusive[3]. By
providing virtual learning environments, VR can provide students with disabilities or limited
mobility the opportunity to experience a wide range of learning opportunities. VR can also be
used to bring remote or rural students into the classroom, allowing them to participate in
collaborative learning activities with their peers.

Teaching soft skills and values
Virtual Reality can also be used for teaching young children soft skills and values, like
responsibility, hard work, and empathy through a virtual environment that exposes them to the
importance and the need for those values.

Promoting social awareness
Virtual Reality also has the potential in improving social awareness of issues affecting the world
such as climate change, sustainability, and more. For example, by exposing students to a virtual
environment of a place that has been adversely affected by pollution, the students learn more
about the disadvantages of some activities, inculcating in them early awareness of social issues.

Challenges In Integrating Virtual Reality In Education

Virtual Reality is increasing in interest and patronage more and more however there are still
constraints affecting the spread and wide-scale usage of Virtual Reality as a learning tool.

Lack Of Teacher Training On Using Virtual Reality
Virtual Reality has potential as an EdTech tool yet there is a knowledge disparity of VR usage
among teachers and educators. A lot of teachers are not aware of how VR can be used in
education and teachers that do, have a fairly positive perception of the usage of this
technology[4].

Not Enough Quality Educational VR Content
The majority of the total VR content range in gaming and entertainment with little content for the
educational audience. While there are some educational VR resources and experiences
available, they are limited compared to traditional educational materials. This can make it
difficult for teachers to find appropriate and engaging VR content for their students.

Inaccessibility of VR devices
A lot of schools don’t have access to Virtual Reality headsets because of the huge price tags
attached to them and the lack of sufficient funding to actually invest in them. [5] This is a major
barrier, as schools that are genuinely interested and open to employing VR, are limited by funds.
VR is projected to decrease in price over the years but till then it is a problem and a major factor
affecting VR growth in education.

Need for Children-Designed VR Headsets
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Despite the potential of VR in education, a lot of VR devices were not child-friendly. Some of
them explicitly state an age limit while some simply advised against child usage.
With this clearly defined warning, schools would be unwilling to leverage this technology
considering the effects it might have on their students.

The currently available VR headset also comes with risks such as motion sickness. There is
also the risk of students becoming too immersed in the VR experience and losing track of time
or their surroundings. These potential negative effects of VR must be carefully considered when
using VR in educational settings.

Way Forward

It is important the creation of a centralized platform for teachers to go through VR training for
inclusivity and diversity. VR training for teachers should be encouraged more as we move
towards encouraging the use of VR in classroom learning.

More investment should be made towards VR in education as the world moves towards
improving EdTech with a note to make it accessible for schools of different socio-economic
backgrounds.

There should also be the creation of more educational VR experiences made available for
teachers. Finally, there should be policies and regulations guiding the use of VR headsets in
classrooms to protect students from the effects of misuse of these devices.

Conclusion

Overall, VR has the potential to improve educational systems by providing immersive and
interactive learning experiences. While there are challenges to be addressed, the use of VR in
education is a promising area of research and development.
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