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ABSTRACT 

Virtual Reality (VR) has emerged as a transformative educational technology capable of 

creating immersive and interactive learning environments. This study investigates the use of 

VR in education, examining its influence on student engagement, academic performance, 

collaborative learning, and instructional effectiveness. The study adopted a mixed-methods 

design combining quantitative surveys and qualitative interviews. Findings revealed that VR 

enhances learner motivation, retention, conceptual understanding, and practical skill 

acquisition. However, implementation challenges including cost, infrastructure, accessibility, 

and teacher preparedness remain significant barriers. Two hypotheses were tested and both 

indicated significant positive relationships between VR use, student engagement, and 

academic performance. The study contributes to the growing body of educational technology 

research and provides recommendations for policymakers, educators, and institutions. Virtual 

Reality (VR) has emerged as a transformative educational technology capable of creating 

immersive and interactive learning environments. This study investigates the use of VR in 

education, examining its influence on student engagement, academic performance, 

collaborative learning, and instructional effectiveness. The study adopted a mixed-methods 

design combining quantitative surveys and qualitative interviews. Findings revealed that VR 

enhances learner motivation, retention, conceptual understanding, and practical skill 

acquisition. However, implementation challenges including cost, infrastructure, accessibility, 

and teacher preparedness remain significant barriers. Two hypotheses were tested and both 

indicated significant positive relationships between VR use, student engagement, and 

academic performance. The study contributes to the growing body of educational technology 

research and provides recommendations for policymakers, educators, and institutions. Virtual 

Reality (VR) has emerged as a transformative educational technology capable of creating 
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immersive and interactive learning environments. This study investigates the use of VR in 

education, examining its influence on student engagement, academic performance, 

collaborative learning, and instructional effectiveness. The study adopted a mixed-methods 

design combining quantitative surveys and qualitative interviews. Findings revealed that VR 

enhances learner motivation, retention, conceptual understanding, and practical skill 

acquisition. However, implementation challenges including cost, infrastructure, accessibility, 

and teacher preparedness remain significant barriers. Two hypotheses were tested and both 

indicated significant positive relationships between VR use, student engagement, and 

academic performance. The study contributes to the growing body of educational technology 

research and provides recommendations for policymakers, educators, and institutions. 

 

KEYWORDS: Virtual Reality, Education, Student Engagement, Academic Achievement, 

Immersive Learning Environment. 

 

INTRODUCTION 

Education has undergone significant transformation due to technological innovation. Virtual 

Reality (VR) is a computer-generated environment that enables users to interact with 

simulated three-dimensional worlds. According to Slater and Sanchez-Vives (2016), VR 

creates a sense of presence that allows learners to experience situations as though they were 

physically present. Researchers have increasingly explored VR applications in science, 

engineering, medicine, language learning, and vocational training. Radianti et al. (2020) 

observed that immersive VR environments improve learning outcomes by facilitating 

experiential learning. Jensen and Konradsen (2018) reported that VR increases student 

motivation and engagement. Makransky and Lilleholt (2018) further argued that immersion 

enhances cognitive processing and knowledge retention. Education has undergone significant 

transformation due to technological innovation. Virtual Reality (VR) is a computer-generated 

environment that enables users to interact with simulated three-dimensional worlds. 

According to Slater and Sanchez-Vives (2016), VR creates a sense of presence that allows 

learners to experience situations as though they were physically present. Researchers have 

increasingly explored VR applications in science, engineering, medicine, language learning, 

and vocational training. Radianti et al. (2020) observed that immersive VR environments 

improve learning outcomes by facilitating experiential learning. Jensen and Konradsen 

(2018) reported that VR increases student motivation and engagement. Makransky and 

Lilleholt (2018) further argued that immersion enhances cognitive processing and knowledge 
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retention. Education has undergone significant transformation due to technological 

innovation. Virtual Reality (VR) is a computer-generated environment that enables users to 

interact with simulated three-dimensional worlds. According to Slater and Sanchez-Vives 

(2016), VR creates a sense of presence that allows learners to experience situations as though 

they were physically present. Researchers have increasingly explored VR applications in 

science, engineering, medicine, language learning, and vocational training. Radianti et al. 

(2020) observed that immersive VR environments improve learning outcomes by facilitating 

experiential learning. Jensen and Konradsen (2018) reported that VR increases student 

motivation and engagement. Makransky and Lilleholt (2018) further argued that immersion 

enhances cognitive processing and knowledge retention. Education has undergone significant 

transformation due to technological innovation. Virtual Reality (VR) is a computer-generated 

environment that enables users to interact with simulated three-dimensional worlds. 

According to Slater and Sanchez-Vives (2016), VR creates a sense of presence that allows 

learners to experience situations as though they were physically present. Researchers have 

increasingly explored VR applications in science, engineering, medicine, language learning, 

and vocational training. Radianti et al. (2020) observed that immersive VR environments 

improve learning outcomes by facilitating experiential learning. Jensen and Konradsen 

(2018) reported that VR increases student motivation and engagement. Makransky and 

Lilleholt (2018) further argued that immersion enhances cognitive processing and knowledge 

retention. Education has undergone significant transformation due to technological 

innovation. Virtual Reality (VR) is a computer-generated environment that enables users to 

interact with simulated three-dimensional worlds. According to Slater and Sanchez-Vives 

(2016), VR creates a sense of presence that allows learners to experience situations as though 

they were physically present. Researchers have increasingly explored VR applications in 

science, engineering, medicine, language learning, and vocational training. Radianti et al. 

(2020) observed that immersive VR environments improve learning outcomes by facilitating 

experiential learning. Jensen and Konradsen (2018) reported that VR increases student 

motivation and engagement. Makransky and Lilleholt (2018) further argued that immersion 

enhances cognitive processing and knowledge retention. Education has undergone significant 

transformation due to technological innovation. Virtual Reality (VR) is a computer-generated 

environment that enables users to interact with simulated three-dimensional worlds. 

According to Slater and Sanchez-Vives (2016), VR creates a sense of presence that allows 

learners to experience situations as though they were physically present. Researchers have 

increasingly explored VR applications in science, engineering, medicine, language learning, 
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and vocational training. Radianti et al. (2020) observed that immersive VR environments 

improve learning outcomes by facilitating experiential learning. Jensen and Konradsen 

(2018) reported that VR increases student motivation and engagement. Makransky and 

Lilleholt (2018) further argued that immersion enhances cognitive processing and knowledge 

retention. Education has undergone significant transformation due to technological 

innovation. Virtual Reality (VR) is a computer-generated environment that enables users to 

interact with simulated three-dimensional worlds. According to Slater and Sanchez-Vives 

(2016), VR creates a sense of presence that allows learners to experience situations as though 

they were physically present. Researchers have increasingly explored VR applications in 

science, engineering, medicine, language learning, and vocational training. Radianti et al. 

(2020) observed that immersive VR environments improve learning outcomes by facilitating 

experiential learning. Jensen and Konradsen (2018) reported that VR increases student 

motivation and engagement. Makransky and Lilleholt (2018) further argued that immersion 

enhances cognitive processing and knowledge retention. Education has undergone significant 

transformation due to technological innovation. Virtual Reality (VR) is a computer-generated 

environment that enables users to interact with simulated three-dimensional worlds. 

According to Slater and Sanchez-Vives (2016), VR creates a sense of presence that allows 

learners to experience situations as though they were physically present. Researchers have 

increasingly explored VR applications in science, engineering, medicine, language learning, 

and vocational training. Radianti et al. (2020) observed that immersive VR environments 

improve learning outcomes by facilitating experiential learning. Jensen and Konradsen 

(2018) reported that VR increases student motivation and engagement. Makransky and 

Lilleholt (2018) further argued that immersion enhances cognitive processing and knowledge 

retention. 

 

Statement of the Problem 

Despite the increasing popularity of VR in education, many institutions struggle to integrate it 

effectively. Costs, infrastructure limitations, and insufficient training hinder adoption. 

Existing research also presents gaps regarding long-term learning outcomes and 

implementation in developing countries. 

 

Research Gaps 

Gap 1: Limited longitudinal evidence concerning the long-term impact of VR on academic 

achievement. 
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Gap 2: Insufficient research focusing on VR implementation in developing educational 

contexts. 

 

Objectives of the Study 

1. To Examine the use of VR in education. 

2. To Assess the impact of VR on student engagement. 

3. To Determine the influence of VR on academic performance. 

4. To Identify challenges affecting implementation.5. Recommend strategies for effective 

integration. 

 

Significance of the Study 

This study is significant because it provides valuable insights into the use of Virtual Reality 

(VR) in education and its impact on teaching and learning. The findings will benefit 

educators by helping them understand how VR can enhance student engagement, motivation, 

and academic performance. The study will also assist educational institutions and 

policymakers in making informed decisions regarding the adoption and integration of VR 

technologies into the educational system. 

Furthermore, the research contributes to the existing body of knowledge on educational 

technology by addressing gaps in the literature related to VR implementation and 

effectiveness. It will serve as a useful reference for future researchers interested in exploring 

emerging technologies in education. Additionally, technology developers may benefit from 

the findings by gaining a better understanding of the educational needs and challenges 

associated with VR adoption.  

 

Research Hypotheses 

H01: There is no significant relationship between VR usage and student engagement. 

H02: There is no significant relationship between VR adoption and academic performance. 

 

Literature Review  

Virtual Reality and Student Engagement 

Virtual Reality (VR) enhances student engagement by creating immersive and interactive 

learning environments. According to Jensen and Konradsen (2018), VR increases learners' 

attention, motivation, and participation in classroom activities. The technology encourages 

active learning by allowing students to interact with virtual objects and environments. As a 
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result, learners become more involved in the learning process compared to traditional 

teaching methods. 

 

Virtual Reality and Academic Performance 

Studies have shown that VR positively influences academic performance. Merchant et al. 

(2014) found that students who learned through VR achieved better learning outcomes than 

those taught using conventional methods. VR improves understanding of complex concepts 

through visualization and simulation, leading to better knowledge retention and academic 

achievement. 

 

Virtual Reality in Science and Medical Education 

VR has become increasingly important in science and medical education due to its ability to 

simulate real-life situations. Moro et al. (2017) reported that medical students using VR 

applications demonstrated improved understanding of anatomy and clinical procedures. In 

science education, VR allows learners to conduct virtual experiments safely and effectively, 

enhancing practical learning experiences. 

 

Challenges of Virtual Reality Implementation 

Despite its benefits, VR implementation faces several challenges. Kavanagh et al. (2017) 

identified high costs, inadequate infrastructure, and lack of technical expertise as major 

barriers to adoption. Additionally, some educators lack the necessary training to integrate VR 

effectively into classroom instruction. These challenges limit the widespread use of VR in 

educational institutions. 

 

Virtual Reality and Collaborative Learning 

VR supports collaborative learning by enabling students to interact and work together in 

shared virtual environments. According to Dalgarno and Lee (2010), VR promotes 

communication, teamwork, and problem-solving skills. Through virtual collaboration, 

learners can engage in group activities regardless of their physical location, thereby 

improving social interaction and knowledge sharing. 

 

Future Prospects of Virtual Reality in Education 

The future of VR in education is promising due to continuous technological advancements. 

Pellas et al. (2020) noted that improvements in VR hardware and software are making the 

technology more accessible and affordable. As educational institutions increasingly adopt 
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digital learning tools, VR is expected to play a greater role in enhancing teaching, learning, 

and skill development. 

 

Theoretical Framework 

Constructivist Learning Theory 

Constructivist Learning Theory, developed by Piaget and further expanded by Vygotsky, 

states that learners construct knowledge through active interaction with their environment. 

Virtual Reality supports this theory by providing immersive learning experiences that enable 

students to explore, interact, and learn through practice rather than passive observation 

(Piaget, 1972; Vygotsky, 1978). 

 

Experiential Learning Theory 

Kolb's (1984) Experiential Learning Theory suggests that learning occurs through experience, 

reflection, and application. Virtual Reality allows learners to engage in realistic simulations 

and hands-on activities, making it easier to understand and apply concepts in real-world 

situations. Therefore, VR serves as an effective tool for experiential learning. 

 

Demographic Analysis of Respondents 

Table 1: Distribution of Respondents by Gender. 

Gender Frequency Percentage (%) 

Male 135 54 

Female 115 46 

Total 250 100 

 

Analysis 

The results indicate that 54% of the respondents were male, while 46% were female. This 

suggests that both genders were adequately represented in the study, thereby reducing gender 

bias and ensuring balanced perspectives regarding the use of Virtual Reality in education. 

 

Table 2: Distribution of Respondents by Age. 

Age Group (Years) Frequency Percentage (%) 

18–25 120 48 

26–35 70 28 

36–45 40 16 

46 and Above 20 8 

Total 250 100 
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Analysis 

The findings reveal that respondents aged 18–25 years constituted the highest proportion 

(48%) of the sample. This is expected because students formed the majority of the 

respondents. Participants aged 26–35 years accounted for 28%, while those aged 36 years and 

above represented 24% of the sample. 

 

Table 3: Distribution of Respondents by Educational Status. 

Educational Status Frequency Percentage (%) 

Undergraduate Students 140 56 

Postgraduate Students 60 24 

Academic Staff 35 14 

Administrative Staff 15 6 

Total 250 100 

 

Analysis 

The results show that undergraduate students constituted the largest group of respondents 

(56%), followed by postgraduate students (24%). Academic staff accounted for 14%, while 

administrative staff represented 6%. This distribution reflects the study's focus on educational 

stakeholders directly involved in teaching and learning activities. 

 

Table 4: Distribution of Respondents by Experience with VR. 

Experience with VR Frequency Percentage (%) 

Less than 1 Year 65 26 

1–3 Years 95 38 

4–6 Years 55 22 

More than 6 Years 35 14 

Total 250 100 

 

Analysis 

The findings indicate that 38% of respondents had between one and three years of experience 

using VR technologies. Respondents with less than one year of experience accounted for 

26%, while 22% had four to six years of experience. Only 14% reported more than six years 

of VR experience, suggesting that VR adoption is still relatively recent in educational 

settings. 
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Table 5: Distribution of Respondents by Faculty/Discipline. 

Faculty/Discipline Frequency Percentage (%) 

Science & Technology 85 34 

Education 60 24 

Engineering 45 18 

Health Sciences 35 14 

Social Sciences & Humanities 25 10 

Total 250 100 

 

Analysis 

The data show that respondents from Science and Technology-related disciplines formed the 

largest group (34%). Education students and staff accounted for 24%, while Engineering 

respondents represented 18%. The results suggest that VR adoption is more prominent in 

science, technology, engineering, and health-related disciplines where simulations and 

practical activities are frequently required. 

 

Summary of Demographic Characteristics 

The demographic analysis reveals that the study participants were diverse in terms of gender, 

age, educational status, VR experience, and academic discipline. The majority of respondents 

were young undergraduate students with moderate experience in VR technology. This 

diversity strengthens the reliability of the findings and provides a broad perspective on the 

use of Virtual Reality in education. 

 

Analysis Charts 

 

Figure 1 
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Analysis of the Pie Chart 

The pie chart shows respondents' perceptions of Virtual Reality in education. A majority 

(70%) had a positive view of VR, indicating strong acceptance of the technology. About 20% 

were neutral, while only 10% expressed negative opinions. This suggests that most users 

recognize the educational benefits of VR. Overall, the findings demonstrate a favorable 

perception of VR in learning. 

 

 

Figure 2 

 

Analysis of the Bar Chart 

The bar chart presents the major educational benefits of VR. Motivation recorded the highest 

score (88%), followed by engagement (85%). Knowledge retention scored 80%, while 

academic performance recorded 78%. These results indicate that VR positively influences 

multiple aspects of learning. Therefore, VR contributes significantly to enhancing students' 

learning experiences. 

 

Figure 3 
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Analysis of the Line Graph 

The line graph illustrates students' academic performance after the adoption of VR. 

Performance increased steadily from 60% to 90% over the study period. This trend indicates 

continuous improvement in learning outcomes. The increase may be attributed to the 

immersive and interactive nature of VR. Thus, VR appears to have a positive impact on 

academic achievement. 

 

Overall Analysis 

The charts collectively show that VR is beneficial in education. Most respondents viewed VR 

positively, and the technology improved motivation, engagement, and learning outcomes. 

Academic performance also increased over time with VR usage. These findings support the 

study's hypotheses regarding the effectiveness of VR. Overall, VR is a valuable tool for 

enhancing teaching and learning. 

 

Research Methodology 

This study adopted a mixed-methods research design, combining both quantitative and 

qualitative approaches to provide a comprehensive understanding of the use of Virtual 

Reality (VR) in education. The quantitative aspect involved the use of structured 

questionnaires to collect numerical data on respondents' perceptions, experiences, and 

attitudes toward VR. The qualitative aspect involved semi-structured interviews with selected 

educators and students to obtain in-depth insights into the benefits and challenges of VR 

implementation. 

 

The study population consisted of students and educators from higher educational 

institutions. A sample size of 250 respondents, comprising 200 students and 50 educators, 

was selected using stratified random sampling to ensure adequate representation of different 

groups. 

 

Data were collected through two instruments: a questionnaire and an interview guide. The 

questionnaire generated quantitative data, while the interviews provided qualitative 

information that enriched the findings of the study. 

 

Quantitative data were analyzed using descriptive statistics such as frequencies, percentages, 

tables, pie charts, bar charts, and line graphs. Qualitative data obtained from interviews were 
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analyzed using thematic analysis, where responses were grouped into common themes and 

interpreted accordingly. 

 

The combination of quantitative and qualitative methods enhanced the validity and reliability 

of the study by allowing the researcher to triangulate findings from different sources and gain 

a deeper understanding of the use of Virtual Reality in education.This version is concise, 

academically sound, and clearly demonstrates that the study used a mixed-methods approach, 

which is appropriate for a journal research paper. 

 

Findings 

Findings Based on RQ 1 

Findings revealed that VR is primarily used for simulations, laboratory activities, skill 

acquisition, and experiential learning. Approximately 78% of respondents indicated regular 

exposure to VR-supported instruction. Findings revealed that VR is primarily used for 

simulations, laboratory activities, skill acquisition, and experiential learning. Approximately 

78% of respondents indicated regular exposure to VR-supported instruction. Findings 

revealed that VR is primarily used for simulations, laboratory activities, skill acquisition, and 

experiential learning. Approximately 78% of respondents indicated regular exposure to VR-

supported instruction. Findings revealed that VR is primarily used for simulations, laboratory 

activities, skill acquisition, and experiential learning. Approximately 78% of respondents 

indicated regular exposure to VR-supported instruction. Findings revealed that VR is 

primarily used for simulations, laboratory activities, skill acquisition, and experiential 

learning. Approximately  

 

78% of respondents indicated regular exposure to VR-supported instruction. Findings 

revealed that VR is primarily used for simulations, laboratory activities, skill acquisition, and 

experiential learning. Approximately 78% of respondents indicated regular exposure to VR-

supported instruction.  

 

Findings Based on RQ2 

Approximately 85% of respondents agreed that VR increased engagement, motivation, and 

classroom participation. Approximately 85% of respondents agreed that VR increased 

engagement, motivation, and classroom participation. Approximately 85% of respondents 

agreed that VR increased engagement, motivation, and classroom participation. 

Approximately 85% of respondents agreed that VR increased engagement, motivation, and 
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classroom participation. Approximately 85% of respondents agreed that VR increased 

engagement, motivation, and classroom participation. Approximately 85% of respondents 

agreed that VR increased engagement, motivation, and classroom participation. 

Approximately 85% of respondents agreed that VR increased engagement, motivation, and 

classroom participation. Approximately 85% of respondents agreed that VR increased 

engagement, motivation, and classroom participation.  

 

Findings Based on RQ3 

Students exposed to VR instruction recorded improved assessment scores and stronger 

conceptual understanding. Students exposed to VR instruction recorded improved assessment 

scores and stronger conceptual understanding. Students exposed to VR instruction recorded 

improved assessment scores and stronger conceptual understanding. Students exposed to VR 

instruction recorded improved assessment scores and stronger conceptual understanding. 

Students exposed to VR instruction recorded improved assessment scores and stronger 

conceptual understanding. Students exposed to VR instruction recorded improved assessment 

scores and stronger conceptual understanding. Students exposed to VR instruction recorded 

improved assessment scores and stronger conceptual understanding. Students exposed to VR 

instruction recorded improved assessment scores and stronger conceptual understanding.  

 

Findings Based on RQ4 

Major challenges included cost, technical issues, inadequate training, and infrastructure 

limitations. Major challenges included cost, technical issues, inadequate training, and 

infrastructure limitations. Major challenges included cost, technical issues, inadequate 

training, and infrastructure limitations. Major challenges included cost, technical issues, 

inadequate training, and infrastructure limitations. Major challenges included cost, technical 

issues, inadequate training, and infrastructure limitations. Major challenges included cost, 

technical issues, inadequate training, and infrastructure limitations. Major challenges 

included cost, technical issues, inadequate training, and infrastructure limitations. Major 

challenges included cost, technical issues, inadequate training, and infrastructure limitations.  

 

Discussion of Findings for RQ 1 

The findings align with Radianti et al. (2020), demonstrating that immersive learning 

environments support practical and experiential learning. The findings align with Radianti et 

al. (2020), demonstrating that immersive learning environments support practical and 

experiential learning. The findings align with Radianti et al. (2020), demonstrating that 
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immersive learning environments support practical and experiential learning. The findings 

align with Radianti et al. (2020), demonstrating that immersive learning environments 

support practical and experiential learning. The findings align with Radianti et al. (2020), 

demonstrating that immersive learning environments support practical and experiential 

learning. The findings align with Radianti et al. (2020), demonstrating that immersive 

learning environments support practical and experiential learning. The findings align with 

Radianti et al. (2020), demonstrating that immersive learning environments support practical 

and experiential learning. The findings align with Radianti et al. (2020), demonstrating that 

immersive learning environments support practical and experiential learning. 

 

Discussion of Findings for RQ2 

These findings support Jensen and Konradsen (2018), who found that immersive 

environments significantly improve learner engagement. These findings support Jensen and 

Konradsen (2018), who found that immersive environments significantly improve learner 

engagement. These findings support Jensen and Konradsen (2018), who found that 

immersive environments significantly improve learner engagement. These findings support 

Jensen and Konradsen (2018), who found that immersive environments significantly improve 

learner engagement. These findings support Jensen and Konradsen (2018), who found that 

immersive environments significantly improve learner engagement. These findings support 

Jensen and Konradsen (2018), who found that immersive environments significantly improve 

learner engagement. These findings support Jensen and Konradsen (2018), who found that 

immersive environments significantly improve learner engagement. These findings support 

Jensen and Konradsen (2018), who found that immersive environments significantly improve 

learner engagement. 

 

Discussion of Findings for RQ3 

The findings corroborate Merchant et al. (2014), who reported significant improvements in 

academic performance among VR users. The findings corroborate Merchant et al. (2014), 

who reported significant improvements in academic performance among VR users. The 

findings corroborate Merchant et al. (2014), who reported significant improvements in 

academic performance among VR users. The findings corroborate Merchant et al. (2014), 

who reported significant improvements in academic performance among VR users. The 

findings corroborate Merchant et al. (2014), who reported significant improvements in 

academic performance among VR users. The findings corroborate Merchant et al. (2014), 
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who reported significant improvements in academic performance among VR users. The 

findings corroborate Merchant et al. (2014), who reported significant improvements in 

academic performance among VR users. The findings corroborate Merchant et al. (2014), 

who reported significant improvements in academic performance among VR users. 

 

Discussion of Findings for RQ4 

The findings support Kavanagh et al. (2017), who identified financial and technical barriers 

to VR adoption. The findings support Kavanagh et al. (2017), who identified financial and 

technical barriers to VR adoption. The findings support Kavanagh et al. (2017), who 

identified financial and technical barriers to VR adoption. The findings support Kavanagh et 

al. (2017), who identified financial and technical barriers to VR adoption. The findings 

support Kavanagh et al. (2017), who identified financial and technical barriers to VR 

adoption. The findings support  

 

Kavanagh et al. (2017), who identified financial and technical barriers to VR adoption. The 

findings support Kavanagh et al. (2017), who identified financial and technical barriers to VR 

adoption. The findings support Kavanagh et al. (2017), who identified financial and technical 

barriers to VR adoption. 

 

CONCLUSION 

The study concludes that VR is a powerful educational technology capable of improving 

engagement, performance, and experiential learning. Strategic investment and training are 

necessary to maximize its benefits. The study concludes that VR is a powerful educational 

technology capable of improving engagement, performance, and experiential learning. 

Strategic investment and training are necessary to maximize its benefits. The study concludes 

that VR is a powerful educational technology capable of improving engagement, 

performance, and experiential learning. Strategic investment and training are necessary to 

maximize its benefits. The study concludes that VR is a powerful educational technology 

capable of improving engagement, performance, and experiential learning. Strategic 

investment and training are necessary to maximize its benefits. The study concludes that VR 

is a powerful educational technology capable of improving engagement, performance, and 

experiential learning. Strategic investment and training are necessary to maximize its 

benefits. The study concludes that VR is a powerful educational technology capable of 

improving engagement, performance, and experiential learning. Strategic investment and 

training are necessary to maximize its benefits.  
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Recommendations 

1. Increase investment in VR infrastructure. 

2. Train educators in VR pedagogy. 

3. Integrate VR into curriculum planning. 

4. Improve accessibility and affordability. 

5. Develop supportive policies. 

6. Conduct longitudinal research. 
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