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ABSTRACT

The learning technique that involves the learners in facilitating training in a virtual 
environment hence extends traditional mode of training that was considered new, is 
known as virtual reality learning. In this chapter, the author examines experiences 
of technology use in schools specifically in the classroom and then evaluates impli-
cations of the use of virtual reality. This study endeavours to expose the specified 
literature review approach, the definition and guidelines of the integration of VR 
in education, a systematic approach and case studies in an endeavour of analysing 
how this technological innovation could contribute to the students’ interest, under-
standing, and recall of issues, matters, and concepts, regardless of discipline and 
academic year. Therefore, considering the standpoint of the virtual reality integration 
as one of the effective learning strategies in education, the issues, including high 
costs, the technical issue, and the lack of professional development concerning VR 
for educators, must be addressed for this technology to meet its potential. Besides, 
the guidelines are given for obtaining the optimal results from VR in context of 
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education and for making sure that the opportunities which are derived out from it 
are reasonable, reachable, and sustainable in nature, which have also been enclosed 
in the conclusion part of the chapter.

1. INTRODUCTION

1.1 Background

➢ 	 Traditional techniques of learning, which are based on various cultures and 
approaches, provided direct teachings, books, and other non-​communication 
devices. These approaches have been used as a model of how learning can be 
done but in the process may compromise on efficiency. A few shortcomings 
of effective teaching-​learning processes are explained, and one of them is 
the use of modern technologies like VR. With these technologies in placed, 
teachers may wish to improve on the efficiency of their teaching strategies 
(Mantovani, F. (2001), C. (2008) & Johnson,2018).

1.2 Textbooks

➢ 	 Textbooks are considered sources of information since they provide struc-
tural knowledge on different topics in school. However, since they are for-
mulaic, unitary, and sequential, they prevent students’ interest and may not 
be suitable for learning styles. This constraint, through written explanation 
and non-​moving graphics, may in fact be inconvenient for students who have 
dynamic and graphic interactions as their primary priorities, which is what, 
indeed, these textbooks are majoritarian for (Trowler,2010).

1.3 Lectures

➢ 	 Oral techniques, including teach using a power point display, are approved 
teaching techniques that entails a teacher presenting content before a class or 
some learners. These methods provide efficiency when addressing much con-
tent within a short period; however, they encourage learning by absorption 
among students. That leads to a form of learning where the learner is pas-
sive and only listens to the teacher without participating. The process above 
can lead to poor outcome and particularly in the case of a complex piece of 
knowledge. Therefore, one must ensure the students participate in learning 
activities as required in the course (Bray, M., Shafique, R., Aljedaani, W., 
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