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Abstract 

 

Virtual reality is a technological tool that provides immersive learning experiences 

for a better understanding, promotes collaborative work, and contains authentic 

material to develop communicative competencies. Users can witness new things 

that the real environment cannot provide for learning. This qualitative research 

aimed to describe the teachers' perception of virtual reality in English language 

learning after participating in a training course of 5 sessions. It was 

phenomenological research because it analyzed 5 English teachers’ experiences 

after being immersed in the virtual world to test VR apps to develop language. 

Participants tried 5 apps where students can enhance their language.  Data was 

collected by using participants' journals. The teachers’ reflections were analyzed 

through thematic analysis. The study shows that teachers believe that virtual reality 

can positively assist students in English language learning with an immersive 

language environment, authentic material, hands-on activities, and audio-visual 

aids. Teachers showed positive attitudes toward virtual reality to improve English 

language learning and teaching with this technological tool. Teachers suggest 

virtual reality promotes higher opportunities to enhance language learning and 

teaching. In conclusion, Virtual reality is an effective learning tool that teachers can 

apply in their classes to make them more engaging and meaningful for students.  
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La realidad virtual es una herramienta tecnológica que brinda experiencias de 

aprendizaje inmersivas para una mejor comprensión, promueve el trabajo 

colaborativo y contiene material auténtico para el desarrollo de competencias 

comunicativas. Los usuarios pueden presenciar cosas nuevas que el entorno real no 

pueden acceder para el aprendizaje. El objetivo principal de esta investigación 

cualitativa fue describir la percepción de los profesores sobre la realidad virtual en 

el aprendizaje del idioma inglés después de participar en un curso de formación de 

5 secciones. Fue una investigación fenomenológica porque analizó las experiencias 

de 5 profesores de inglés después de estar inmersos en el mundo virtual para probar 

aplicaciones de realidad virtual para desarrollar el lenguaje. Los participantes 

probaron 5 aplicaciones donde los estudiantes pueden mejorar su idioma. Los datos 

se recopilaron utilizando los diarios de los participantes. Las reflexiones de los 

docentes fueron analizadas a través del análisis temático. El estudio muestra que 

los profesores creen que la realidad virtual puede ayudar positivamente a los 

estudiantes en el aprendizaje del idioma inglés con un entorno lingüístico 

inmersivo, material auténtico, actividades prácticas y ayudas audiovisuales. Los 

docentes mostraron actitudes positivas hacia la realidad virtual para mejorar el 

aprendizaje y la enseñanza del idioma inglés con esta herramienta tecnológica. Los 

profesores sugieren que la realidad virtual promueve mayores oportunidades para 

mejorar el aprendizaje y la enseñanza de idiomas. En conclusión, la realidad virtual 

es una herramienta de aprendizaje eficaz que los profesores pueden aplicar en sus 

clases para hacerlas más atractivas y significativas para los estudiantes. 

 

 

PALABRAS CLAVE: Realidad virtual; aprendizaje de idiomas; entorno 

inmersivo; material auténtico; investigación fenomenológica. 
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1. Introduction 
 

1.1 Justification 

 

This research holds pedagogical interest because it contributes to encourage the use 

of new teaching instruments in the classroom, and the application of educational 

technology tools for language learning in the most engaging way to encourage 

language learning in students and teachers. Students present a positive mood using 

VR and their engagement is higher participating in class (Dolgunsöz et al. 2018).  

 

The importance of this research project is crucial because it introduces new 

capabilities that are able to provide guaranteed support for language learning. 

Virtual reality allows learners to interact with objects and visualize things that are 

not available in classrooms. Teachers can provide learning environments where 

students can feel motivated to learn, learners can work collaboratively with other 

students in different atmospheres. It encourages students to actively participate 

and increase their repertoire. The project aims to explore the acceptance of English 

teachers of virtual reality in English classes. Using VR students feel motivated and 

willing to learn English. 

 

This innovative project shows how Virtual reality engages students in the learning 

process and also provides technological instruments to support teachers with more 

active and meaningful activities to develop English language skills. Now with the 

creation of the metaverse, new worlds are emerging faster than ever, those 

simulated worlds support workers with their projects and also are addressed for 

educational purposes. VR presents several advantages for language learning with 

amazing virtual environments, immersive activities human and computer 

interaction, 3D objects, and some other educational benefits. Virtual reality 

engages learners to develop the language skills, this technological device offers. 

There are apps for entertainment, construction designs, broadcasting, productivity, 

training, medical practice, and education. The employment of virtual reality in 

these fields is the most updated way nowadays (Cho & Ae Chun, 2019).  
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Teachers, students, and the whole educational field benefit from the application of 

this project, especially educators because it displays a new way of teaching and its 

advantages. Using VR, institutions cut back the use of resources such as realia and 

other materials that sometimes are expensive to get, it is easy to set up and use 

once you get into this topic. With the use of technology, students get engaged and 

this innovative way of teaching has the features to motivate students. This device 

can be used for 10 years and above, it provides meaningful activities. Virtual 

reality is predicted to be an excellent technique to engage students while also 

supporting learning connected to geographic knowledge (Cho & Ae Chun, 2019).  

 

This research is done with only teachers because they know how to use the 

material appropriately according to each lesson. It had high feasibility to carry out 

due to the accessibility of the device. Moreover, it counts upon the approval of the 

authorities, and the institution’s permission. University authorities allowed the 

investigator to carry out this research. Some studies show the advantages and 

benefits of using VR, it is possible to improve the quality of education. The use of 

technology brings a positive effect on education and might change the traditional 

teaching method.  

 

Research background 

 

There are several studies about this topic, for example:  

Mouw et al.  (2020) conducted a study identifying the teachers’ perception of virtual 

reality to teach classroom management. In this study, a qualitative approach was 

used to gather users' responses and also grounded theory method. For this research 

8 individuals were taken to prove VR experience and the semi-structured interview. 

The study revealed that both groups agreed with the realism of virtual reality, also 

they affirmed that VR improves knowledge transfer due to its visualization and 

content and could be a useful implementation in other subjects of education. 
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Kaplan & Wojdynski (2018) conducted a qualitative and descriptive study to 

investigate students' attitudes toward Virtual Reality in language learning. First, a 

demographic questionnaire was taken and a survey after the VR lesson using 

Mondly. 22 Polish University students took part in the study, the survey contained 

students' insights regarding language learning with VR, and the format of the 

survey was the Likert scale. The study shows that the majority of students are 

willing to learn the language using Vr. Moreover, the aim is that virtual reality 

provides an engaging environment for language learners, and most of the learners 

present a positive attitude toward virtual reality usage. On the other hand, some 

students present sickness by using this device, it is something that developers will 

be improving over the years to overcome this drawback.  

 

Another study was carried out by Kaplan-Rakowski & Gruber (2021) to measure 

the effectiveness of virtual reality in language learning. This research study 

contained an autoethnography methodology and a qualitative approach to gather 

teacher and student insights. A 2 VARK questionnaires were developed to collect 

individuals' points of view, those questionnaires revealed that the learner is highly 

oriented to the kinesthetic learning method. The teacher and learner’s journals 

showed some distinctions that virtual reality possesses over other learning 

methods; unique experience, language support, distraction, and content overload. 

However, virtual reality offers contextual vocabulary learning for teachers who 

uses vocabulary from previous lessons, it also revealed that VR can encourage 

learners to make more meaningful conversation. This technology is on the rise and 

can be implemented in more language learning lessons.  

 

 

Huertas (2020) conducted an exploratory study with a mixed-method (qualitative 

and quantitative) was used with the aim of understanding and analyzing the 

perceptions of teachers in training for English as a foreign language in applications 

of virtual reality. Furthermore, the grounded theory was also used to make the first 

approximation to the phenomenon which serves as a theory to create a conceptual 

map with themes and content from the answers. The researcher took as population 
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26 university students from fourth grade in the primary education field to get their 

answers on virtual reality in English classes. This study shows that virtual reality in 

education increases the motivation and attention of students moreover it encourages 

collaborative and cooperative learning with a better understanding of the content. 

However, it presents challenges in the implementation of these devices.  

 

 Chen (2014) carried out a qualitative and quantitative approach study to 

investigate EFL adult students' communication tactics during task-driven, based 

on speaking negotiation, as well as avatar identities during language practice in 

the virtual course in Second Life. Furthermore, the grounded theory method for 

arising 3 themes such as perception in the virtual learning environment, point of 

view using avatar for learning, and e effects of task-based instruction.  The 

researcher took 9 adult EFL learners from around the world who were selected to 

take part in a 10-session virtual lesson in Second Life. The study shows requests 

for clarification, confirmation checks, and understanding checks were the three 

most useful strategies, and also students learning experiences have an effective 

impact. Students in this research saw the virtual reality platform as a potentially 

powerful tool for enhancing their language acquisition. 

 

Seung-heeo (2021) carried out a qualitative study to investigate the effects of 

virtual reality games on the development of vocabulary in English students, also 

knowing the learners' perceptions related to the game. The research was divided 

into two groups controlled and experimental, 25 students were selected. In the 

beginning, students took a survey related to the learning experience. Furthermore, 

learners took a pre and post-test vocabulary and cultural assessment. Finally, 

students took a survey to know their perceptions. The study shows effective results 

in improving vocabulary and cultural knowledge, virtual reality increases 

students’ interest in learning and also motivation for learning.   

 

Huang, et all. (2021) carried out peer-reviewed journals of the last decade, those 

studies contained qualitative and quantitative methodologies and included 

different research methods such as ethnography, phenomenology, narrative, and 
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case studies. The aim of the study is to get detailed information on VR literature 

on planned outcomes and the effectiveness of teaching VR programs. 57 pieces of 

research were checked and presented a beneficial use of VR in education. The 

information was coded in some categories such as study duration, candidates, 

study design, title, and some other categories. The investigation concluded that 

VR has positive outcomes and the implementation of VR could improve the 

education field.  

 

1.2 Problem Statement  

 

Learning a language has become an important skill for most people around the 

world. According to Coleman, (2010), from the British counsel “English is critical 

for countries’ successful participation in the global economy, it provides individuals 

with access to crucial knowledge, skills, and employment opportunities and enables 

organizations to create and sustain international links.” (p.3). English is the most 

spoken language used for communication, education, business, and research. The 

use of the English language achieves a high status and the role of English is 

recognized in most countries (Crystal, 2003).  

 

In this globalized world knowing English is an essential part of personal growth for 

having a better life or just for fun. Being able to speak and understand English 

allows users to access unlimited educational resources and job opportunities. The 

majority of people in the world use English to study, meet people and do business. 

English has been recognized as a foreign language in Ecuador and its teaching is 

involved in the national curriculum. It is a compulsory subject in high schools and 

Universities. At the end of high school, students should reach a B1 level, mastering 

the four skills to convey their ideas clearly. 

 

The learning and teaching process becomes successful if students conduct more 

practical activities using the current technology. Today, teaching and learning are 

limited to using papers, pens, boards, and markers; the same resources that the 

elderly used, and teaching methods of learning techniques have not changed at all 
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in the last years. In some schools, teachers still use some old teaching techniques in 

classes, for some students and teachers teaching and learning a language is still a 

tedious and dull process. Students have to memorize rules, verbs, and prepositions 

that sometimes learners do not even remember.  

 

Learning a new language involves boosting the four skills; listening, reading, 

writing, and speaking but most of the time learners do not accomplish this goal due 

to the limited interactive activities to develop language. To understand a language, 

students need vocabulary in their repertoire, words, and phrases which are an 

essential part of achieving this aim (Mofareh, 2020). New teaching and learning 

tools have appeared in the last few years in order to overcome learning and teaching 

problems. The way of presenting information, and the interaction between students 

and teachers have changed, using new apps, websites, platforms, and other 

technological resources to make language learning more interactive.  

 

These tools and resources have narrowed the gap to keep students motivated and 

engaged in the lessons. Digital resources help teachers to personalize teaching 

activities, students learn in different ways some need more visual staff and others 

are more auditory. Technology provides tools to develop activities for almost all 

students' needs, incorporating engaging activities with updated content that shows 

great interaction and adaptability (Herold, 2016). Technology integration has 

positively affected teachers' and learners' attitudes overcoming anxiety and 

increasing enjoyment (Christensen, 2002). 

 

In this pandemic, new apps and platforms have been developed to make learning 

more meaningful, interesting, and memorable. Educators have trained themselves 

to incorporate technology and new digital resources in their classes in order to make 

them more effective and engaging. However, some students do not present any 

progress even though the teachers’ effort to incorporate technology into the lesson. 

On the other hand, 3D Vr tools provide great visual interaction and collaboration 

for input and output activities (Lin & Lan, 2015). This technology presents several 
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advantages for teachers and students, it incorporates motion learning activities that 

involve listening and spatial content.  

 

Today, 3D illustrations, AR, and VR technology are on the rise in education, and 

language learning is not an exception. Teachers and students have to take advantage 

of these technologies to develop students’ language skills. By the time there are no 

previous studies done showing perceptions of virtual reality in English teachers in 

Francisco de Orellana in the scholar year 2020-2021. In the last years, English 

teachers from Francisco de Orellana have limited knowledge of using new 

technologies such as apps, platforms, websites, or other types of technology to 

increase students' motivation and change the way of teaching. This is the reason 

why learners have lost interest in learning and have not been engaged in the lessons, 

but the integration of technology learners can build meaningful learning 

opportunities to draw their attention to be motivated in English classes (Martinez 

& Schilling 2010).  

 

The majority of teachers are not involved in technology and most of them use basic 

teaching tools to present content. It is necessary for teachers to expand their 

knowledge using educational technology resources because it could help to narrow 

the gap between old traditional learning methods to new technological approaches. 

Furthermore, Teachers have no knowledge about using virtual reality and its 

advantages in education, today Technology has a good accepted by people around 

the world, because of its utility, facility, and efficacy (Venkatesh & Davis, 2000).  

Besides, 3D visuals increase learners' motivation and improve their attitudes 

through learning (Mei and Sheng, 2011).  

 

Dalgarno et al. (2002) study (as cited in Pantelidis, 2009) states a good advantage 

of VR is the environment provided by the simulated tools for learning. With the use 

of virtual reality, teachers can enhance their English classes.  Motivating students 

to learn, engaging them in the lesson, and participating actively. According to 

Jonassen, Hernandez-Serrano, and Choi (2000) learners can have a better 

performance when they actively participate, hands-on activities and TPR improves 
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learning. Tools that incorporate motions, 3D object manipulation, and the English 

environment have a greater impact on learners’ stimuli (Wilson and Soranzo, 2015).   

 

That is why this research is relevant to know what are teachers’ perception of virtual 

reality in the development of language learning. Teachers have limited knowledge 

of the theory behind virtual reality and implementation, it is something they have 

to consider at the moment to do the research. Changing the way of learning using 

VR would be the best option to foster students' language skills because it displays 

different environments to develop vocabulary and show the content in a more 

engaging way. Nevertheless, implementing VR in the English classroom is highly 

expensive, it is something that schools cannot afford and it should be set up in a 

laboratory or special room to save these types of equipment. For all these reasons 

there is no related research in this area in Francisco de Orellana.  

 

1.3 General Objective:  

 

To analyze English teachers’ perception of virtual reality in language learning after 

experiencing 5 training courses with different VR apps at Unidad Educativa Padre 

Miguel Gamboa in Francisco de Orellana.  

 

1.4 Specific objectives:  

 

• To determine the theoretical foundation about virtual reality in English 

language teaching and learning. 

 

• To describe the teachers’ perception about the virtual reality apps  

 

• To describe the teachers’ perception about virtual reality in English 

language learning.  
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2. Chapter I: Theoretical Framework  

 

2.1 Literature Review 

 

Technology has allowed us to shift our lifestyles making lives easier to carry out, 

people can have a great amount of information at their fingertips and gadgets can 

do almost everything users want to. With the introduction of technology, several 

things have changed, for example; communication, work, meeting, education, and 

investigations. Educational institutions and universities are rapidly adopting new 

technologies such as virtual reality to train, teach and practice any subject. 

Teachers need to identify what is the best way their learners acquire the English 

language and which strategies and tools educators consider useful to integrate to 

accomplish this aim. 

 

Technology offers new learning and teaching environments to foster students’ 

knowledge, nowadays the educational field needs to be according to this new 

digital era, where hi-tech appliances rule the world. Immersive, practical, and 

engaging ways of learning and teaching have become widely available because of 

technological advancements (Carruth, 2017). Teachers who have never been 

active using tech may find it quite interesting and difficult to integrate current apps 

and tools in class moreover, it would present a significant opportunity to enhance 

teacher and learners' capabilities and creativity.  

 

According to Power (2019), technological devices present special features for 

learning as collaborative work and learning, accessibility to interactive resources, 

connectivity, and suitable learning environments, these elements have the 

potential to engage and aim students in the learning process. In some cases, 
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traditional classes are far away disappeared, and teachers still use old teaching 

methods even though at the present time that everything turned around to the use 

of computers and smartphones. Those devices provide good opportunities to 

engage, interact, and motivate students showing different ways of learning and 

teaching.  

 

Innovative and interactive learning apps support teachers' jobs, this technology 

produces a more positive effect than other ways of teaching (Cheung & Slavin, 

2011). Now students can receive education no matter where they are and can be 

taught synchronously and asynchronously way, those forms of teaching allow 

learners to access real-time classes or store video classes to watch them later. 

There are new innovative teaching and learning tools that teachers can implement 

into their classes to develop students’ skills and engage them in the topic. It was 

discovered that when students use modern equipment, technology, and tools, their 

learning and engagement improve (Raja & Nagasubramani, 2018). 

 

2.2 Constructivist Learning 

 Constructivism theory is not a recent idea; it has existed for decades. 

Constructivism is based on the concept that learners actively construct or make their 

knowledge regarding the experiences they get. Constructivism is a learning 

approach that permits learners to create their own understanding with the 

knowledge gathered in previous experiences (Elliott et al., 2000). Learners 

normally use their previous knowledge as a foundation and build on it with new 

things that they learn, each individual experiences different concepts that make their 

learning unique to them (Carswell, 2001).  

In this model, learners actively participate to discover their surroundings. Jonassen, 

Hernandez-Serrano, and Choi (2000) and Greening’s (1998) study (as cited in 

Chen,2010) said that simulated reality can assist learners in building learning. The 

constructivist model encourages students to study in a rich atmosphere that has both 

depth and breadth. Dewey argued that knowledge is based on active experience, 

learners have to participate and be immersed in the atmosphere to process and 
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develop an understanding (Dewey, 1916). This allows students to develop and 

foster their skills to build new knowledge.  

The learners are aware of the world by connecting prior background experience, 

beliefs, and insights to construct new information. (Staits & Wilke, 2007). This term 

was first introduced by Jean Piaget “Cognitive development” stated that children's 

intelligence is formed through the years, as the learner grows the intelligence as 

well, it happens with environmental interaction. Jean Piaget also suggested humans 

possess mental pictures that represent features of the world “schemas” including 

things, activities, and ideas (Piaget, 1952). Schemas happen in three stages; 

assimilation, accommodation, and equilibration.  

Those stages can be used in language teaching and learning because it builds 

knowledge in an organized way, learner associates certain items of a word they 

think, which means students develop cognitive patterns and it is used to differ from 

other words in order to recognize them, this process is called assimilation. If 

students learn new items and those fit with the schema, this process is called 

accommodation because the word matches the description. This process is useful in 

the learning-teaching process because augments the repertoire and is capable of 

recognizing new words to assign them a characteristic using prior knowledge.  

 

2.3  Collaborative Learning 

Collaborative learning is a technique where learners form groups to work for a 

common goal such as fulfilling a task or creating an object. Collaboration is the 

human interaction where members of a team use their abilities for making 

contributions.  Learning is an active process that involves sensory input, VR and 

other technological devices provide this advantage to make the learning process 

more meaningful.  Learning takes place when a group of students joins together to 

use their skills to solve problems (Jonassen, 1997). Collaborative learning also 

supports students’ learning to create understanding and set up an appropriate 

environment to arise cooperation.  
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Collaborative learning improves critical thinking abilities, students get involved in 

the process, learners show better classroom performance  and their problem-

solving skills are improved (Marjal, and Seyed, 2012). According to Gazi (2009), 

Constructivism motivates learners to manage their learning through collaborative 

tasks, self-reflection, and metacognitive processes. It enhances learners' 

communication, group work activities, and critical thinking. Learning occurs when 

an individual interacts with another person, according to the cooperative or 

collaborative model of learning (Carswell, 2001). 

One objective of constructivism is to make a meaningful environment that includes 

communication and collaboration (Gold, 2001). Hodgson & Watland (2004) 

collaborative group activities are a key component of making meaning, each thing 

students learn gives a better understanding of other things in the future. Because of 

the "options for exposure to diverse perspectives and interpretations," students gain 

greater knowledge through groups and other learning activities with their online 

classmates (Hodgson & Watland, 2004). Those authors mention learners working 

together with other peers could be able to build knowledge in this case students 

could increase their vocabulary or repertoire for better understanding and 

communication. Students support each other to construct meaning and build 

understanding. 

 

2.4  Embodied Cognitive 

 It is concerned with the physical body movement to increase comprehension, the 

idea of this cognitive process is to involve the body learners’ interaction with the 

environment to support the cognitive process. Craig & Amernic 2006 declares (as 

cited in Sullivan, 2018) that human-centered learning movements provide 

advantages such as active participation and improved learning quality. Embodied 

cognition refers to the body and brain working collaboratively to create 

understanding, it also advises all activities we do, as well as the ones we saw help 

us to build a learning experience. Johnson-Glenberg & Megowan-Romanowicz, 

2017 claims students who see the teacher write do not experience the same 
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embodied effects as students who actively manipulate objects as part of their 

learning process. 

Embodied cognition is a thinking method based on motor behavior, this approach 

highlights that cognition usually entails acting with one's physical body movements 

on the environment in which one's immersed (Shapiro, 2021). The involvement of 

physical activities increased students' grades, he highlights the importance of body 

experience in learning (Kontra et al. 2015). This is an effective and active way to 

foster cognition in students. Technology and embodied cognition have great 

potential with Virtual Reality, this learning theory has much to offer designers of 

VR content, especially when individuals use controls. The positive aspect of 

embodiment and education lies in the body should be moving, is not a passive 

instrument or imaging, for a high level of embodiment to be in a lesson (Johnson-

Glenberg, and Megowan-Romanowicz,2017).  

 

Embedding VR in teaching provides excellent benefits for learners such as retaining 

and recalling information, the drive and focus to learn, spatial awareness and mental 

visualization abilities, logical and analytical reasoning skills, teamwork skills, 

effective expression and interaction with others, deep engagement in a subject or 

activity, creativity, and understanding and managing emotions (Papanastasiou et al. 

2019). Kavanagh et al. (2017) suggested VR can be used in simulations, practical 

activities, and remote learning. It can also give better learning environments so that 

students feel motivated, VR can foster intrinsic motivation.  

 

2.5 Language Learning.  

Language learning happens when the learners pick up words from their 

surroundings, people are exposed to the language and start learning words from the 

environment. There are some stages in how a person begins to acquire a language. 

According to Vygotsky's theory, a child's cognitive development and learning 

capacity can be influenced and supported by their interactions with others in their 



14 

 

social environment. Vygotsky (1978) highlights the importance of social 

interactions in a child's development, as it is believed that every mental function 

undergoes an initial stage that relies on external social influences. 

 

2.6 Social Cognition Theory 

 This theory of learning is founded on the concept that people learn by watching 

others. Atmosphere, behavior, and cognition influences are involved in this learning 

process. In other words, learning is a social activity where teamwork and mutual 

exploration are important (Jonassen, 1997). Observing others doing something is 

how humans learn, if someone performs an action another person who is observing 

will do the same thing, or learn a similar behavior. The learning process is based on 

observations; people need to observe others in order to perform or display 

understanding. Didehbani, N., et al (2016) study (as cited in Leung, Zulkernine, & 

Isah, 2018)) VR has been used to enhance social interaction in adolescents with 

autism, it improved social skills, cognition, and interaction among people.  

Schunk’s 1989 study (as cited in Scavarelli, Arya, & Teather, 2021) defines social 

interaction, observation, and imitation as a learning process in the social cognition 

theory. It is vital that the VR system should contain a social context for improving 

understanding of the language. Most of the time, people fear communicating with 

others and making mistakes or errors. Lack of interaction leads students not to 

practice the target language and to lose opportunities to build fluency and 

confidence. Social cognition theory allows learners to interchange ideas and 

thoughts, and feelings with other people, this approach highlight learners’ emotion 

to develop learning. A study shows learners’ emotions affect the learning 

environment and quality, it has a positive impact on the language learning process 

(Bown, & White, 2010).  

2.7  Second Language Acquisition 

Second language acquisition is the process by which people acquire a language, it 

is an unconscious process where the individual picks up words or vocabulary 



15 

 

without noticing. Ellies (1997) defined L2 as any other language that was learned 

right after the mother tongue. Language acquisition does not involve a large set of 

conscious grammar structures or neither repetition. According to Krashen (1982), 

“Acquisition requires meaningful interaction in the target language - natural 

communication - in which speakers are concerned not with the form of their 

utterances but with the messages they are conveying and understanding” (p.6-7). 

There are some researchers that have been studying this field to understand how an 

individual acquires language. Furthermore, this process of learning is studied by 

psychologists, linguistics, and educators.  

There are some theories that try to explain this issue if language is inborn or learned. 

According to Trawiński (2005) in his book “An outline of second language 

acquisition theories”, he mentioned there are some techniques for how language 

acquisition occurs. Furthermore, this research study takes some of Stephen 

Krashen's Theory of Second Language Acquisition and Mariusz Trawiński’s 

approaches. Some hypotheses are cited as to how a person acquires the language, 

The Acquisition-Learning hypothesis, the Monitor hypothesis, the Input 

Hypothesis, the Affective Filter, the input hypothesis, the Natural Order hypothesis, 

and behavioral learning.  

 

2.8 The Acquisition-Learning Hypothesis 

 In this stage, it is important to discriminate between learning and acquisition. The 

acquisition is an unconscious process of getting information. On the other hand, 

learning is the conscious process of obtaining information. Krashen (1981) believes 

that acquisition is highly important rather than learning. The acquisition resembles 

the way human acquires their mother tongue, kids learn their first language only by 

listening, in this hypothesis individuals are not concerned about learning grammar 

rules. Learning is the process of studying formal rules, analyzing, and paying 

attention to a specific subject, this activity mainly happens in classrooms. The 

acquisition is a subconscious process where an individual gets the language by 

interaction, producing language becomes an automatic process. If learners want to 
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speak and understand a language, they must interact with words and vocabulary 

until it becomes part of students the same as they acquire their mother tongue.   

 

2.9 The Input Hypothesis 

 

The hypotheses put primary importance on the comprehensible input CI that 

language learners are exposed to understanding spoken and written language input 

is seen as the only mechanism that results in the increase of underlying linguistic 

competence. On the other hand, output language is not produced or has any effect 

on learners' ability. Krashen (1985), linguistic competence is only advanced when 

language is subconsciously acquired and conscious learning cannot be used as a 

source of spontaneous language production finally learning is seen to be heavily 

dependent on the mood of the learner. This quote says language acquisition is an 

unconscious process that depends on the students’ mood, VR provides the tools to 

engage learners in an attractive environment with unlimited resources. There is a 

distinction between language acquisition and language learning claiming that 

acquisition is a subconscious process whereas learning is a conscious one. 

 

According to this hypothesis, the acquisition process in L2 is the same as L1 

acquisition, the learning process is consciously learning and inputting the language 

being learned however this goes as far as to state that input is all that is required for 

acquisition. Visual aids are the most effective ways to show and present 

information, nowadays teachers and students have a wide variety of visual aids for 

a better presentation such as computers, devices, projectors, and smart boards are 

the new trends of showing information. These gadgets assist teachers to make their 

classes more engaging, interesting, interactive, and meaningful. These 

technological tools arouse learners' curiosity and motivation to immerse students in 

the learning process. Most teachers know that visuals enhance learning 

comprehension, they can bring the real world to the classroom, it is used to explain 

or activate prior knowledge and help to describe what words cannot, clarify 



17 

 

concepts, and recall and retain information. According to Geeraerts (2006), learners 

need to be in an environment that develops their language abilities in a real context. 

 

2.10 Vocabulary Learning  

Vocabulary are words that a language contains, these words have meaning and 

connotations (Pateşan, Balagiu, & Zechia, 2019). Learning new vocabulary is a 

challenging process for both language teachers and learners. Language learners 

need to learn a large number of words in order to communicate effectively in a new 

language. This can be a difficult and time-consuming process. Language teachers 

need to find effective ways to help learners acquire new vocabulary. In second or 

foreign-language classrooms, it appears that incorporating audio-visual materials as 

a supplementary approach to vocabulary learning can have advantageous outcomes. 

According to Harmon, Wood, and Keser (2009), the progress of learning a language 

is closely intertwined with the knowledge of vocabulary words. 

To teach vocabulary is necessary to provide real phrases that students will hear in 

their daily speech for that reason authentic language material is essential to be 

taught. several educators also incorporate authentic English material in their 

teachings to familiarize learners with the language as it is used in real daily 

conversations (Person, 2023). Teachers can find these genuine language resources 

everywhere, it extends beyond just newspaper and magazine articles; authentic 

material includes songs, TV programs, films, radio shows, podcasts, leaflets, 

menus, or any written content in English. All these elements can help students to 

acquire new words, a study conduct by Legault et al. (2019) found at learners who 

were immersed in virtual reality environment had an increased vocabulary 

repertoire.  

The Zone of Proximal Development (ZPD) is a concept in developmental 

psychology that recognizes the difference between what a learner can do 

independently and what they can achieve with the guidance of a more 

knowledgeable individual Vygotsky (1978). The ZPD can be used to guide 

instruction in the classroom. By identifying the ZPD for each student, teachers can 

provide the right amount of support to help students learn new concepts. Additional 
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resources like textbooks, dictionaries, worksheets, and self-learning materials can 

serve as supportive tools or scaffolding. Now teachers can rely on technological 

devices to support or scaffold language learning and improve the opportunities for 

learners.  

Arndt and Woore (2018) emphasized that learners exposed to media and audio-

visual input performed better on various second-language tasks. In this study, 

Kacetl and Frydrychova-Klimova (2015) used videos to teach vocabulary words, 

videos can provide learners with a large amount of exposure to the target language 

because the more exposure learners have to a language, the better they will become 

at understanding and speaking it. Moreover, videos can provide learners with real-

world examples of how the language is used, it can help learners to understand the 

nuances of the language and to learn how to use it in different contexts. 

Furthermore, videos can be a fun and engaging way to learn a new language, it can 

help learners to stay motivated and to continue learning (Peters and Webb, 2018). 

2.11 Speaking Skills 

Speaking is a vital language skill that enables people to communicate with each 

other. It involves using both verbal and nonverbal cues to convey meaning. Verbal 

cues are words and phrases, while nonverbal cues include things like facial 

expressions, body language, and tone of voice. By using these cues effectively, 

speakers can create awareness and understanding between themselves and their 

listeners (Chaney & Burk, 1998). It is widely acknowledged that language 

acquisition involves initially speaking the language after extensive exposure to the 

sounds, words, phrases, and sentences in one's environment (Anuradha, Raman & 

Hemamalini, 2014). Learners need plenty of vocabulary words in order to develop 

speaking, the teacher provides phrases, words, and useful vocabulary so that 

students can produce thoughts. 

In order to enhance students' speaking abilities, educators can employ brief 

questions and dialogues within the classroom setting (Bashir et al. 2011). Oral 

communication exchanges and engaging in meaningful tasks that require language 

production which offers valuable practice for internalizing the language. Asher 
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(2003) reinforces the notion that learners are quick to imitate and reproduce 

language after observing teachers' models. According to Hammer (2007), speaking 

is human communication, and it is a multifaceted process. On the other hand, 

inadequate communication among students does not provide enough interaction to 

enhance their speaking proficiency. According to Banu (2017), students lack 

sufficient motivation or encouragement to engage in language practice and 

speaking activities beyond the outdoors of the classroom. 

In his findings, Harmer (2001) suggests that learners should be aware of the 

"language features" and their ability to comprehend and utilize them during 

conversations. When speakers effectively manage these language functions, 

learners are guided toward achieving successful communication objectives. Micro-

skills are the smaller units of language that create speech. They include things like 

phonemes, morphemes, words, collocations, and phrasal units (Brown, 2004). So 

learners at the first stages of life start learning words, phrases, and so on in order to 

build up a complete statement. The use of virtual reality (VR) had a notable impact 

on students' speaking performance in terms of grammar and vocabulary usage 

(Sally Wu & Alan Hung, 2022).  

Pronunciation is a subskill of speaking, pronunciation is the manner in which words 

must be spoken (Kasimov, 2022). Pronunciation is developed after learners are 

exposed to the language. Learners must be surrounded by the language in order to 

acquire pronunciation. Piske et al., (2001) found that learners' pronunciation 

improves with longer exposure to the target language. Students need some guidance 

in order to pronounce words correctly. Young learners tend to acquire 

pronunciation like native speakers. Pronunciation is developed after learners are 

exposed to the language. Learners must be surrounded by the language in order to 

acquire pronunciation. Students need some guidance in order to pronounce words 

correctly. Acquiring pronunciation skills involves imitating; as a result, the teacher 

should exemplify proper pronunciation (Sachdeva 2011). 

 Moreover, by using virtual of virtual reality students can reduce their fear of 

speaking. Most of the students do not produce statements because they are afraid of 

making mistakes. In a study conducted by Boonkit (2010) regarding the factors that 
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contribute to the enhancement of learners' speaking skills, it was found that 

employing suitable speaking activities can be an effective strategy for reducing 

anxiety among speakers. Allowing participants to choose their own topics resulted 

in a sense of comfort, encouraging them to engage in English conversation and 

boosting speaking confidence among learners of English as a foreign language 

(EFL). In addition to its proven effectiveness in addressing social anxiety, virtual 

reality (VR) has been the subject of numerous studies exploring its potential to 

address public speaking anxiety (Heuett & Heuett, 2011; Wallach, Safir, & Bar-

Zvi, 2009).  

2.12 Listening Skills 

It is the ability that all people have to receive information in spoken language, this 

skill is essential for effective communication in personal and professional 

relationships. “Without access to comprehensible input in the form of aural or 

written messages, a second language won’t happen.” (Numan, 2015, P. 34). 

Children and babies acquire everything in their surroundings sounds, this is the 

second sense humans develop. Krashen (1982) stressed the significance of 

“comprehensible input”. In the early stages of language learning, listening holds 

greater significance for many individuals who are acquiring a second language, as 

they may encounter difficulties in comprehending the written script. In this context, 

listening plays a more foundational role compared to reading. 

Providing students with instruction on effective listening strategies proves to be 

highly beneficial, as emphasized by Goh (2000). However, it is important to note 

that simply teaching listening strategies alone is insufficient. To enhance students' 

listening abilities, it is essential for teachers to also enhance their vocabulary, 

grammar, and phonology knowledge. Using VR in the language learning process 

or other technologies can narrow the gap and help students to pick words and 

phrases. Tai, & Chen, (2021) found that learners who were immersed in VR had 

better listening understanding and word retention, VR offers a simulated 

environment where learners interact each other to practice listening with authentic 

activities.  
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Chunks, identifying sounds, stress patterns, contractions, and other micro-skills are 

useful in enhancing listening, multi-word units are essential and crucial components 

of informal English that are indispensable for speaking, comprehending, 

deciphering, perceiving, and engaging in conversations. Understanding these units 

is imperative for effective communication and comprehension.  Linking multiword 

significantly improves a learner's capacity for listening comprehension so verbs 

with several words are a fundamental feature of the listening English language 

(Mohseni et al. 2014). Research shows that learners' comprehension slightly 

exceeds their production ability, and students understand faster than product (W.R 

Miller, 1963 as cited in Brown, 2007).  

2.13 The Affective Filter Hypothesis 

 This hypothesis refers to the individual feelings and emotions to contribute to 

second language acquisition. This affective filter contains three factors; self-

confidence, motivation, and low anxiety. If the learner has higher affective levels 

will be unsuccessful in acquiring the language. According to Krashen (1983), the 

learner who possesses low levels of affective filter will have better input 

comprehension, and also motivation, and confidence will be increased. In other 

words, if the filter is up the learners will not fulfill acquisition but if the filter is 

down the learner will be a potential speaker. It is essential in language acquisition 

because learners stop caring about accuracy and can start producing words, to 

develop their communicative competence. The factors mentioned play an essential 

role in this hypothesis.  

2.14 Behavioral Learning 

There is no clear idea of how language can be taught, learned, or acquired but some 

researchers think behavioral learning is how learners get the language. Watson 

(1913) states that behavioral learning stays in oral language which conditions a 

particular behavior, this learning behavior is considered a process of imitation 

which one should reinforce to become a habit formation. According to the learning 

approach, children learn the spoken language of another individual through 
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modeling, it is seen as a process of habit formation that involves stimulus, response, 

and reinforcement.  

This principle can be applied to how learners or infants learn a language, it is when 

a mom tells her baby a word (stimulus) so the baby responds with an action or with 

the same word (response), and finally, the mom repeats the words as well as the 

baby until it becomes a habit (skinner, 1960 as cited in Trawiński, 2005).  So both 

theorist believes that learning takes place when learners have stimuli in other to 

conduct response and the reinforcement allows learners to remember in a habitually 

way. 

2.15  Motivation Theory 

The Cambridge Dictionary (2022) establishes “enthusiasm for doing something or 

the need or reason for doing something”. According to Ellias (1997) in his study 

“Second language acquisition” motivation is conformed to attitudes and emotions 

that influence someone to keep trying. There are some kinds of motivation: 

instrumental motivation which grants learners to have great opportunities, 

integrative motivation concerns the cultural and social group an individual is 

interested in, and intrinsic motivation.  

To reach motivation is necessary that people attain high levels of performance and 

break down barriers to progress (Vallejos, et al., 2012). It is the biological, 

emotional, social, and cognitive variables that trigger behavior that is all part of the 

motivation. The term "motivation" is widely used in ordinary speech to express why 

someone does something. It is the force that propels human behavior. motivation is 

the experience of wanting something or wanting to avoid it. There are two types of 

motivation intrinsic and extrinsic. On the one hand, learners want to belong, desire 

to be loved, and seek to get the attention they deserve. Students are motivated 

extrinsically by rewards, in order to progress socially. On the other hand, students 

strive to explore things that are satisfying in themselves, disregarding rewards. 

People are motivated intrinsically, by a natural curiosity because it feels right. 
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2.16 Extrinsic Motivation 

Extrinsic motivation comes from outside factors, students are motivated by rewards 

or praise. This motivation is more linked to learning the language but for a complete 

engagement of students extrinsic and intrinsic motivation are required so learners 

can achieve good results in their performance (Pintrich & Schunk, 1996). Extrinsic 

rewards demand a connection between the activity and some distinct outcomes, 

such as tangible or verbal incentives, in order for satisfaction to be achieved (Porter 

and Lawler,1968). VR could give the opportunity to engage students in the learning 

process with rewards and achievements that the console contains. In some virtual 

reality environments, users have to unlock levels to use the new interface, this kind 

of reward will engage students to keep working on their learning.  

2.17 Intrinsic Motivation 

 It is the type of motivation that is developed for oneself, the individual looks to 

satisfy his own learning needs. When individuals are intrinsically motivated, they 

do activities for their own sake and out of interest in the activity (Deci & Ryan, 

1985). Ellis (1997) motivation involves the arousal of curiosity in the own personal 

interest. If this motivation is applied in virtual reality students will be able to inquire 

about knowledge for their sake, learners will be able to seek information using this 

device. This motivation will help learners to become self-reliant, and be more 

responsible with their learning process. Some learners need intrinsic motivation for 

learning, in the study done by Wen (2018), Chinese students increase their intrinsic 

motivations by the fact that they want to learn their own language and seek their 

customs, this motivation enhances students’ learning and self-esteem. Moreover, 

motivation is also used for treatments, a study carried out in 2018 released that 

extrinsic motivation was useful for Stroke Rehabilitation.  

2.18  Multiple Intelligences 

Knowing how a human learns is important to choose and designing methodologies 

and activities according to the learners' needs. The ability to learn is unique as well 

as the intelligence required for each student. Garden (1989) suggested that each 

individual has different types of intelligence and can stand out in some areas or 
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subjects more than other students. Humans have eight sorts of intelligence, based 

on some studies learners can learn better with a determined intelligence. According 

to Garden (1989) exist intelligences, Visual-Spatial, Linguistic-Verbal, Logical-

Mathematical, Bodily-Kinesthetic, Musical, Interpersonal, Intrapersonal, and 

Naturalistic. In this research project, visual-spatial with bodily-kinesthetic 

intelligence will serve as a theoretical foundation for supporting the use of VR in 

classes. 

 

2.19  Visual-Spatial Intelligence 

 This type of intelligence supports learners with visual aids, here students best learn 

through images and objects. This learning ability students are good at sketching, 

designing, and identifying signs or figures (Gardner, 1993).  The learner has a 

higher chance of success if they watch videos, charts, pictures, and maps because it 

makes it easy for them to understand. Cawi, Marhaeni, & Dantes’ 2014 study (as 

cited in Yuliyanto et al, 2020) mentions that the feature of having visual intelligence 

is learners possess an inclination to colors, forms, lines, objects, and constructions. 

Visual learners can catch information at once and also solve problems with non-

common ideas. These learners process or learn faster rather than auditory learners 

(Silverman, 2002). This intelligence is presented in all types of technological 

devices, it best matches with VR content which presents a great number of realia 

and activities for students to develop cognitive and thinking skills. 

 

2.20 Communicative Language Learning. 

 

CLT is a language approach that is mainly focused on interaction and 

communication. Richards and Rodgers (2001) argue that language learning is a 

communicative process that requires exposure to authentic language use and 

opportunities to practice using the language in meaningful contexts. Learners must 

be motivated and have a positive self-image as language learners. Students can 

foster their communicative abilities by having real-language conversations to apply 

what students know. To develop communicative competence role plays, flashcards, 

and audio-visual materials are added in the lessons to improve learners’ interaction. 
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Provide learners with the resources they may encounter in real communication in a 

vivid way, which also brings interest to the class. In the CLT approach students 

learn a language to communicate and understand information rather than just learn 

grammar rules and structures.  

 

In this approach teachers are in charge of carrying out the communication process 

between learners providing materials and leading the communicative activity, 

learners are placed in communicative settings and acquire language knowledge and 

communicative competence through active participation and interaction.  

 

 

2.21  Bodily-Kinesthetic Intelligence. 

This intelligence involves movements and physical activities which are linked to 

the learning process. Some students learn in an active way, they need to move and 

use motor-sensory interaction to perform actions that are stored in their brain, using 

actions students learn proactively to acquire or learn something specific. Vázquez 

et al. (2018), in their study “Words in Motion: Kinesthetic Language Learning in 

Virtual Reality” found that body motions help students to keep information longer 

than other ways of teaching, and learners show better performance rather than 

students who were sitting. People who prefer this intelligence usually have hand-

eye synchronization. This learning method focuses on movement activities, we 

know that humans learn better by doing this rather than reading the theory. A study 

carried out by (Horst et al., 2009) demonstrated that cycling between watching and 

performance improves procedural learning and retention, according to a large body 

of evidence, observation and practice are incredibly didactic. 

 

2.22 Interactive Teaching 

It is a way of teaching that involves students actively participating in the learning 

process. This means that students are not just passively listening to lectures or 

reading textbooks, but they are also actively engaged in the lesson, group work, and 

hands-on activities. Students turn into active participants in the learning process and 

start performing creative tasks with the resources selected by the teacher. This 
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approach demands students’ interaction with the teacher, learners, and the 

environment. Recent studies show that interactive teaching helps students to store 

knowledge for longer periods (Giorgdze, 2017). According to Dale’s Cone of 

Experience, using role-playing a situation, content simulation, and hands-on 

experiences learners tend to remember things longer (Dale, 1969).  

Interactive teaching also uses dynamic and communicative teaching methods, 

which are the common components of this approach to inspire learning. Interactive 

teaching fosters students’ critical thinking, teamwork, communicative skills, and 

uses a range of learning styles to engage learners in the learning and teaching 

process. This interactive teaching approach encourages students’ collaboration, and 

stimulates discussion, and experimental activities. Using new technological aids 

engages learners in the content (Senthamarai, 2018). 

2.23 Total Physical Respond (TPR) 

This learning-teaching approach is the same way children learn their mother tongue. 

Before language appears in any person, the individual has to listen to huge 

quantities of words to produce something. Children have to observe and act out 

what the speakers do or say to achieve understanding in this approach. TPR is about 

using the body and doing actions, this strategy allows learners to listen to a 

command in the target language and perform the action. According to Asher (1969) 

in his book “The Total Physical Response Approach to Second Language 

Learning”, he mentioned if speech is joined with actions language learning becomes 

better. If both actions are performed, the learners start to acquire and understand the 

words.  This strategy mainly focuses on listening skills as the audiolingual method 

does but this method tries learners to understand in order to replay an action instead 

of just hearing words and phrases without any sense.  

This method is enjoyable and engaging for teaching-learning a language, there are 

some investigations about the effective use of TPR in English learning. Sühendan 

(2013), in his research “Using Total Physical Response Method in Early Childhood 

Foreign Language Teaching Environments,” states that TPR is a helpful method to 

teach a language that combines speech and response, it allows students to learn a 
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language through actions.  Hsu and Lin's 2012 study (as cited in Sariyati,2013.) 

found that TPR improves learners’ motivation and draws students' attention to 

learning a foreign language. Words and phrases learned through this method stay 

longer in the memory, facilitating the response of certain inputs. Sophaktra’s 2009 

study (as cited in Sariyati, 2013.) found that it allows students to acquire better 

pronunciation and store the words longer in their memory.  This language method 

does not require as many things to be developed and is ideal for kinesthetic, this 

sort of activity is meaningful for kinesthetic learners. 

This learning method is highly used in vocabulary development, students associate 

a word with the sound of the word to acquire the language. Children learn words by 

doing, watching, and listening to others. Most of the studies done with TPR showed 

that learners have increased vocabulary, which is this supported by the actions 

students do and the motivation that this method provides. The total physical 

response makes students practice the target language using movements and 

interactions among learners and objects.  

2.24 Augmented Reality (AR) 

According to Microsoft Dynamics (2022), is a dynamic version of a real-world 

environment with digital animations, augmented reality or alternate reality is a 

combination between simulated objects and the real world, this interaction makes 

users see objects in their real environment. These things are created by computer 

intelligence software, the objects are overlaid on any surface user wants to. This 

new technological application comes from computer-assisted language learning, 

this new technological trend mix both realities, virtual and the real world to display 

amazing objects in real time. Augmented reality provides interactive digital content 

using the surrounding of the real world.  

This kind of combination generates innovative learning opportunities with 

simulated real-time objects and optimal resources (Billinghurst, & Poupyrev, 

2001). AV can have different content for their users, text, objects, pictures, 

animations, and audio which are integrated into the environment. For the 

implementation of augmented reality, some requirements are necessary as a video 
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camera to analyze the area and recognize the stuff in that place, GPS to identify the 

students’ position, an audio system to interact with the sounds of the projections, 

internet accessibility to start the app which makes all this process (Johnson et al., 

2010).  Furthermore, the software combines virtual and real content to start using 

augmented reality (Billinghurst et al., 2001).  

 The main attraction of AR is how computer mixes both real-world and digital 

objects which sometimes is perceived as real parts of the atmosphere.  Some 

features of augmented reality are visual items text, objects, pictures, figures, and 

overlapping objects. The application of AR is highly used in different disciplines 

such as army aeronautics, medicine, tourism, manufacturing, entertainment, and 

education. This technology is concerned to adapt the special environment element 

in its simulations. Virtual reality can be seen from screens, head-up displays, and 

glasses. Nowadays, mobile phones have incredible features to do almost all the 

tasks that a computer does, and they have enough technology to display overlaid 

elements in the real world. There are several apps to develop in daily jobs, looking 

for information, making presentations, adding interactive elements, and even trying 

on clothes. 

This technology goes beyond, there are some companies that use AR to assist their 

employees. Google is on the rise with this innovative device, this corporation uses 

glasses to improve the way people work, and their employees work smarter, faster, 

and safer. The glasses offer several features that make a unique experience, video 

call assistance, voice assistance, and text presentation. Big companies trust this 

technology to enhance their productivity and support faster solutions. AR in the 

industry provides great advantages such as improved accuracy, workers making no 

errors, and they have information on a hands-free device for smarter and faster 

hands-on work (Google, 2022).  

2.25 Augmented Reality in Language Learning.  

There are several studies conducted to identify the effect of AR in language 

learning, augmented reality technology can provide meaningful elements for 

learning. Learners engage with the content that appears in their real-world, text, 
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graphics, video, and sound are able with the reality to create AR. This technology 

can be used in small spaces displaying interactive elements in the environment, 

bookful is an English learning app that allows users to visualize graphics in the 

space. This virtual representation boosts learners’ attention and improves 

motivation (Billinghurst & Duenser, 2012). A study showed that AR and VR 

scaffold students in the learning process. Participants improved their writing skills 

using this technology, which suggested that the integrations of AR and VR might 

enhance learning skills (Soleimani, et al. 2019).  

2.26 Virtual Reality (VR) 

As its name suggests, a virtual world is a computer-based technology that provides 

audio-visual entertainment containing tactile object projections in different 

environments in real-time. Virtual reality, like digital games, draws on a variety of 

other fields of study, including cognitive science, computer graphics, and 

electronics. It happens to isolate the individual from the real world and immerses 

them in another atmosphere, it gives the user the feeling of being in another world. 

This virtual technology can also be defined as the immersion of a person into 

another reality (Seidel & Chatelier, 1997). Learners immerse into a 360° experience 

and individuals can also interact with the 3D world. An environmental immersion 

gives a rich learning atmosphere that allows students to feel like they were there 

(Kaplan-Rakowski & Wojdynski, 2018) 

 

This technology is not new, some years ago some researchers speculated about 

this technology and its huge impact on education. Virtual reality deals with lots of 

inputs and outputs, and visual aids displayed in virtual reality make it more 

interesting and attractive to any user or learner to hook with this technology. VR 

was created for entertainment purposes, but later the air force, architecture, and art 

implemented it to train, develop and design new things that could be difficult to 

recreate in the real world. It empowers creativity and makes the classes more 

exciting. According to Oculus (2021), it is an amazing experience that transports 

users from the comfort of their homes to far-off worlds you never knew existed. 
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2.27 The Importance of Virtual Reality in Education 

 

 Technology has come to stay, in the last two years, teachers and students have 

discovered new teaching and learning tools. Now it is easier to get access to 

information, attend meetings, be online and learn virtually. So, the use of new 

technological resources has changed the way trainers teach and learners collect 

data. Nowadays, there are new engaging ways to teach and learn. Students are more 

motivated when they receive classes using apps, websites, programs, and other 

kinds of technological tools. It is important to identify the educational value that 

technological resources provide for the acquisition of knowledge (Lazar, 2015).  

 

Using the computer and the cellphone has helped augment motivation in learning, 

but this engagement could be increased by using virtual reality. The use of virtual 

reality has several benefits in the classroom, it will change the way teachers teach, 

provide more authentic information, and engage learners in the learning process. 

Chandramouli et al. (2014) emphasized the important role of virtual reality in 

education because it uses visual stimulus that increases learners' interest. Students 

will interact with the objects and be able to stay in other environments, Students 

learn through interaction and VR provides these stimuli. Several studies showed by 

the kind of activities and virtual interaction, learners present higher cognitive results 

and positive positions regarding to technological teaching (Vogel et al., 2006).  

 

Von der Emde et al. (2001) discovered five advantages of incorporating virtual 

reality (VR) into the process of learning a foreign language. (1) genuine 

communication and content, (2) independent learning and peer teaching, (3) 

individualized instruction, (4) experimentation and play, and (5) developing 

research skills. Several researches showed that virtual reality has positive 

advantages for students and teachers in language learning, Shi, Wang, and Ding 

(2019) created a learning virtual environment to increase motivation in math, 

fortunately the result was positive students present grades improvement. Not only 

math is beneficiated with VR also science classroom with independent and peer-

supported learning (Bang & Andre, 2013). 
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2.28 Benefits of Virtual Reality in Education 

 

Virtual reality presents a great opportunity for distance learning, even though 

nowadays we have distance communication and learning it is not the same as 

students face to face. This technology provides a virtual reality animation to interact 

with each other, it makes learning more interactive and meaningful. It also enables 

students to explore and experience a scenario completely safely, students can learn 

many things where the accessibility is too complex, under the water in the ocean to 

learn the different species, out of the world to learn about the planets and other 

environments to enrich the learning experience. Carvalho.  (2019) emphasized that 

one of the benefits of virtual reality is that students can interact with the scene and 

with other users to increase the inputs in the virtual world, which makes it more 

engaging to work collaboratively.  

 

The learning experience is more enjoyable, the learner gets in the environment and 

can experience the simulated scenario. Pinho, (2004) claimed that virtual reality has 

three features, immersion, interaction, and involvement. It means the user can 

navigate through the virtual world, virtual reality in education also aids pupils who 

are having difficulty understanding challenging academic subjects. Furthermore, 

VR may retain learners’ knowledge, as kids, we learn to ride a bike and never forget, 

virtual reality will let students bring the knowledge in long-term memory. Humans 

do not forget things when they do or perform actions.  

 

The prevalence of VR technology in language education has been steadily 

growing. Extensive research has highlighted the advantages of incorporating VR 

in language teaching. These advantages encompass a wider range of benefits, such 

as enhanced opportunities for language production, improved self-expression and 

self-confidence, heightened learner autonomy and motivation, increased cross-

cultural competence, improved listening skills, and positive outcomes in 

vocabulary acquisition (Alizadeh, 2019; Berti, 2019; Chen, 2016).  
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2.29 Immersion  

 

Immersion is the sensory stimulation that allows the perception of the virtual 

environment and then its comprehension, it is the perception of being physically 

present in a non-physical or virtual world. The perception is created by surrounding 

the user of the VR system with images, sound, or other stimuli that provide a very 

absorbing environment. According to Pinho (2004), immersion is the sensation of 

a user experience staying in the virtual world or artificial intelligence (AI). Spatial 

immersion happens when the user experiences all the features of virtual reality, 

those characteristics make the simulated environment seem to be more realistic. 

Students are exposed to thousands of visual aids to recreate the scene to immerse 

the learning process. It makes the activity look more interesting using more 

authentic language according to the situation. 

 

VR's immersion is a crucial element that enriches users' situated experience by 

allowing them to feel as though they are really there, without actually having to be 

physically present. This feature enables users to experience a sense of presence in 

virtual environments, which is a significant benefit of VR technology education 

(Flower, 2015). This characteristic provides some applications to other fields such 

as science where students can identify the smallest creatures and microorganisms. 

Using VR to teach geography, where students can identify countries, their 

boundaries, and their surfaces. Culture allows learning about other person’s culture 

and the most well-known of that place. Dalgarno & Lee’s 2010 study (as cited in 

Flower, 2015) found that a 3D environmental learning environment has five 

advantages or positive aspects including the representation of spatial knowledge, 

learning through experience, active participation, learning within specific contexts, 

and collaborative learning. These five advantages directly result in benefits for 

learning. 
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2.30 Interaction 

 

In virtual reality, users engage with a digital realm to choose and modify virtual 

objects and manage their position and viewing perspective within the virtual 

environment. This interaction involves selecting and altering virtual elements 

(manipulation), as well as navigating through the virtual space by controlling one's 

location and direction of observation (navigation) or talking with someone else 

(social interaction) (Doerner et al, 2022). Once users are in the virtual world, they 

have the opportunity to interact with objects and other users. This is the reason why 

virtual reality is unique and above all input and visual devices, it allows learners to 

have a simulated atmosphere that teachers are willing to contextualize. It is also 

useful to put into practice like it were in the real world. This helps users to train and 

be familiarized with the workplace, language, and environment. It will create a good 

simulated scene to use all resources displayed in the virtual world. 

 

This technology enables the user to interact in realistic three-dimensional situations 

in order to learn something new, to develop language there must exist interaction, 

to acquire new knowledge the learner must interact with each other and must be 

surrounded by environmental inputs (Krashen, S,1987). Thoms (2012) concluded 

that interaction is essential for learning a foreign language, external factors are 

involved such as human interaction and the environment where this takes place, 

which will potentially contribute to the teaching and learning process. 

 

 Walsh (2011) claims learners acquire new knowledge through language in 

interaction. Creating an environment that promotes communication and teamwork 

allows players to engage in social interaction as they immerse themselves in game 

contexts and work together with their team members to achieve their goals. This 

rich communication environment in a technology-mediated foreign language (FL) 

network provides an opportunity for FL learners to actively participate and engage 

in intercultural experiences (Zheng et al., 2012). 
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Interaction is a key aspect of virtual reality (VR) and has garnered significant 

interest from language researchers and educators. From a sociocultural second 

language acquisition (SLA) perspective, social interactions among foreign 

language (FL) learners contribute to improved learning results. By immersing 

learners in social VR experiences, they not only have the opportunity to explore 

virtual environments but also form friendships with individuals from diverse 

locations worldwide. Furthermore, apart from facilitating virtual conversations in 

settings like a shop, social virtual reality (VR) also provides users with the 

opportunity to engage in various activities with others through their avatars, 

including participating in sports. Social VR has changed the way people interact 

with each other on the internet (Metz, 2017). 

 

2.31 Steam in VR 

 

Today virtual reality education is focused on the STEM approach, this method 

means science, technology, engineering, and mathematics. This theoretical 

framework STEM was developed in this century for improving learning 

performance, relying on digital-oriented training and resources. 

With the use of VR in education, students can real practice simulations, can design 

projects that would be expensive and impossible to recreate in the real world. For 

the science field, there are instructional biology resources that allow you to get up 

close and personal with a variety of dangerous wild animals, as well as tools that 

allow you to learn about human and animal anatomy. History, it allows you to know 

historical figures and recreates historical surroundings and scenarios. Art, students 

can visit the most famous art galleries such as; Smithsonian and le louver museum, 

which will unleash students’ imagination. In Geography, students can travel 

anywhere in the globe using virtual reality. Immersion in a different environment 

on the opposite side of our world is both educational and entertaining. 
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2.32 Input and output devices 

 

VR requires input and output interaction devices to make this possible, input means 

all the data that the users receive, which could be audio, pictures, and videos. 

Everything that the user hears and sees. On the other hand, an output device means 

everything that users produce or send information like sounds, utterances, and even 

movements that another person can interact with. The input devices that are used in 

virtual reality are; a headset or goggles, and headphones. While for the output 

device, there is a handheld control that tracks the user’s movements. Students learn 

better if they are exposed to an enriched environment, it will help to develop 

thinking and decision-making.  

 

This technology helps teachers to provide comprehensible input to make the classes 

more memorable, this input must contain challenging activities that allow learners 

to practice the subject, engaging material that provides students to have a vast of 

resources to draw learners’ attention, and authentic language which will allow 

students to practice the target language. This comprehensible input increases the 

performance of students due to all the elements to enhance the teaching and learning 

process (Krashen, S,1987). There are some devices to access virtual reality, oculus, 

HTC, and Sony. Those companies have developed this technology to attract more 

users, all these marks have HMDs to access the virtual world.  
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Picture 1.  

 

Source  Oculus headset or goggles  (oculus quest 2, 2021) 

 https://www.oculus.com/quest-2/ 

 

Picture 2. 

 

set of controllers or handheld (oculus quest 2, 2021) 

 

2.33 The Use of Audio-Visual Aids in Learning  

 

Many technological apps use audio-visual sources to facilitate information 

processing, it allows both visual and auditory learners to develop a new 

understanding of the subject matter. Audio-visual sources are well known to 

scaffold the learning and teaching process, it provides a better understanding and 

vision of what the facilitator wants to teach. This tool supports teachers’ classes to 

clarify the material, give a better presentation, associate the material with the class, 

https://www.oculus.com/quest-2/
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expand learners’ vocabulary, and engage students in the lesson. Hatami, S. (2013) 

claimed that visual learning is a teaching and learning method that uses illustrations 

and videos to show vocabulary, grammar concepts, and cultural information to 

improve language learning. 

 

 The most effective visual aids are videos that contain authentic material to develop 

their language skills, using audio-visual material learners have the opportunity to 

acquire new vocabulary and even their pronunciation will be enhanced. These 

technological tools arouse learners' curiosity and motivation to immerse students in 

the learning process. Most teachers know that visuals enhance learning 

comprehension and can bring the real world to the classroom, it is used to explain 

or activate prior knowledge and help to describe what words cannot, clarify 

concepts, and recall and retain information. According to Geeraerts (2006), learners 

need to be in an environment that develops their language abilities in a real context.  

 

2.34 Gamification 

 

To boost engagement, gamification involves incorporating game concepts into 

nongame environments such as a website, online community, or learning 

management system. Gamification aims to engage customers, learners, and partners 

in order to encourage them to collaborate, share, and interact. Gamification tries to 

solve some students' needs by adding new approaches and techniques to implement 

active learning. Gamification mechanics and game thinking engage and motivate 

students to promote learning and solve problems (Kapp, 2012). Gamification is 

activities presented as games, here students show what they know or have learned 

in the lesson.  Facilitators use gamification to train students and work to solve 

problems, and create ideas, and concepts. One advantage of gamification is 

activities are more appealing to complete and challenging, students love to interact 

with each other or with the machine and feel the emotional reaction and the 

outcome. 
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2.35 Engaging Learning tool 

 

Engagement learning tools refer to all materials that aim to keep students engaged 

in a task. Engaging apps are focused on motivating learners by offering rewards, 

and incentives, and presenting interesting content (Ryan & Deci, 2000). Virtual 

reality has the potential of changing teaching and learning, this learning tool 

promotes active participation and support in the teaching and learning process. 

Engagement is defined as a cognitive and motivational plan that happens in 

learning and teaching situations (Bangert-Drowns & Pike, 2001). Extrinsic 

motivation exists in virtual reality, such as rewarding, completing a duty, and 

discovering new objects can achieve higher learning outcomes in students 

(Pintrich and Schunk, 1996).  

 

2.36 Metaverse 

 

The metaverses are virtual worlds to let users ‘imagination fly, in this experience 

the avatars are a crucial part of immersing in the virtual world. The graphics and 

the visuals take the users’ minds to the clouds. New metaverses are arising with 

new and more innovative features such as language learning spaces, and places 

where native and non-native English speakers join to spend their time talking or 

enjoying any activity. Those spaces are important for non-native speakers to 

develop their language skills and train in virtual reality. Metaverses allow teachers 

or students to use thousands of resources in only one place. Users can use new 

teaching and learning techniques to implement in the classroom to make it more 

dynamic.  

 

In the past even today English teachers still use drills, and memorization activities 

or sit in silence while the teacher explains. With the arrival of virtual reality, it has 

been establishing metaverses such as Second Life, it broadens an unimaginable 

world for teaching, the way in which students begin communication with other 

people, their knowledge grows and language teaching becomes easy, whether it is 

English or other languages. Mark Zuckerberg is committed to a new version of the 
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Internet. It's called Metaverse, the CEO wants Facebook to be at the head of this 

technology. Zuckerberg essentially described the Metaverse as an immersive virtual 

world, much like virtual reality today, but in which people spend time together and 

share experiences.  

 

The research was conducted to show the effectiveness of virtual reality in the 

learning process. Allcoat & von Mühlenen (2018) state “VR displayed an 

improved learning experience when compared to traditional and video learning 

methods.” This research can prove that exists an improvement in using virtual 

reality in learning. Furthermore, teachers and students can rely on the 

effectiveness of this technology.  

 

2.37 Mondly 

 

Mondly is a language learning app that can be used in a smartphone or VR. It 

offers more than 40 languages available to learn, it uses gamification to assist 

learners in their learning process. This app contains several teaching techniques 

that become an engaging and interactive learning tool. It uses speech recognition 

to assess and practice pronunciation, Chabots to practice conversations, and also 

offers VR lessons where learners feel immersed in a foreign language 

environment. Learners can have real-life practice conversations in a simulated 

environment which can build confidence to speak.  

 

The advantages of the app are learners do not need to travel to other places to 

speak, learners work with authentic learning activities to have instant feedback on 

their pronunciation and learners can use this app at their own pace. Mondly 

lessons include the four skills that are linked with vocabulary, grammar, and 

pronunciation. VR and learning aids can boost language learning, this 

technological tool could be seen as an emerging technological advancement in 

second language (L2) instruction (Bonner & Reinders, 2018). Mondly is a suitable 

language app for learners of all levels because it is accessible, innovative, and 

engaging. 
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Picture 3. 

 

Source: Mondly VR (https://www.mondly.com/vr) 
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2.38 VR chat.  

 

VRChat is a social platform where users can interact with each other in virtual 

worlds using 3D avatars. Users can access VRChat with a VR headset or a 

computer, and they can create their own avatars or use avatars created by others.  

In this app, players can have conversations with other users, work collaborative, 

discover new worlds, watch videos, and play games. The avatar moves through 

embodiment, thanks to the headset and the controls that track the user’s 

movements. This app uses audio-visual aids to help learners explore different 

worlds, increase their knowledge and vocabulary, and improve their 

understanding of the material. A study by Cahyadi et al. (2022) found that 

VRChat can improve students' speaking skills by providing a safe and immersive 

environment where they can practice speaking without fear of judgment. The 

study also found that VRChat can help students to improve their fluency and 

accuracy.  

 

Picture 4. 

 

Source: VRChat (https://hello.vrchat.com/) 
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2.39 Job Simulator 

 

Job simulator is a virtual reality simulation game where users are immersed in 

different worlds and have to learn how to do several job activities. The players 

can hold, grab, throw, and do different activities regarding the type of job the user 

decides. There are several job simulations such as gourmet chef allows players to 

learn how to cook, serve, take orders, and learn about restaurant stuff. Office 

worker simulation allows users to learn how to hire staff, make photocopies, 

manage documents, etc. Convenience Store clerk here players learn how to run a 

business, sell products, and everything related to the store. Finally, Automotive 

Mechanic allows players to learn how to fix and repair cars, vocabulary regarding 

to cars’ engine. 

 

Users can interact with the virtual objects using their hands, they can learn 

thousands of words, and experience different jobs in the virtual world. It is a great 

learning app for all ages, it has amazing content and provides vivid job 

experiences that make players feel immersed virtual world.  

 

Picture 5. 

 

Source: Job Simulator (https://jobsimulatorgame.com/) 
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2.40 Youtube VR 

 

This is a VR app that shows videos in 360 degrees, it is available on a variety of 

headsets. Learners can visit, know, and witness unknown places or with difficult 

access.  The users feel immersed in the virtual videos, and they can learn about 

cultures, places, and other subjects.  

Picture 6. 

 

Source: youtubeVR (https://youtube.com/) 

 

2.41 Language Lab 

 

This app helps learners to acquire a new language, the app uses hands-on 

activities to teach and learn new vocabulary. The user interacts with the objects to 

learn new words using total physical response. Students learn by doing, matching 

the object with the words they heard. The app is immersive, engaging, and easy to 

use. 

 

Picture 7. 

 

Source: language lab (https://www.languagelabvr.com/) 
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2.42 Gravity Sketch  

 

Gravity Sketch is a 3D design app where users can create simple illustrations or 

3D prototypes. This is a virtual studio for designers, they use the VR controls to 

make their sketches. Users can create anything they want, countless designs and 

illustrations can be displayed in this app.  

 

Picture 8.

 

Source: Gravity sketch (https://www.gravitysketch.com/) 
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3. Chapter II: Methodology 

 

3.1 Research Approach and Method 

This is a qualitative research because it explores teachers’ perception about VR in 

LANGUAGE learning. Qualitative research explores a phenomenon from the 

participants’ viewpoint and it is appropriate when the research variables are 

unknown (Creswell, 2012). It aimed to comprehend people’s insights, beliefs, 

experiences, actions, and involvement in the problem, this study does not gather 

statistical data. This sort of research suits observational studies, written logs, 

documentary and textual data (Pathak et al., 2015). 

 

The teacher-researcher applied phenomenological research because it aimed to 

collect data regarding the participants' perceptions of a phenomenon. This research 

method tried to describe the experiences that all individuals have in common of 

any lived experience of something. Phenomenological research collects 

information from people who underwent any situation to create a description of 

the phenomena, it focuses on what and how participants experienced it (Welman 

and Kruger, 1999). Phenomenological research concerns of human perception of 

the phenomena to gather basic understanding of the analysis. According to Bliss 

(2016) phenomenological research assist people to understand the aspects of 

vivid experiences.  

 

Phenomenological research is about trying to grasp the meaning of a phenomenon 

consciously by using experience, transcendental phenomenology aims to 

recognize the participant experience and collect data from various individuals who 

have experienced the same situation. The research examines the information 

provided by the participants to generate themes and remarkable statements. 

Creswell (2007) stated, “phenomenology is based on identifying the phenomenon 
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to study, bracketing out one’s experience” (p. 8). In other words, the research deals 

with the participants’ perceptions (Van Manen, 2017). The study is focused on 

analyzing data collected from the participants based on their insights regarding 

VR, how this experience was for them, and getting an overall idea of whether 

learners can develop the English language using VR.  

 

3.2 Research Context 

 

This research was conducted at Unidad Educativa Fiscomisional Padre Miguel 

Gamboa in Francisco de Orellana. This school is one of the oldest in the province; 

it serves a population of about 1600 students. Most of the students come from the 

same city, and some other students come from communities far away from 

downtown. This institution did not use to have an internet connection and teachers 

had to bring their own printed material to work in class, the basic resources to 

teach board, markers, internet, and sometimes a projector. Currently, due to the 

pandemic and some internal changes this institution has gotten an internet 

connection to improve learning and teaching.  

 

In the last two periods, teachers of this Unidad Educativa did not use to know 

about technology which meant a difficult switching from boards to teaching from 

computers. Now teachers have been enrolling in some technology courses to 

manage updated devices and technological resources and tools. English teachers 

did use to work with government book photocopies and during the pandemic, 

teachers had to create slides to teach. The content of the books was not appealing 

to learners and was not showing improvement in learning the language. The 

research was developed in the main room of the institution, in this room exists 

enough space and an internet connection to carry out this project. The five teachers 

underwent to provide their insights about virtual reality in English teaching and 

learning, the VR training course was developed during the job schedule for its 

feasibility.  
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3.3 Participants/Population/Sampling  

 

The research was carried out with all English teachers of the school, five English 

teachers from Padre Miguel Gamboa school participated in this research project 

(1 man and 4 women). The teachers’ ages are around 30 and 45 years, and all of 

them live in the same city. Teachers are highly experienced in teaching, have been 

working as English teachers for around 10 years, and have been involved in some 

technological training Participants worked with students of different ages and 

levels, from 5 to 17 years old students. Most of the have an English proficiency 

exam certification (see annex 1). The researcher obtained ethical approval from 

the school (see annex 3) principals to conduct the study, participants signed a 

consent where they are willing to take part of the research (See annex 2). Teachers 

had to write some logs to collect data. The aim objective was to explore teachers’ 

perceptions regarding virtual reality. 

 

 

3.4 Data Collection (techniques/strategies, instruments, procedures) 

 

To get specific information about the participants a demographic survey was 

needed, it provided a better understanding of the teachers underwent in the 

research such as teachers’ degrees, ages of teaching, training courses, English 

level, and others. For data collection, the journal was used. It is a personal record 

to log events and experiences, this method can be used to contrast someone else 

experience. Kabir (2016) points out that “journals and diaries are used as research 

instruments to collect detailed information about behavior, events and other 

aspects of individuals’ daily lives” (p.259).  

 

 

3.5 Procedure  

 

The researcher designed five trained course sessions (See annex 4) of tutoring 

virtual class, each tutoring class lasted 15 minutes for each participant and was 

conducted twice a week. The five sessions followed a lesson plan designed by the 
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researcher, the trained course content was approved by the English teacher 

coordinator of the school. The English coordinator verified and approved the 

content that the researcher applied in the study (see annex 2). The researcher 

applied the lesson plan to all participants, teachers tested the apps for 5 weeks due 

to the teacher´s time availability. The candidates took the same lesson but at a 

different time, they experienced virtual reality one by one at their own pace to 

know how this device works.  

 

It was necessary to take turns conducting the study due to the lack of equipment. 

The researcher had to use apps that contain language learning center 

methodologies such as Total Physical Response, The Grammar-Translation 

Method, collaborative learning, The Audio-Lingual Method, and The 

Communicative Approach that support and promote language learning. Those 

apps were selected due to their usefulness and affordance. Some apps had 

embedded conversations and others were more free-style conversations focused 

on the communicative approach allowing interaction with other users. The 

participants tested the following apps; Job simulator, Language lab, Mondly, 

YouTube VR, gravity sketch, and VR chat.  After each session, teachers had to 

make a reflective journal (see annex 5), they had to write their experiences related 

to the virtual reality and apps they used in the training course.  

 

 

3.6 Ethics and Limitations 

 

Approval was sought and obtained, and participants could withdraw at any time 

during the research. Anonymity has been protected for the participants, codes were 

used to address the candidates. Participants’ limitations include due to the small 

number of English teachers in the school. At the end of each week, participants 

present their journals. The researcher collected and stored them to analyze later. 

Most of the participants present their reflective journals. During the research, some 

drawbacks appeared such as teachers’ journal delays, extra meetings, school 

documentation due day, and other problems that caused some teachers not to 

present the last two journals. But at least collaborated with the majority of journals.  
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3.7 Data Analysis  

 

 

To analyze data from journals, it was suitable to implement thematic analysis due 

to it analyses qualitative data. This method usually searches written interviews, 

texts, journals, transcriptions, and other types of written material. The investigator 

analyzed the data and his purpose is to identify recurring themes - ideas, concepts, 

and meaning patterns (Caulfield, 2017). The data analysis process continued in 

several steps. First, getting familiar with the text, reading, and coding, creating new 

themes, reviewing themes, characterizing and naming themes, and writing.  

 

Thematic analysis was used to research people’s insights, viewpoints, opinions, and 

experiences taken from qualitative data. For instance, logs, journals, diaries, 

transcriptions, etc. In this method, the researcher gives questions to collect data 

from the participants and analyzed it. 17 journals were read by the researcher and 

took relevant extracts, and they were classified according to the specific research 

objectives.  Using thematic analysis researcher has flexibility to interpret data and 

large data sets into broader themes much easier when interpreting the data, and you 

can sort large data sets into broader themes much more easily. A similar study 

conducted in 2017 supports thematic analysis methodology, in this research 

participants describe the use of VR in the educational field (Kavanagh et al ,2017). 

In the thematic analysis, the deductive approach was determined to use because the 

researcher come up with preconceived themes expected to find the study due to the 

different studies done in virtual reality. 

Data was categorized and analyzed into the light of the specific objectives:  

 

Table 1.  Clarification of categories according to the specific objectives.  

Specific objective Categories 

• To describe the 

teachers’ perception of 

the virtual reality apps  

 

Interactive teaching 

Immersive environment 

Engaging tool 

Visual learning 
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• To describe the 

teachers’ perception of 

virtual reality in 

English language 

learning.  

 

Vocabulary Learning 

Pronunciation practice. 

Speaking development 

Listening practice 

Source: Adapted from teachers’ perception of virtual reality by Francis 

Pacheco, (2023). 
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4. CHAPTER III. RESULTS AND DISCUSSION 

 

4.1 Results  

The first specific research objective is: To describe the teachers’ perception of 

virtual reality in English language learning. The categories related to this 

objective are:  Interactive teaching, Immersive environment, Engaging tool, and 

Visual learning. 

 

 

Interactive teaching 

 

Lu (2022) explains that interactive teaching “is guided by modern teaching thoughts 

and theories, and fully embodies a new teaching mode with teachers as the leading 

and students as the main body (p. 81). Participants mentioned: 

 

It could be so useful in the teaching-learning process in order to encourage our 

students to learn English in an interactive way, applying educational and 

technological methods with things that they like or have an interest in (IM) 

 

Students can learn in a more interactive and fun way, and students will be more 

interested in their lessons because in a classic way, everything is mechanical and 

nothing interactive (PC) 

 

Virtual reality offers learners access to simulated, interactive, and immersive 

virtual environments to perform authentic learning activities, helping them activate 

prior knowledge (YM) 
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VR Chat is an online virtual world platform that allows users to interact with other 

3D characters, or avatars that represent their likeness (IM) 

 

I believe the use of virtual reality makes it possible for students to explore a lot of 

things through three-dimensional resources through the use and manipulation of 

the object (MY) 

 

I had to move one world to another and I ran into with 2 teenagers who were so 

friendly and polite even they helped with some parts in the virtual world (IM) 

this app allows students to interact with their lessons with vocabulary and 

experience it in different ways (YM) 

 

The teachers mentioned that using virtual reality can encourage students to learn 

English in a more interactive way since it connects to things they like. VR provides 

students with a more realistic and interactive experience, using technology students 

have access to vivid environments. Students will be interested in learning the 

lessons through the use of simulated worlds and authentic learning activities. VR 

allows teachers to make school subjects more entertaining to present English 

content interactively and dynamically.  

 

 

According to Giorgdze (2017), teachers and students who use interactive teaching 

tents memorize for extended periods because it involves hands-on activities. 

Learning content becomes much more appealing since it new teaching methods to 

display authentic material. According to Person (2023), several educators also 

incorporate authentic English resources in their teachings to familiarize learners 

with the language they may use in their everyday life. Applying this material to 

English language instruction can enhance the learning experience, making it 

creative and inspiring for students. Interactive teaching activities engage learners in 

collaborative learning to construct their understanding of their experiences and 

shared work (Grabinger and Dunlap, 1995). The involvement of physical activities 
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helps students to have a better performance, it highlights the importance of body 

experience in learning (Kontra et al. 2015). 

 

 

Immersive environment 

 

Immersion is the sensation that a user experiences in virtual reality, where users 

can interact with images, sounds, videos, and objects in the environment. (Pinho, 

2004). Participants mentioned: 

 

In the social game, players can explore many virtual worlds built by others also 

using the platform (IM) 

 

(MONDLY) According to my experience, the usage of this app is really interesting 

and enjoyable due to learners can feel immersive in the acquisition of a foreign 

language and feel emotions to catch their attention (KT) 

 

I believe the use of virtual reality makes it possible for students to explore a lot of 

things through three-dimensional resources through the use and manipulation of 

objects (YM) 

 

Virtual reality technology is characteristics of immersion, interaction, and 

involvement. It breaks through the limitations of traditional media, provides 

learners with a realistic simulated learning environment, and effectively supports 

their learning (YM) 

 

I believe the use of virtual reality makes it possible for students to explore a lot of 

things through three-dimensional resources through the use and manipulation of 

the object (YM) 

 

It (VR) transports you to an unreal place and I think it is very important and 

interesting for current youth (PC) 
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Gravity Sketch is a 3D design that let people or artists easily express their ideas 

and solve complex design challenges by working directly in 3D at any scale (IM) 

students learn by doing an action due to they can work in an active way applying 

their acquired knowledge (KT) 

 

Some teachers have concluded that VR offers a unique learning experience, as 

learners can interact with 3D objects and avatars used by other users. This 

technological tool allows students to explore new virtual worlds without having to 

move to another place. Additionally, it provides a more realistic simulated learning 

environment. Mondly allows users to feel immersed in the English learning 

environment and have short speaking conversations. VR makes learners feel more 

involved in the learning process because they can manipulate virtual objects, hands-

on activities are more memorable activities than theoretical classes.  

 

Interaction refers to manipulating virtual elements, navigating in the virtual world, 

and having social interaction (Doerner et al., 2022). To learn a language, individuals 

must interact with other speakers and be surrounded by environmental inputs 

(Krashen, 1987). Thoms (2012) also concluded that human interaction and external 

factors are necessary for language learning. A rich and stimulating environment that 

promotes social interaction provides opportunities to develop language. (Zheng et 

al., 2012). Students can interact with other users and objects in the virtual world 

which makes it more engaging to work collaboratively (Carvalho, 2019).  

According to Dalgarno & Lee’s 2010, 3D working environments offer advantages 

in special knowledge, learning experience, participation, learning different 

contexts, and collaborative learning.  Visual aids support students to process faster 

information to develop cognitive and thinking skills (Silverman, 2002).  

 

 

 

 

Engaging learning tool  
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Fredricks, Blumenfeld, & Paris (2004) explained that there are three types of 

engagement: behavioral engagement, emotional engagement, and cognitive 

engagement. These types of engagement aim to keep students engaged in a task. 

Engaging apps aim to motivate learners by offering rewards and incentives (Ryan 

& Deci, 2000). Participants mentioned: 

 

Of course, because it catches a lot of people’s attention, besides, contributes to 

acquiring more and more knowledge in an effective way. (IM) 

 

First of all, using virtual reality is a wonderful experience as it allows the student 

to be actively involved in the learning process of the target language, it reduces 

anxiety, it is interactive, and it improves communication skills which are very 

positive (KT) 

 

With this type of interactive activity, students can learn in a more interactive and 

fun way, and students will be more interested in their lessons because in the classic 

way, everything is mechanical and nothing interactive (LA) 

 

First, the experience with virtual reality was really interesting because it is very 

dynamic, educational, and entertaining, and is a new way of teaching and learning 

in traditional education (LA) 

 

virtual reality allows to capture the interest of students in a new way in all kinds of 

subjects, but they also turn the hours in the classroom into a more fun experience 

and encourage learning (YM) 

 

Virtual reality (VR) is a new technological tool that offers more interesting and 

engaging language activities. These activities capture students' attention and 

encourage them to actively participate in class and acquire new knowledge. VR is 

useful for language learning and teaching because it includes interactive language 

activities that enhance communication. The activities and apps are based on the 

student's interests, which makes them entertaining and helps to reduce anxiety.  

VR presents amazing scenarios and suitable material that makes learners actively 

participate in class demonstrating that learners are hooked on the lesson (Wright & 
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Huston, 1983). Game concepts are present in this technological tool, it aims to 

engage users to collaborate, motivate, share, and interact (Kapp, 2012).  Extrinsic 

factors exist in virtual reality, such as rewarding, completing a duty, discovering 

new objects, and etc can achieve good results in students learning Pintrich and 

Schunk, 1996). To be able to communicate, inquire more about language, try to 

figure out new worlds or meet new friends involves intrinsic motivation (Wen, 

2018).  

 

 

Visual learning 

 

Hatami (2013) claimed that visual learning is a teaching and learning method that 

uses illustrations and videos to show vocabulary, grammar concepts, and cultural 

information to improve language learning. Participants mentioned: 

 

I loved using this app because It was the first time that I used something like this, 

Only I have seen videos o pictures on the internet or books about other countries, 

but it showed me a country and even let me know about it while I was listening 

and learning (IM) 

 

Regarding visual aids, I think they help significantly to understand a certain 

activity because students have clues and can better identify the vocabulary (KT) 

 

It is advisable to work using visual elements in all tasks through images, videos, 

charts, graphs, and maps to obtain a favorable result in the learning of youth and 

especially in childhood, data visualization tools provide an accessible way to see 

and understand (PC) 

 

Instead of just reading about a subject, students are able to see the things about 

the words they are learning, helping students have a better understanding(YM). 

 

Some teachers believe that teaching students with illustrations learning can be 

greatly enhanced. Pictures, graphs, charts, and videos can help students to obtain 
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better results in identifying or understanding vocabulary. Virtual reality provides 

an excellent visual environment where students are surrounded by images or videos, 

data visualization boosts students understanding with meanings they can recognize 

or match.  

 

Virtual reality can help people learn and remember new words by immersing them 

in real-world situations where those words are used. The use of pictures can provide 

strong stimulation and help people understand the words in different contexts 

(Lawrence and Ahmed, 2020). According to Nitu et al. (2017) figured out that 

visual aids assist in students’ learning process allowing them to acquire new 

concepts, grammar, and words. These learners process or learn faster rather than 

auditory learners (Silverman, 2002). Visual instruction promotes the utilization of 

audiovisual materials to render abstract concepts more tangible for the learners, it 

is the responsibility of the educator to transform learning into a vivid encounter, not 

merely something to memorize, but an integral part of life's experiences (Ode and 

Omokaro, 2007). 

 

 

The second specific research objective is: to describe the teachers’ perception of 

virtual reality in English language learning. The categories related to this objective 

are: Vocabulary Learning, Pronunciation practice, Speaking development, and 

Listening practice. 

 

Vocabulary Learning  

 

According to Pateşan, Balagiu, & Zechia (2019), vocabulary includes single units 

or word phrases which have certain meanings, vocabulary is all the words that a 

language contains. Participants mentioned: 

 

through this tool, learners could acquire a series of new words and as a 

consequence, they can increase their vocabulary in an easy and dynamic way (KT) 

 

First, the language lab gives the students a better opportunity to learn a lot of 



58 

 

vocabulary easier than the traditional method (YM)  

 

working with students in such a way that you can learn countless vocabularies that, 

according to the topic presented (PC) 

 

Students have the opportunity to learn all kinds of topics and designs, as well as get 

new vocabulary words (LA) 

 

All teachers who test virtual reality mentioned that learning vocabulary becomes 

more accessible and dynamic. Students can learn new subjects and topics using this 

technological tool. Thousands of new words can be learned in this virtual world. It 

is a no common way to learn vocabulary. One teacher believes that by showing 

vocabulary with pictures, students are involved with the lesson and better 

understand words. 

 

Some studies suggest learning vocabulary through media, students do much better 

tasks in a second language (Arndt & Woore, 2018). Peters and Webb 2018 found 

that students had fun and were more engaged and motivated to learn vocabulary 

using videos or pictures. In a recent study, Legault et al. (2019) found that learners 

who were immersed in virtual reality environment had an increased vocabulary 

repertoire. Any supporting material as pictures is used to reinforce and clearly 

understand the meaning of words through modeling and training (Vygotsky,1978). 

Jeong et al. (2010) found that by using VR students can memorize words for longer 

periods of time because several brain parts are involved in the retrieval process. 

 

Pronunciation practice 

 

According to Kasimov (2022), pronunciation is the manner in which words must 

be spoken, words correctly pronounced convey understandable ideas and provide 

self-confidence in English. Participants mentioned: 

 

Through (VR) it we can motivate our students to use this second language 
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increasing in them the fluency in it when they learn how to pronounce the words in 

English with the vocabulary provided for it and the interactions that they can have 

(IM) 

 

Finally, based on my experience I can say that phonology is complex for me since 

it involves accent, voice strength, and idiomatic expressions that usually appear in 

a normal context. For this reason, I consider it vitally important to learn everything 

related to phonology it is interactive, and it improves communication skills which 

are very positive (KT) 

 

Mondly is a good alternative to incorporate in the EFL class in order for to learners 

practice the active skills as speaking (KT) 

 

Students get instant feedback on your pronunciation in virtual reality and build the 

confidence to speak new languages in real life (KT) 

 

Some teacher believes that Virtual reality helps students how to pronounce words 

using the vocabulary provided. VR activities make learners practice accent, voice 

strength, and language expression. Mondly allows learners to practice their 

pronunciation giving feedback after each production. Piske, Mackay, and Flege 

(2001) found that learners' pronunciation improves with longer exposure to the 

target language. If teachers and students start using VR their pronunciation can be 

improved. Kröger et al. (2010) reported that virtual reality programs are effective 

in language acquisition, making them an excellent tool for pronunciation guidance. 

This learning tool and the app can improve students' pronunciation. Acquiring 

pronunciation skills involves imitating; as a result, the teacher should exemplify 

proper pronunciation (Sachdeva 2011). 
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Speaking development 

 

According to Chaney and Burk (1998), speaking is the process of conveying and 

creating ideas in a verbal way. Brown (1994), defined speaking as the process of 

making, getting, and processing sounds to give a meaning.  Participants 

mentioned: 

 

One of the benefits of this app is related to the improvement of your speaking skills 

through a series of conversations (KT) 

 

I consider that is an innovative way to teach because students use virtual world to 

practice conversations in realistic scenarios (KT) 

 

In my opinion, was a new experience the usage of VR Chat and I am interested in 

learning more about this important app due to the active participation in the 

speaking productions (YM) 

 

Third, the use of the app Mondly is an interesting simulator to learning better in 

order talents are be able to acquire speaking skills to act in different situations like 

in transport, taxi, train, restaurants, hotels and so on (YM) 

 

Some teachers mentioned that virtual reality allows learners to practice their 

speaking skills. Virtual reality offers apps with interactive speaking activities so 

students can practice speaking in different contexts. VR chat provides learning 

opportunities where learners can improve and develop their speaking ability 

through conversations. Moreover, VR allows conversation in different scenarios. 

Another teacher believes the same; the Mondly app is a simulation to acquire 

speaking skills to act in different situations.  

 

Speaking is one of the most difficult skills that appears after extensive exposure to 

the language, students have to be surrounded by the target language to acquire some 
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words and produce a speech (Anuradha, Raman & Hemamalini, 2014). Moreover, 

Krashen (1985) believes that learners need comprehensible input and vocabulary 

that is appropriate for their level. They can then produce speaking once they have 

imitated and observed teachers' language models (Asher, 2003). Using virtual 

reality (VR) had a notable impact on students' speaking performance (Sally Wu, Y, 

& Alan Hung, S. 2022) 

 

Listening practice 

  

According to Brown (1987), listening skills can be described as "the capacity to 

use auditory or spoken information to create understanding. Participants 

mentioned: 

 

A positive experience could be that I had the opportunity to appreciate in other 

ways how can be applied listening activities with my students (IM) 

 

Secondly, I consider that this type of listening activity is appropriate for students of 

all levels according to the Common European Framework because they are able to 

master the context according to the learning corresponding to each level acquired 

(KT) 

 

you could work with this tool when we introduce vocabulary so that the student will 

practice listening skills (PC) 

 

One of the benefits of this app (VR chat) is related to the improvement of your 

listening through a series of conversations (KT) 

 

A positive experience could be that I had the opportunity to appreciate in other 

ways how can be applied listening activities with my students in order to improve 

on them this skill (IM) 

 

According to teachers, Virtual Reality provides fresh opportunities for listening 
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activities and can be implemented across all proficiency levels rather than using 

traditional listening exercises to introduce new vocabulary. VR can be an effective 

and engaging tool, it allows students to practice their listening skills and 

subsequently improve their speaking abilities. Listening is a difficult skill to 

develop, students need to be in an appropriate language environment to develop this 

skill.  

 

 

Krashen (1982) argued that learners must be exposed to language that is slightly 

beyond their current level of comprehension in order to acquire new linguistic 

skills. Teaching multiword expressions in listening activities improves learners' 

listening comprehension (Mohseni et al., 2014). A study by Tai and Chen (2021) 

found that learners who used virtual reality (VR) had significantly improved 

listening comprehension and word recall. Learners who used VR were able to better 

understand the meaning of spoken language and were better able to remember the 

words they heard.  The ability to understand spoken language is more present than 

producing words (W.R Miller, 1963 as cited in Brown, 2007).  
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5. Conclusion  

 

According to the teachers’ opinions, VR is an amazing learning tool to present 

English content in a more entertaining way, making it interactively and 

dynamically. Using audio visual representations support learning and can be used 

to reinforce the lessons content. Learners can interact and manipulate objects in 

virtual environments making language learning more memorable and engaging 

since immersive environments provide plenty of authentic material for teaching and 

learning. Interactive teaching activities can assist teachers and learners with more 

realistic activities and vivid simulations that make learning content more appealing 

for learners.  

 

 

Teacher’s think that virtual reality can help students improve their language skills 

because it has activities to develop speaking, listening, and reading skills. It has 

interesting and exciting tasks that involve gamification, so students don't feel 

stressed. VR promotes curiosity and a sense of adventure, and can reduce learners’ 

anxiety which has a negative effect on student's performance. This technological 

tool assists students in their learning process, it teaches how words must be 

pronounced to build confidence. Virtual reality allows learners to work 

collaboratively giving them the opportunity to enhance their language production 

to deal with real-life situations.  

6. Recommendations  

 

Trying to implement virtual reality in schools to enhance student’s language 

proficiency, make government agreements to invest in education and create a 

language laboratory to use this kind of tool. Language learners need to immerse in 

the target language, it offers a safe environment where the learner can foster their 

language abilities with many thousands of authentic material at their hand.  
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Making workshops to present new technological tools such as virtual reality to use 

in EFL classes.  Teachers demonstrate that Virtual reality can improve language 

learning and teaching process providing hands-on experiences using new words. 

Old teaching methods makes impossible learners can acquire language, in the 

most cases students get bored and start hating language. For that reason, teachers 

should implement new technological tools to draw learners’ attention and provide 

more opportunities to develop language.  
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8.4 Appendix 4 

Virtual Reality Training Course Outline 

Virtual Reality Training Course Outline 

Virtual reality is the most fascinating experience in technology, it makes us 

feel people being in other places without moving from one place to 

another. This tech is changing the way people work, train, and study. 

There are several apps and programs that could make up your mind and 

change the way people are doing things today. This course will be useful 

to learn the basics of VR and its application in education. 

Your first step is to describe your course. This includes the: 

 

• Title Virtual Reality  

Ready, Set, Engage! A Teacher-Training Program on Virtual Reality  

• Training hours and schedule 

 1 hour per day, Monday-Tuesday- Wednesday and Thursday for 4 weeks 

(16 total course hours)  

• Course description  

In this course teachers will know the basics of virtual reality, what is 

it and how they need to access. They will understand the difference 

between virtual world and virtual reality. Furthermore, Teachers will 

try some apps to teach and develop language utterances in 

students.  

 

1. Describe your course. 

 

• Title: My first steps in VR 

 

Training Hours and Schedule: 1 hour per day once a week for 4 
weeks (16 total hours).  

, on 6th, 13th, 20th and 27th March. 

 

Course Description: In This 1-hour course introduces what its VR and 

the requirements to access. The workshop will provide a sample training 

MODULE 1 Virtual Reality Training Course Outline 

STEP 1 The basics  
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to get used to the virtual reality and the command it presents. Participants 

will use the headset to know the controls and the interface. 

 

 

 

 
 Course Goal Statement(s): 
This course goal is for participants to be able to summarize if virtual reality 

provides meaningful and engaging activities for language learning.  

  
Course Objectives: 
At the end of this course, participants will be able to 

 
Describe the activities in virtual reality.  

Decide which app are useful for students for language learning.  

Apply virtual reality classes to assess students understanding.    

 
 
 

 

3. Description  

This 60-minute users will learn about JOB SIMULATOR. 

This training app provides a real work simulation, users will have to 

manage several tasks in order to accomplish the work. Exist the different 

scenarios where users’ skill will be needed.  

Office worker 

in this simulation user have to do some task such as make copies, seal 

documents, sent email, hire and fire employees and other things of the 

work. Users have to be able to understand the direction and read them to 

complete the work.  

Gourmet chef 

In this scenario user has to become a chef in order to prepare all the 

dishes that people ask for, the environment in a small cooking will all 

utensils. This is an excellent way to learn vocabulary for cooking.  

Store clerk  

STEP 2 Set 

STEP 3 Learning APPS 
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In this store atmosphere user has sell products, participants will learn to 

charge money and know the basic thing in a store.  

Auto mechanic  

In the last scenario user has to become a mechanic, deal with anger driver 

in order to fix and repair cars. Participants will learn basic vocabulary 

related to this field.  

Teaching & Learning Processes  

Demonstrations and hands-on authentic activities in a virtual reality headset. 

 

 

Description  

This 60-minute users will learn about BARISTA EXPRESS AND GRAVITY 

SKETCH. 

 

Hubs by Mozilla 

In this browser app allows teacher create their own rooms, sections and 

activities. Here teachers have the opportunity to add material they consider, at 

the same time students will immerse and learn.   

Teaching & Learning Processes  

Demonstrations and hands-on authentic activities in a virtual reality headset 

SKETCH  

This amazing app will give the opportunity make designs; users will have the 

opportunity to develop the creativity. This app is excellent for making warm ups, 

using this app will develop listening, follow direction.   

Teaching & Learning Processes  

Demonstrations and hands-on authentic activities in a computer lab 

 

 

Description 

This 60-minute users will learn about MONDLY  

This virtual reality app allows users to interact with a virtual system, the IA of the 

app will answer and ask question according to the situation. Participants have to 

use the prior knowledge so that the conversation flows. There are several 

situations where the user that provide and choose the correct answers.  

Teaching & Learning Processes  

Demonstrations and speaking authentic activities in a virtual reality headset 

VR chat  

STEP 3.1  

STEP 3.2 
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In this 3D virtual world, user will be able to explore and meet new people. This 

apps will learn the basic, how to customize your avatar, how to surf in this reality. 

This app allows to practice language with other users, there are thousand of 

world to join and find new people every day.  

 

Week  1 
(REQUIRED) 

Topic: What is VR and youtube VR 

Objectives: 
By the end of the 1-hour 
training workshop, participants 
will be able to:  
 

• Recognize what is VR 
and how to access to 
this technology. 
 

• Describe the purpose 
of VR use in Language 
Learning and 
Teaching.  
 

• Differentiate between 
Virtual reality and 
virtual words and know 
the equipment to run 
this technology.  
   

 

Activities: 
 
 
 
 

• Facilitator explains 
about virtual reality.  

• Participants review 
advantages of virtual 
reality  

• Participants identify 
the purpose of use 
virtual reality in class. 

• Participants 
experiment what is 
virtual reality.   

• Participants test the 
apps by themselves 

Assessment: 
 
 
 
 

• In pairs, 
participants’ 
identify the pros’ 
and cons of VR. 

 
 
 

• In pairs, how 
they would 
include these 
apps into their 
classes.  

• Write a log about 
their 
experiences. 

 

Week 2 
(REQUIRED) 

Topic: Job simulator immersion   

Objectives: 
By the end of the 1-hour 
training workshop, participants 
will be able to:  
 

• Identify the different 
content of this app 
contains.   
 

• Observe and examine 
the vocabulary and 
useful expression 
students will acquire.  
 

• Practice using the 
headset in the app.   
 

Activities: 
 

• Participants analyze 
lesson that contains 
the app. 

• Participants observe a 
class with VR 
(developed by the 
trainer).  

• Participants report 
what activities are 
useful for language 
learning.   

• Participants analyze 
activities of different 
stages. 

• Participants practice 
using the app and the 
headset to feel the 
experience.  

Assessment: 
 
 

• In pairs 
participants 
describe orally 
which contents 
are useful for 
students.  
 

• Participants 
writes a journal 
about their 
insights of this 
app.   

 

• Individually, 
participants 
interact with the 
app to 
accomplish 
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some stages of 
it.  

 
 

Week 3 
(OPTIONAL) 

Topic: Grabity sketch  

Objectives: 
By the end of the 1-hour 
training workshop, participants 
will be able to:  
 

• To identify the apps’ 
interface and the 
controls.  

• To describe how these 
apps are useful for 
language teaching and 
learning.      

• To implement these 
activities in their lesson 
plans.  

• To identify the 
principles of designing 
a simple class for 
students.  
 
 

Activities: 
 
 

• Participants sees the 
interface and its 
options.  

• Participants observe a 
new class using these 
apps.  

• Participants compare 
which activities they 
could use in classes 
for language teaching.  

• Participants reflect on 
the teaching process 
with VR.  

• Participants practice 
how to use these 
apps. 
 

Assessment: 
 
 
 

• In pairs, 
participants write 
a reflective 
journal.   
 

• Participants 
describe weak 
and strong of 
these apps 

 
 

Week 4 
(OPTIONAL) 

Topic: Mondly and VR chat.  

Objectives: 
By the end of the 4-hour 
training workshop, participants 
will be able to:  
 

• To explain how to use 
Mondly and VR chat 
effectively in English 
Teaching. 

• To identify the benefits 
of these apps in 
learning English. 

• To respond and ask 
questions.  

• To understand basic 
conversation orally and 
written way.  

Activities: 
 

• In pairs, participants 
observe a demo 
practice of both apps   

• Participants talk in 
pairs about their 
teaching experience 
with VR. 

• Participants discuss 
on tips to use VR 
apps.  

• Participants participate 
and test to apps.  

Participants write their 
reflective journal. 

Assessment: 
 
 

• Participants 
write a list of tips 
to use VR in 
English 
teaching. 
  

• Individually, 
participants write 
a reflective 
journal about the 
benefits of 
Mondly and VR 
chat in learning 
English. 
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Week 5 Topic: Lost recipes 

Objectives: 
 

• To identify the 
advantages and 
vocabulary presented 
in the app for 
language teaching-
learning. 

• To explain how to 
know the recipes of 
ancient civilizations.  

• To identify the names 
of the ingredients  

• To understand 
commands to cook 
and prepare 

Activities: 
 

• Participants observe a 
demo practice of the 
apps   

• Teachers check the 
vocabulary and 
experience with VR. 

• Participants discuss 
on the activities of the 
app and how they 
could incorporate in 
classes.  

• Participants participate 
and test to apps.  

Participants write their 
reflective journal. 

Assessment: 
 
 

• Participants 
write a list of 
words they get 
during the 
session. 

• Provide an 
activity related to 
the previous    

 

• Individually, 
participants write 
a reflective 
journal about the 
benefits of lost 
recipes in 
learning English. 

 

 

Answer the reflection questions: 

Ask participants to present their journals regarding each session, it is necessary 

to know if virtual reality has a good impact in language learning.  

  

STEP 5 collect journals  
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8.5 Appendix 6 

Teachers’ journals  

 

 

 

 

Data analysis/Results 

Session 1:  Introduction to VR and job simulator 

 

Participant Extract of open ended surveys 

ICM Technology has been revolutionizing and improving the world 

through the years. For that, I consider this experience like 

something really interesting because it is a new tool that let me 

appreciate this second language in a modern way. 

On the one hand, it could be so useful in the teaching-learning 

process in order to encourage our students to learn English in an 

interactive way, applying educational and technological methods 

with things that they like or have an interest in. Therefore, we can 

have a better result in the learning process. 

On the other hand, it is necessary to explain to students how to 

work with this new technology due to there are students who 

could have trouble if they didn’t know to use it in a proper way. 

For instance, in the beginning, it was a bit hard because I didn’t 

know how to control it until my partner explained it to me. 

Additionally, if we applied this technology, students could feel the 

necessity to inquire more in the target language, and 

consequently, they could interact with others using the 

vocabulary that they heard and practice with this virtual tool. 

however, one disadvantage could be that we don’t have the 

necessary resources to get it. 

In conclusion, this implementation could be so beneficial for 

everyone because it will help students to acquire knowledge 

without feeling stressed. I would like to apply this tool with them 

in the same way that I did because I really enjoyed so much 

working with it.  

 

KGT 

 

 

 

 

 

 

Nowadays, virtual reality has a great impact in different factors 

especially in the education field So, I consider that virtual reality 

is a good option in the process of teaching-learning of another 

language as English for its multiple benefits. 
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First of all, I can mention that my experience using virtual reality 

has been really great because I enjoyed it a lot when I proved it 

with my partners in the lab. 

Second, I strongly agree with the statement that states students 

learn by doing an action due to they can work in an active way 

applying their acquired knowledges. 

Regarding to use I think is not difficult, only is important paid 

attention and follow all the instructions to work without problems. 

Also, through this tool learner could acquire a series of new 

words and as a consequence they can increase their vocabulary 

in an easily and dynamic way. Therefore, anxiety is reduced to 

facilitate the understanding of learners.  

Additionally, EFL teachers could implement this app to language 

teaching in order to promote learners critical thinking, increase 

their self-reflection and creativity, the active participation of 

learners will let learners with autonomy. 

Finally, as a teacher, I consider it feasible to apply this tool at 

school to learners learn the English language through a different 

and innovative method. 

In summary, would like to apply new teaching techniques using 

technology due to learners are digital native, and is really easy 

for them the usage, in my case I liked a lot the simulator app and 

I recommend it. 

 

 

PC 

 

 

 

For me, it was a very new tool, since it is the first time I used it. 

Also, it was something scary because it transports you to an 

unreal place and I think it is very important and interesting for 

current youth, teacher should include these tools to provide 

quality teaching and get excellent students who are very 

prepared for future times. practice is the most important in 

students when working with new tools it will take time until the 

students adapt to use, but I am sure they will learn in a better 

way. 

 I consider that it is something new, as a beginner it is a little 

difficult and at the same time, everything will depend on the 

practice that is performed. It seems that it is a very useful tool, I 

am sure that students can learn vocabulary very easily this job 

simulator feels interesting, I liked it and you could work with this 

tool when we introduce vocabulary so that the student will 

practice listening skills. As educators that we are, we can put this 

tool into practice in the school, children up to high school, 

everything will depend on the topics and the strategy that is 

applied to work. Technological tools are very important in all 

aspects, so our generation will be prepared for the future. Within 
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the daily activities of people, the most important thing is practice, 

that matters most for learning; that is for technological tools will 

be the world of the new generation making use of the skill in 

teaching and learning. 

It is a little difficult for the student to develop the activities when 

using new tools, but if the teacher guides them with patience they 

will learn easily, then they will give excellent results in their 

knowledge, in such a way that is preparing for real life. I consider 

that if we use this tool frequently, the students will have a wide 

knowledge of vocabulary, both writing and pronunciation; 

knowledge will be very high, as teachers I have the ambition that 

in the future all establishments have classrooms and laboratories 

with all the facilities for our students very advanced technologies 

and like this tool. I would love to work with this simulator and 

others apps. 

I know that they are very useful and important for the education 

of children today. I would like to acquire a technological tool like 

this one and use the app according to the grade or course, that is 

my responsibility to make them work in pairs with a lot of 

vocabulary and dialogues between two or three people so that 

they have good pronunciation in the English area. I imagine 

working with this tool and lower grade students is the most 

beautiful thing is students learn using this tool and work with the 

app so that in higher grades they do not have problems with its 

use and knowledge of learning English language. 

 

YLM   

First, in my opinion, this was an awesome experience because I 

have never seen it in my life. 

Second, I think virtual reality is a new learning method to 

motivate people or students to improve their knowledge; I believe 

the use of virtual reality makes it possible for students to explore 

a lot of things through three-dimensional resources through the 

use and manipulation of objects. 

Also, Not only does virtual reality allow to capture the interest of 

students in a new way in all kinds of subjects, but they also turn 

the hours in the classroom into a more fun experience and 

encourage learning. Besides, students can acquire a lot of words 

as a vocabulary. 

Third, the use of virtual reality as a teaching and learning tool is 

very important because it is an alternative to ensuring the 

educational process's quality, especially given the current 

physical distancing situation due to the pandemic. 
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In conclusion, the potential of virtual reality as an educational tool 

is evident. However, it can be used appropriately because it is a 

little difficult to use and its use must be carefully evaluated. I think 

students will like it very much like me, so I would like to use it in 

my class soon. 

LA First, the experience with virtual reality was really interesting 

because it is very dynamic, educational, and entertaining, and is 

a new way of teaching and learning in traditional education. Such 

resources can undoubtedly be used in the educational field, and 

even more so in learning a new language since this is done 

interactively in accordance with new educational paradigms. 

I think that the students would learn with these kinds of resources 

so that they would not get bored and would be more interested in 

learning the language, I can speak about using this device in my 

personal experience if there was a bit of difficulty, but that's only 

until I get rhythm control and rules. Students have the opportunity 

to learn all kinds of topics and designs, as well as get new 

vocabulary words, of course, because this tool has everything to 

be able to do this competence. 

I believe that due to my experience in using this device, I would 

personally like to work with this application because it will be able 

to achieve goals that cannot be achieved in the organization of 

classes for various reasons. I will be able to carry out this 

application in language teaching on the basis of vocabulary 

topics, primary structures, and content where the student must 

practice the subjects observed in a usual class. I can also 

deduce that the use of these tools in our school is possible, 

however taking into account components such as our 

surroundings, prices and admission to the same. 

 

ICM How was this virtual reality experience for you? 

Firstly, I have never used this kind of technology before and as a 

result, I felt strange in the beginning because I wanted to control 

my hands better and I couldn’t do it but later was funny. Only I 

had problems with one button which is necessary to handle this 

virtual reality. 

Secondly, Technological advances are essential in each activity 

of our life according to the era. For that, I consider this work as a 

new way to improve people’s life since through it we can motivate 

our students to use this second language increasing in them the 

fluency in it when they learn how to pronounce the words in 

English with the vocabulary provided for it and the interactions 

that they can have. 
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Lastly, I believe that students could inquire more about the target 

language and interact with others using the vocabulary or 

situations that are in the virtual application however, we don’t 

have the necessary resources to get it, and I think that you need 

to create more applications to have a variety of it. 

In conclusion, this second part of your work could be so useful for 

our students as long as it continues improving for benefit of the 

educational system. Working in other aspects not only in 

vocabulary because this experience was good but there are 

some things that we can work on more using it. For instance, I 

should add other situations and let to use us use our ownases to 

inte better 

YLM 2   Virtual Reality (Language lab, and Mondly) 

There are some important apps to use in the virtual reality in the 

class, two of them are Language lab and Mondly. 

First, the language lab gives the students a better opportunity to 

learn a lot of vocabulary easier than the traditional method. 

Second, this app allows students to interact with their lessons 

with vocabulary and experience it in different ways. Instead of 

just reading about a subject, students are able to see the things 

about the words they are learning, helping students in a better 

understand vocabulary. 

Third, the use of the app mondly is an interesting simulator to 

learning better in order talents are be able to acquire speaking 

skills to act in different situations like in transport, taxi, train, 

restaurants, hotels and so on. 

To conclude I have to say virtual reality technology is 

characteristics of immersion, interaction, and involvement. It 

breaks through the limitations of traditional media, provides 

learners with a realistic simulated learning environment, and 

effectively supports their learning. 

 

KGT Mondly Virtual Reality 

Mondly is a good alternative to incorporate in the EFL class in 

order to learners practice the active skills as speaking using their 

mother tongue and the target language with a series of activities 

to reinforce the level of English. 

According my experience, the usage of this app is really 

interesting and enjoyable due to learners can feel immersive in 

the acquisition of a foreign language and feel emotions to caught 

their attention. 

Also, I consider that is an innovative way to teach because 

students use virtual world to practice conversations in realistic 
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scenarios, they get instant feedback on your pronunciation in 

virtual reality and build the confidence to speak new languages in 

real life. 

I think is fun and easy to use, only is important paid attention and 

follow all the instructions to work without problems with the aim to 

explore new worlds and learn new languages. So, just put your 

headset on and enjoy the experience. 

Additionally, EFL teachers could implement this app to language 

teaching in order to practice oral productions, give instructions or 

commands, teach vocabulary, increase the self-reflection and 

creativity of learner’s, among other. 

Finally, as a teacher I consider feasible to apply this tool at 

school to learners learn English language through a different and 

innovative method. 

In conclusion, I really love this app as a method of teaching- 

learning and I would like to use with my students during class to 

motivate them due to all my students are connected with 

technology. 

 

LA   

In this development of activity, the experience gained is exclusive 

because it is more interactive since there are activities that test 

our relationship skills and help us to improve our own language 

skills. It is a wonderful tool for working with students of all levels 

of English language ability and finding just the level of complexity 

that should be present in developing these professions. 

 With this type of interactive activity, students can learn in a more 

interactive and fun way, and students will be more interested in 

their lessons because in the classic way, everything is 

mechanical and nothing interactive. Regarding the use of the 

device in this new activity, I was already more familiar with the 

controls and commands that facilitated the activity at the time of 

development. 

Of course, it is possible to work and learn vocabulary with this 

type of professions, since they are interactive and dynamic, 

which makes it possible to use the digital tool to motivate young 

people to learn a second language. The use of this type of tool in 

educational institutions is quite feasible, it depends on a good 

socialization and demonstration of what makes it interesting for 

others and easy to use and develop. 
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ICM A positive experience could be that I had the opportunity to 

appreciate in other ways how can be applied listening activities 

with my students in order to improve on them this skill which in 

some cases is so harsh. Since it was able to let me to be in 

places despite I wasn’t there. 

I suppose that students of the B1 Level will have more benefits 

based on their knowledge. Furthermore, they will demonstrate 

more interest than the rest of the students at a low level. 

Obviously, working so hard with these activities to have better 

results and catch the attention of our students day to day. 

I loved using this app because It was the first time that I used 

something like this, Only I have seen videos o pictures on the 

internet or books about other countries, but it showed me a 

country and even let me know about it while I was listening and 

learning. 

Of course, because it catches a lot of people’s attention, besides, 

contributes to acquiring more and more knowledge in an effective 

way. Improving the problems that we have with it. 

Well, in the beginning obviously I understood because we are 

teachers, but in some parts, it was confusing because it had 

words or phrases that I haven’t heard before. However, we have 

new things to learn with our partners or in apps like these every 

day which help us to graph this second language with interactive 

activities instead of practicing with traditional ones.  

 

KGT Virtual reality has had a great impact on the teaching and 

learning of the English language in order to motivate the interest 

of students to improve the skills required by the language in an 

active way. Therefore, I consider the use of technological tools 

within the classroom to be very successful. 

First of all, using virtual reality is a wonderful experience as it 

allows the student to be actively involved in the learning process 

of the target language, it reduces anxiety, it is interactive, and it 

improves communication skills which are very positive. On the 

other hand, I can mention that the high cost of the different 

devices and adaptations for the use of virtual reality is negative 

compared to other traditional resources used for speaking 

teaching. 

Secondly, I consider that this type of listening activity is 

appropriate for students of all levels according to the Common 

European Framework because they are able to master the 

context according to the learning corresponding to each level 

acquired. 
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 Regarding visual aids, I think they help significantly to 

understand a certain activity because students have clues and 

can better identify the vocabulary. 

Finally, based on my experience I can say that phonology is 

complex for me since it involves accent, voice strength as well as 

idiomatic expressions that usually appear in a normal context. 

For this reason, I consider it vitally important to learn everything 

related to phonology. 

In summary, virtual reality is a great support in the educational 

field and as a teacher I am aware that this entails constant 

preparation to provide quality education 

YLM Virtual reality via mobile displays has emerged as a valuable 

English language learning tool. 

I think virtual reality assists with the English as a second 

language listening is engaging and beneficial. Virtual reality 

offers learners access to simulated, interactive, and immersive 

virtual environments to perform authentic learning activities, 

helping them activate prior knowledge and make appropriate 

inferences at all levels of education. 

In my opinion, virtual presence in virtual reality brings learner 

involvement, prevented cognitive overload, reduced anxiety, and 

thus aided comprehension. 

In addition, teachers and students must use virtual reality 

whether it is complicated or not, if they can understand it or not. 

In spite, of different intonations or accents, I believe that virtual 

reality will be our study environment in the near future. 

To conclude virtual reality is a new learning method to motivate 

teachers and students to improve their knowledges; I believe 

virtual reality makes it possible for students to explore a lot of 

things through three dimensional resources. 

 

PC 1.- this application is seen to be important for all levels since you 

learn through visualization by living class experiences that are 

learning processes, you move to virtual reality and that makes 

the class very exciting and interesting for the youth of any level 

and children. But I can think that this application would be better 

for the upper middle basic levels, which would be taught with 

small comics that go according to the level or age of the student. 

since metacognitive learning can be developed through 

appropriate learning experiences. Every person has 

metacognitive views in some way, sometimes unconsciously. 

Depending on the methods used by teachers during instructions, 
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student metacognitive tendencies can be encouraged or 

discouraged. 

2.- tell the truth, I like the visibility of this activity that we can 

appreciate when working with students is such a way that you 

can learn countless vocabularies that, according to the topic 

presented, listening ability is one of the most important skills to 

learn. Be developed in classroom learning, since auditory skills 

are the abilities that a person has to capture, understand and 

discriminate sound stimuli. If we apply the auditory ability, it is 

certain that there will be a better identification and understanding 

of words and the production of language, selective attention, and 

high- order movement control. So auditory development in early 

childhood cannot be limited to anatomical and physiological 

elements. 

3.- Visualization is very important to better understand everything 

we do, it helps us to meditate, to harmonize our body and mind, 

when we reach that balance we make a huge leap in the quality 

of our lives. It is advisable to work using visual element in all 

tasks through images, videos, chart, graphs and maps to obtain a 

favorable result in the learning of youth and especially in 

childhood, data visualization tools provide an accessible way to 

see and understand trends, outliers, and patterns in the 

information presented. If we visualize, even if there is no reading, 

we form our own concept or story according to the images seen 

is such a way that we reach a very clear understanding and we 

can learn in a different way. 

4.- If we work with students inside the classroom using this app 

that catches our attention, there will surely be a 30 percent 

difficulty since they will put a lot of interest in the audio, 

vocabulary and accent presented. So learning will be more 

effective without a doubt. Listening is paying attention to that you 

hear, paying attention and understanding. Whoever listens 

exercises the sense of hearing. Attendant applies the intellect to 

understand that people hear. to know that we mean, we can say 

that “knowing how to listen” is that skill that enables us to 

understand others, not only in relation to the information they 

transmit to us, but also in knowing how to perceive feeling and 

perspectives of something we are listening to it can be other 

people and be actively interested in that we are learning by 

listening  

 

CIM Explain what is gravity sketch app? What did you do? What is 

used for? 

What positive and negative aspects did you find using this app? 
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Based on your previous work experience, what do you think are 

the most important features for gravity sketch app? 

Explain what was a VR chat app? What did you do? What is 

used for? 

What benefits and challenges have you experienced with using 

this program? 

Gravity Sketch is a 3D design that let people or artists easily 

express their ideas and solve complex design challenges working 

directly in 3D at any scale. I drew many pictures about a story 

that I read before using this useful tool.  

Well, from my point of view I consider that it is so useful tool and 

really easy to control. For that I don’t believe that it has negative 

aspects; however, it could have as other applications but I don’t 

know because it was my first time using this application. 

On the other hand, mentioning the positive ones, I would say I 

can do everything with my fingers which I enjoyed a lot because 

it doesn’t matter if you are sitting or standing. 

I believe that they could be furniture related to arts such: colors, a 

good background 

VR Chat is an online virtual world platform that allows users to 

interact with other 3D characters, or avatars, that represent their 

likeness. In the social game, players can explore many virtual 

worlds built by others also using the platform. 

Firstly, my partner explained everything that I needed to know 

about it in the same way with the other apps. Then I started to 

use it, at the beginning I felt so strange because I was a bit 

difficult to speak or interact with someone but after a couple of 

minutes I could. Obviously, I had to move one world to another 

and I ran into with 2 teenagers who were so friendly and polite 

even they helped with some parts in the virtual world because for 

both it was their first time like me. However, inside it I noticed that 

some people are in the own world and not interact with others. 

Being honest, the first benefits for me was when I could interact 

with those teenagers because I was able to listen to them that 

seemed me so interesting. In fact, it is so harsh to find native 

people in the real world, in my case I talk and interact with 

English teacher like me but we learnt it as a second language 

which is not the same. For that, I consider that it has many 

benefits for us in the moment we are interacting. Because when I 

was in it, I didn’t graph some things but later I could that I 

consider it was a challenge for me since I am not used to talking 

with native speakers all the time and they have so much fluency 

that I need to improve 
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KGT Currently, virtual reality has been included in the education field, 

especially for EFL teachers who use a series of apps in order to 

facilitate the comprehension of learners. Also, the use of 

technology lets the learners practice all the skills required in the 

target language in a dynamic and realistic way. 

Regarding the Gravity Sketch app, I can mention that is a good 

alternative in the teaching-learning process for learners to 

practice reading comprehension and then they reinforce by 

making some draws related to the topic that they have read 

before. However, among the negative aspects, the gravity sketch 

technology is not designed to protect the security of excluded 

data. excluded data is uploaded at your own risk and gravity 

sketch assumes no responsibility or liability for the protection, 

handling, processing, or transmission of any excluded data. 

Another app that is used for teaching languages is VR Chat 

offers an endless collection of social VR experiences in different 

contexts. In my opinion, was a new experience the usage of VR 

Chat and I am interested in learning more about this important 

app due to the active participation in the speaking productions. 

One of the benefits of this app is related to the improvement of 

your listening and speaking skills through a series of 

conversations. The challenge to me is understanding the 

phonology that appears in the conversations because it is difficult 

for to me understand all that they said. So, I need to improve my 

knowledge of phonology to interact in a better way. 

To sum it up, I recommend the usage of virtual reality it in order 

to provide to the student’s meaningful learning in the future to 

interact in different contexts without problems in an easy and 

dynamic way.  
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8.6 Appendix 6 

 

 
 


