Virtual Reality in Language Learning
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The purpose of this research is to explore the potential for virtual reality (VR) in language education. VR is
the next frontier in computer assisted learning. It has the ability to bring language lessons to life in a way
that neither textbooks or ordinary computer screens cannot. With VR, it is possible to interact with objects
not readily available in a classroom. It is also possible to travel virtually anywhere in the world and practice
communicating in various situations such as ordering in a cafe.
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Original material is being planned and developed. The first step is recording environments in 360 degree
photos and videos to be used for language lessons on the university’ s learner management system Moodle
site. These materials will then be adapted to a virtual reality platform.
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(DNews article contributor: Xreading https://xreading.com/
@ Textbook co—author: Reading Quest. Sanshusha, 2019.
@ Textbook co—author: Reading Insight. Sanshusha, 2022.
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