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Abstract— Virtual Reality (VR) is one of the most popular contemporary technologies and it is widely used in the videogame industry, 

nonetheless, this does not restrict its use in other areas of science, such as medicine or education. Due to the large commotion caused by 

the appearance of Covid-19, long distance virtual education technologies (e-learning) are being used. With this context, virtual reality 

is the focus of this study, which had the objective of understanding the work done in superior education at a distance, through the use 

of VR, by doing a systematic literature review (SLR; LSR in Spanish). The results reveal that the use of VR in education can improve 

the experience, motivation and the comprehension of abstract concepts for the students, offering them an immersive environment in 

which they can interact and achieve effective learning. It was concluded that the works that were reviewed regarding the topic evidence 

a strong growth in the application of VR in education, which in their majority, employ experimental comparative methods between 

groups of students which use VR when compared to others who use the traditional method. 
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I. INTRODUCTION 

Learning is the process of interaction between those that 
are learning and the educators, which takes place through the 
use of resources and environments, such as classrooms, in 
order to obtain the knowledge that one desires to transmit 
from the educator to the learner. The most frequently used 
method until now was traditional teaching, nonetheless, other 
methods exist, such as e-learning, which is a type of 
education based on the use of computers and the internet; it 
is used to improve the learning yield with the help of 
technology and the advantage that it offers is that one does 
not need to be physically present in the classroom. Another 
type of technology that can be taken advantage of in order to 
promote learning is virtual reality (VR), which according to 
M. D. Smith, S. Getchell, and M. Weatherly [1] is defined as 
an environment generated by computers which provides three 
dimensional images with which the users can interact; one of 
the principal tools of VR is Unity 3D. An important milestone 
in this area was the commercialization of the Oculus Rift, 
HTC VIVE VR, and Oculus Quest Standalone HMD devices, 
which entered into the mass market due to the fact that they 
offered a VR experience at a low cost. Generally, these 

devices are used with the purpose of training, such as for 
videogames, though they have also been applied to areas of 
research such as engineering, medicine, education, and other 
areas.  

The objective of this work was to identify the advances 
and learning activities of superior education students who 
used virtual reality technologies during the 2016 – 2021 
period by doing a systematic literature review in order to 
obtain, classify, and analyze the relevant research that has 
been done regarding the use of VR as a means for learning. 
This study will be useful for keeping specialists up to date on 
the topic, by making known the methods, tools, areas of study, 
and limitations that are found for the use of VR in education. 
Due to the current context of the pandemic, which started at 
the end of 2019 and continues to this day in 2021, distance 
learning is taken into account as a form of teaching for this 
study. The research is structured in the following fashion: in 
section II the methodology that was used to do this work is 
presented, in section III the results from the finding are 
described, in section IV are the conclusions, and finally in 
section V you find the bibliographic references.  

 
 

264

JOIV : Int. J. Inform. Visualization, 5(3) - September 2021 264-270 



II. MATERIALS AND METHODS 

According to the process for systematically reviewing 
literature, the following steps should be carried out in order 
to elaborate the study, taking into account the methodology 
of the work [2]: 

A. Research Questions 

With the purpose of understanding the focus of the study 
that is being done, research questions were created in order 
to obtain the necessary data. 

 RQ1 Which methods were used in order to evaluate the 
learning of those who used VR? 

 RQ2 Which types of VR technology were used for the 
research? 

 RQ3 What limitations appear in the application of VR 
as a means for learning? 

 RQ4 Which tools were used for the development of the 
research? 

 RQ5 How was the experience of the VR users 
evaluated? 

 RQ6 What areas of study were used in the research? 
 
These research questions (RQ) were defined according to 

the context of the study. The purpose of the RQs was to 
respond to the questions regarding the methods used for the 
evaluation of the knowledge, the experience with the VR 
technology, the tools which were used for the studies, the 
limitations that were found in the studies, the types of 
technologies used, and the areas of study that were used in 
the research. 

B. Review of the Reach 

The reach is determined by using the PICOC rule 
(Population, Intervention, Comparison, Outcomes, Context): 

 Population: University or Superior Education 
Students 

 Intervention: Virtual Reality as a learning tool. 
 Comparison: There is no comparison of technologies. 
 Outcomes: Evaluation of the VR experience; 

evaluation of knowledge and the technologies.  
 Context: How is the experience of those who use VR 

evaluated? 

C. Doing the Search 

The strategy for doing the search of the studies consisted 
in identifying the terms mentioned and applied in the studies, 
which were: “higher education,” “university education,” 
“virtual reality,” “VR,” “education,” “educational,” 

“learning,” and “distance education.” These were created 
using the research questions as a reference. The selection of 
the database was done using digital sources, since these 
possess an advanced search engine, which is needed in order 
to carry out the research. The sources are: ACM, IEEE, 
SCOPUS, and SCIENCEDIRECT, and the search was done 
from the year 2016 to 2021. The base chain in Table I was 
the most used search chain for each database, with the goal 
of obtaining a search which was adequate, based upon the 
title, keywords, and abstract. 

 
 
 

TABLE I 
SEARCH CHAIN BY DATABASE 

Source Search String 

ACM 
Digital 
Library 

(Title:( ("virtual reality" OR "VR") AND (educat* 
OR "learning")) OR Abstract:( ("virtual reality" OR 
"VR") AND (educat* OR "learning")) OR 
Keyword:(("virtual reality") AND (educat* OR 
"learning"))) AND Fulltext:(("higher education" OR 
"university education")) AND Fulltext:(("distance 
education")) 

IEEE (((("Document Title":"virtual reality" OR 
"Document Title":"VR") AND ("Document 
Title":educat* OR "Document Title":learning)) OR 
(("Abstract":"virtual reality" OR "Abstract":"VR") 
AND ("Abstract":educat* OR "Abstract":learning)) 
OR (("Author Keywords":"virtual reality" OR 
"Author Keywords":"VR") AND ("Author 
Keywords":learning OR "Author 
Keywords":educat*)) OR (("Index Terms":"virtual 
reality" OR "Index Terms":"VR") AND ("Index 
Terms":learning OR "Index Terms":educat*))) AND 
("Full Text Only":"higher education" OR "Full Text 
Only":"university education" ) AND "Full Text 
Only":"distance education" ) NOT ("Publication 
Title":"augmented reality") NOT ("Publication 
Title":"AR") NOT ("Abstract":"augmented reality") 
NOT ("Abstract":"AR") NOT ("Index 
Terms":"augmented reality") NOT ("Index 
Terms":"AR") NOT ("Author 
Keywords":"augmented reality") NOT ("Author 
Keywords":"AR") NOT ("Publication Title":"mixed 
reality") 

Science 
Direct 

("higher education" OR "university education") 
AND ("virtual reality" OR "VR") AND 
("Education" OR "Educational" OR "Learning") 
AND ("distance education") 

Scopus (((TITLE( "virtual reality") OR TITLE("VR")) AND 
( TITLE(educat*) OR TITLE("Learning"))) OR 
(ABS( "virtual reality") OR ABS("VR") ) AND 
( ABS(educat*) OR ABS("Learning") ) OR ( ( KEY 
("virtual reality") OR KEY("VR") ) AND ( KEY 
(educat*) OR KEY("Learning") ) ) AND 
(ALL("higher education") OR ALL("university 
education") ) ) AND ALL ( "distance education" ) 
AND ( LIMIT-TO ( PUBYEAR,2021) OR LIMIT-
TO ( PUBYEAR,2020) OR LIMIT-TO 
( PUBYEAR,2019) OR LIMIT-TO 
( PUBYEAR,2018) OR LIMIT-TO 
( PUBYEAR,2017) OR LIMIT-TO 
( PUBYEAR,2016) ) 

 
Table II shows the results that were found when the search 

chains were applied, with there being a total of 227 articles 
related to the topic in study. 

 
TABLE II 

SEARCH RESULTS 
 

Source Number of Studies 

ACM Digital Library 1 
IEEE 11 
Science Direct 50 
Scopus 165 
Total 227 
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D. Selection of the Studies 

Table III shows the inclusion/exclusion criteria that was 
formulated for the process of selecting the articles related to 
the topic in study. 

 
TABLE III 

INCLUSION AND EXCLUSION CRITERIA 
 

Criteria ID Criteria Description 

 
Inclusion 

I1 Articles from journals or relevant 
conferences according to “Explore 
the GII–GRIN-SCI (GGS) 
Conference Rating.” 

I2 Articles with content in the English 
language. 

I3 Articles which make use of virtual 
reality in superior education in their 
research. 

 
 
 
Exclusion 

E1 Articles prior to 2016. 
E2 Articles from secondary sources. 
E3 Articles duplicated in other 

databases. 
E4 Articles which were not done about 

distance learning. 
E5 Articles which do not have a 

relationship with virtual reality nor 
learning. 

E6 Articles which are focused on 
Augmented Reality (AR) or Mixed 
Reality (MR). 
 

E7 Articles which only mention the 
terms “virtual reality” and 
“education” without applying it to the 
research. 

E8 Studies that do not focus on superior 
or university level education. 

 
Table IV shows the three phases of how the inclusion and 

exclusion criteria were applied for the process of filtering the 
studies, during which 191 studies were discarded. At the end 
of the process, a total of thirty six potential articles was 
obtained. 

 
TABLE IV 

PHASES OF FILTERING THE STUDIES 
 

Phase Criteria ID 

1 I2, E3, E1 

2 I1, E6, E2, E5 

3 I3, E7, E8. E4 

E. Evaluation of the Quality 

In order to do an evaluation of the quality of the articles, 
the following questions regarding the quality were created:  

 Are the objectives of the study related to virtual reality 
and distance learning? 

 Is the research method appropriately described in order 
to reach the objective of the study? 

 Are the results of the study clearly expressed? 
 Is the article about an experimental study?  

Of the thirty six articles that were evaluated using these 
questions regarding quality, twenty seven were chosen in 
order to carry out this study. 

 

F. Data Extraction 

In order to obtain the study data, the following extraction 
indicators were established:  

 Instruments for Learning Evaluation 
 VR Devices 
 Research Topic 
 Tools for Carrying Out the Study 
 Instruments for the Evaluation of the User Experience 
 Limitation in the Application of VR Technology in 

the Study 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig. 1  Article Selection Process 

III. RESULTS AND DISCUSSION 

From the results obtained after the previous processes, 
studies were accepted from three principal databases: 
SCOPUS (74%) [1], [3] - [21], IEEE (19%) [22] - [26] and 
ScienceDirect (7%) [27] [28]. Figure 2 shows studies 

PHASE 1: 
review the 

title, year and 
language  

PHASE 2: 
review the 

source, 
abstract, and 

results/ 
conclusions  

PHASE 3: 
complete 
review of 
the studies 

 
 

 
 

 
 

Verifying of the 
publishing year. 

Discarding 
duplicate studies. 

Confirming the 
content in the 
English language. 

Validating studies belonging 
to indexed magazines or 
conferences. 

Exluding studies focused on 
augmented reality. 

Excluding studies from 
secondary sources. 

Accepting studies which use 
VR in their investigation of 
superior education. 

Excludig studies which only 
mention the term “VR” but 
do not apply it. 

Omitting studies that do not 
focus on university nor 
superior education. 

Rejecting studies that do not 
deal with virtual reality nor 
learning. 

Rejecting studies not done 
about distance learning. 

14  
articles 

eliminated 

125 
articles 

eliminated 

52  
articles 

eliminated 
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obtained from different locations, of which, in two countries 
more studies of this type are done: The United States (29%) 
and China (15%), while in the rest of the countries these types 
of studies are hardly carried out. 

 

 
Fig. 2  Geographical Locations of the Studies 

 
Next, the results from the data extraction are described, 

with which the research questions are answered: 
 
RQ1: Which methods were used in order to evaluate the 

learning of those who used VR? 

Four principal tools for the evaluation of learning were 
identified, as shown in Fig. 3, below. Table V shows the 
evaluation tools, where the majority of the works that were 
reviewed were evaluated using questionnaires or tests (57%), 
which were made up of open and closed-ended questions. 
Notwithstanding, problem solving through the use of VR 
(22%) is the second way to evaluate learning through the use 
of simulation exercises or by doing activities with the device. 
The second method is based on surveys (14%) which were 
done in order to evaluate the opinion of the students with 
respect to their assimilation of learning. In the feedback to the 
students 7% indicated that the questions were asked during 
classes. Nonetheless, studies were also identified in which 
learning evaluations were not carried out [13] [14] [22] [17] 
[21] [25]. 
Figure 4 shows the number of learning assessment tools that 
were used to evaluate those who utilized VR, with 
questionnaires being the most widely used; having 
exponential growth in recent years. 

 
Fig. 3  Learning Assessment Tools Which Utilized VR 

 

 
Fig. 4  Number of Learning Assessment Tools that were Utilized by VR from 
2016-2021  

 

RQ2: Which types of VR technology were used for the 

research? 

In Table VI it can be observed that the studies were 
generally done through the use of Google Cardboard (19%), 
Desktop VR technology (25%), Oculus Rift technology 
(19%), HTC VIVE technology (9%), Samsung GearVR 
technology (6%), and other Mobile Client technologies 
(16%). 

RQ3 What limitations appear in the application of VR as 

a means for learning?  

On the other hand, Table VII shows the limitations that are 
presented in the studies that were reviewed, where the 
following data was obtained: these limitations were the small 
number of participants (20%) with which the experiments 
were done, the problems in equipment use (13%), the time 
that is required to learn to use a device (9%), the budget for 
equipment acquisition (7%), VR sickness (7%) which is the 
sensation of dizziness experienced when using the devices, 
the lack of communication between students and teachers 
(6%), the lack of maturity in the VR technology (4%), the 
internet connection (4%), the participants quitting (2%), and 
the hardware and software problems (2%).  

57%

14%

7%

22%

Number of Learning 

Assesment Tools

Questionnaires

Polls

Feedback to the

students

Problem solving

using VR

TABLE V 
ASSESSMENT TOOLS THAT WERE IDENTIFIED 

 

Assessment 

tools 

References 

     2016      2017      2018      2019     2020      2021 

Questionnaires [28] [15] 
[18] 
[20] 

[16] 
[1] 

[3] 
[5] 
[6] 
[7] 
[9] 

[8] 
[10] 
[12] 
[23] 

 [11] 

Polls [4] [15] 
[19] 

[26]    

Feedback to the 
students 

 [24]   [8]  

Problem solving 
using VR 

 [18]  [5] 
[6] 

[27] 
[8] 
[12] 
[23] 
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TABLE VI 
VR DEVICES THAT WERE FOUND 

Devices 
References 

2016 2017 2018 2019 2020 2021 
Desktop 

VR 
[4] 

[28] 
[15] [24]  [5] 

[9] 
[23] [13] 

Google 
CardBoard 

   [3] 
[6] 

[8] 
[14] 
[25] 

[11] 

Oculus Rift [21] [18] [19] 
[20] 

[16]  [12]  

Samsung 
GearVR 

 [20]   [10]  

HTC VIVE  [20] [26]  [27]  
Other 

Mobile 
Clients 

[21]  [17]  [22] [13] 

 

TABLE VII 
LIMITATIONS ON STUDIES 

Limitations 
References 

2016 2017 2018 2019 2020 2021 
Few 

Participants 
[28]  [16] [5] 

[9] 
[27] 
[8] 

[14] 
[25] 

[11] 

Problems in 
Equipment Use 

[4]   [5] [8] 
[12] 
[14] 

[11] 

Learning Time [4]    [12] 
[8] 

[11] 

Equipment 
Budget 

[21]    [8] 
[23] 

 

VR Sickness   [26]  [12] [11] 
Lack of 

Communication 
   [5] [23] [11] 

VR 
Technological 

Immaturity  

  [17]   [13] 

Internet 
Connection 

 [24] 
[18] 

    

Participants 
Leaving 

    [14]  

Hardware / 
Software 
Problems 

  [17]    

Homogeneous 
Participants 

    [8] 
[14] 

 

Late Equipment 
Delivery 

    [14]  

 

RQ4 Which tools were used for the development of the 

research? 

Table VIII shows the studies that were reviewed, where it 
was identified that distinct tools were used in order to carry 
out the research; these were categorized into programming 
language, services, development software, apps, and others. 
In the review it was found that Unity3D is the most used tool 
in most of the research due to the fact that it is specialized for 
the development of VR content.  

RQ5 How was the experience of the VR users evaluated? 

According to studies that were reviewed, Table IX and Fig. 
5 show that there were three principal tools used in order to 
evaluate the user experience with a VR device, which are 
surveys (54%) that mainly references the students’ opinions, 
questionnaires that also grant results of the students’ 
perceptions, and cognitive interaction (8%) which are done 
in experimental sessions. On the other hand, studies are found 
which do not carry out this type of evaluation of the user 

experience [10] [7] [21] [22]. Figure 6 shows that the 
assessment tools for user experience were the surveys and 
that they have had exponential growth in recent years. 
 

TABLE VIII 
TOOLS USE FOR DEVELOPMENT THE RESEARCH 

Programming 

Language 
C#, JAVA 

Services 
Labster Service, Veer.tv, OpenCV, Poll 
Everywhere, Morph 3D, High Fidelity. 

Development 

Software 

Unity 3D, Voice Macro, MatLab, MaxWhere, 

Photon, ROSA, CADIX, CADENCE SUIT (CAD), 
AutoDesk 3D 

Apps 
VRNature, VRChat, Microsoft’s Cortona, Qlone, 
VitrinasXR, VR180 App, Socket.io, SecondLife, 
SCOPE, Open Stack 

Others 

LeapMotion, SpaceConnextion 3D, Nod BackSpin, 
GoPro Hero 5, Kinnect, iSocial, Digilent Analgo 
Discovery Kit (ADK), Arduino IOT, Adobe Flash 
Player, 3D Muve 

 
TABLE IX 

LIMITATIONS ON STUDIES 
Assessment 

tools 
References 

2016 2017 2018 2019 2020 2021 
Questionnaires [28] [15] 

[24] 
[20] 

[16] 
[1] 

[3] 
[5]  

[23]  [13] 

Polls [4] [15] 
[19] 

[16] 
[17] 
[26] 

[6] 
[9] 

[8] 
[12] 
[14] 
[25] 
[27] 

[11] 

Cognitive 
Interaction 

 [18] [1]    

 

 
Fig. 5. User Experience Assessment Tools 

 
 
Fig. 6 Number of Assessment Tools for User Experience from 2016-2021 

 

38%

54%

8%

Number of User Experience 

Assesment Tools

Questionnaires

Polls

Cognitive

Interaction
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RQ6 What areas of study were used in the research that was 

done? 

From the data extraction, Table X shows that in the 
engineering branch, studies have been done in the areas of 
environmental, electrical, industrial, and computer 
engineering. Later new areas of application were identified, 
which were anthropology, biology, physical education, legal 
education, physics, and geophysics. Also, an area of teaching 
foreign language was identified, which was TEFL. Later 
other types of study such as chemistry, medicine, MLIS, 
psychology, silviculture, social work and zoology were 
identified. Nonetheless, studies were also identified which 
had no relation to an area of science [3] [5] [24] [17] [25] [26]. 
 

TABLE X 
RESULTS FOR THE RESEARCH TOPICS 

No Science Areas of Study References 
1 Anthropology Anthropology [16] 
2 Biology Biology [9] [16] 
3 Physical education Physical education [22] 
4 Legal education Legal education [8] 
5 Physical Physical [20] 
6 Geophysics Geophysics [15] 
7 

Engineering 

Environmental 
engineering 

[23] 

8 Electric  engineering [6] 
9 Industrial engineering [7] 
10 informatics 

engineering 
[28] [18] [21] 

11 Language teaching TEFL [11] [12] 
12 

Others 

Chemistry [27] [10] 
13 Medicine [19] 
14 MLIS [14] 
15 Psychology [1] 
16 Forestry [1] 
17 Social work [4] 
18 Zoology [13] 

IV. CONCLUSIONS 

From the study it was concluded that for the evaluation of 
student learning through the use of VR devices, 
questionnaires are one of the principal tools for measuring 
this indicator, which is denoted from the years 2016 – 2021; 
nonetheless, since the year 2020, the resolution of VR 
problems is being taken into account as another indicator of 
learning. It was observed that the Desktop VR technology is 
one of the most frequently used technologies in order to carry 
out experimental studies in VR, nonetheless, since the year 
2019 the Google Cardboard technology has been growing, 
together with Desktop VR, due to the low costs of these 
technologies because they are HMD technologies. On the 
other hand, other technologies such as Oculus Rift, Samsung 
GearVR and HTC VIVE are not the principal tools for the 
studies, but it was found that these technologies are used in 
studies with greater complexity and which have the need for 
a more robust devices due to the study type. Among the 
limitations of the studies, it was concluded that a large part of 
the experiments were done with a low number of participants; 
an imbalance in the number of participants and the number of 
control groups was also found. Another principal problem 
that was identified was that the VR equipment can be difficult 
to manipulate for a large majority of the users, due to the fact 
that it is a technology that is being tried for the first time. The 
tool Unity3D is a software that is largely used for studies that 

are carried out in a 3D environment, however, it was 
identified that in some studies a decision was made to 
contract services that are specialized in this area in order to 
create the experimental environments, thus, technologies 
other than Unity3D, such as AutoDesk, were used for 
developing the environments. For the evaluation of the user 
experience regarding the VR device, surveys were the 
principal tool which were used to measure this indicator. The 
greatest number of studies were done in the area of 
engineering, together with the area of teaching languages, in 
comparison to the other areas that were found in the revision 
process. 

ACKNOWLEDGMENT  

The authors wish to thank all of the participants who were 
part of this research work. 

REFERENCES 
[1] M. D. Smith, S. Getchell, and M. Weatherly, “Human Connectedness 

to Nature: Comparison of Natural vs. Virtual Experiences,” in 
Innovative Technologies and Learning, 2018, pp. 215–219. 

[2] S. E. Group, “Guidelines for performing Systematic Literature 
Reviews in Software Engineering,” 2007, doi: 
10.1145/1134285.1134500. 

[3] H. C. S. Lin, S. J. Yu, J. C. Y. Sun, and M. S. Y. Jong, “Engaging 
university students in a library guide through wearable spherical 
video-based virtual reality: effects on situational interest and 
cognitive load,” Interact. Learn. Environ., vol. 0, no. 0, pp. 1–16, 2019, 
doi: 10.1080/10494820.2019.1624579. 

[4] S. P. Anstadt, B. Bruster, and S. B. Girimurugan, “Using virtual world 
simulators (Second Life) in social work course assignments,” Int. J. 
Learn. Technol., vol. 11, no. 1, pp. 66–90, 2016, doi: 
10.1504/IJLT.2016.076061. 

[5] F. Ta, A. Valentine, S. Male, and G. M. Hassan, “Piloted online 
training module to teach on-site safety in engineering,” ASCILITE 
2019 - Conf. Proc. - 36th Int. Conf. Innov. Pract. Res. Use Educ. 
Technol. Tert. Educ. Pers. Learn. Divers. Goals. One Hear., no. 
December, pp. 292–301, 2019. 

[6] M. Goryll, T. J. Thornton, C. Wang, S. M. Phillips, and D. Allee, 
“Online Undergraduate Laboratories in Electrical Engineering,” Proc. 
- Front. Educ. Conf. FIE, vol. 2019-Octob, 2019, doi: 
10.1109/FIE43999.2019.9028682. 

[7] B. Salah, M. H. Abidi, S. H. Mian, M. Krid, H. Alkhalefah, and A. 
Abdo, “Virtual reality-based engineering education to enhance 
manufacturing sustainability in industry 4.0,” Sustain., vol. 11, no. 5, 
pp. 1–19, 2019, doi: 10.3390/su11051477. 

[8] H. McFaul and E. FitzGerald, “A realist evaluation of student use of 
a virtual reality smartphone application in undergraduate legal 
education,” Br. J. Educ. Technol., vol. 51, no. 2, pp. 572–589, 2020, 
doi: 10.1111/bjet.12850. 

[9] G. Makransky, R. E. Mayer, N. Veitch, M. Hood, K. B. Christensen, 
and H. Gadegaard, “Equivalence of using a desktop virtual reality 
science simulation at home and in class,” PLoS One, vol. 14, no. 4, 
pp. 1–14, 2019, doi: 10.1371/journal.pone.0214944. 

[10] C. L. Dunnagan, D. A. Dannenberg, M. P. Cuales, A. D. Earnest, R. 
M. Gurnsey, and M. T. Gallardo-Williams, “Production and 
Evaluation of a Realistic Immersive Virtual Reality Organic 
Chemistry Laboratory Experience: Infrared Spectroscopy,” J. Chem. 
Educ., vol. 97, no. 1, pp. 258–262, 2020, doi: 
10.1021/acs.jchemed.9b00705. 

[11] S. H. Urueta and T. Ogi, “3D Vr180 Livestreaming System for Semi-
Synchronous Distance Learning in Tefl Applications,” Call-Ej, vol. 
22, no. 1, pp. 180–200, 2021. 

[12] S. H. Urueta and T. Ogi, A tefl virtual reality system for high-presence 
distance learning, vol. 1036. Springer International Publishing, 2020. 

[13] A. Verdes, C. Navarro, and P. Álvarez-Campos, “Mobile learning 
applications to improve invertebrate zoology online teaching,” 
Invertebr. Biol., vol. 140, no. 1, pp. 1–12, 2021, doi: 
10.1111/ivb.12321. 

[14] S. Valenti, B. Lund, and T. Wang, “Virtual reality as a tool for student 
orientation in distance education programs: A study of new library 

269



and information science students,” Inf. Technol. Libr., vol. 39, no. 2, 
2020, doi: 10.6017/ITAL.V39I2.11937. 

[15] S. Xiang and L. C. Wang, “VGLS: A virtual geophysical laboratory 
system based on C# and viustools and its application for geophysical 
education,” Comput. Appl. Eng. Educ., vol. 25, no. 3, pp. 335–344, 
2017, doi: 10.1002/cae.21801. 

[16] Z. Lischer-Katz, M. Cook, and K. Boulden, “Evaluating the impact of 
a virtual reality workstation in an academic library: Methodology and 
preliminary findings,” Proc. Assoc. Inf. Sci. Technol., vol. 55, no. 1, 
pp. 300–308, 2018, doi: 10.1002/pra2.2018.14505501033. 

[17] M. Misbhauddin, “VREdu: A Framework for Interactive Immersive 
Lectures using Virtual Reality,” 21st Saudi Comput. Soc. Natl. 
Comput. Conf. NCC 2018, pp. 1–6, 2018, doi: 
10.1109/NCG.2018.8593095. 

[18] G. Bujdoso, O. C. Novac, and T. Szimkovics, “Developing cognitive 
processes for improving inventive thinking in system development 
using a collaborative virtual reality system,” 8th IEEE Int. Conf. Cogn. 
Infocommunications, CogInfoCom 2017 - Proc., vol. 2018-Janua, no. 
CogInfoCom, pp. 79–84, 2017, doi: 
10.1109/CogInfoCom.2017.8268220. 

[19] K. Stepan et al., “Immersive virtual reality as a teaching tool for 
neuroanatomy,” Int. Forum Allergy Rhinol., vol. 7, no. 10, pp. 1006–
1013, 2017, doi: 10.1002/alr.21986. 

[20] D. Rivas et al., “Virtual reality applied to physics teaching,” ACM Int. 
Conf. Proceeding Ser., no. June 2020, pp. 27–30, 2017, doi: 
10.1145/3175536.3175575. 

[21] N. Rodriguez, “Teaching virtual reality with affordable technologies,” 
Lect. Notes Comput. Sci. (including Subser. Lect. Notes Artif. Intell. 
Lect. Notes Bioinformatics), vol. 9731, no. July 2016, pp. 89–97, 
2016, doi: 10.1007/978-3-319-39510-4_9. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

[22] Y. Ding, Y. Ding, Y. Li, and L. Cheng, “Application of Internet of 
Things and Virtual Reality Technology in College Physical 
Education,” IEEE Access, vol. 8, pp. 96065–96074, 2020, doi: 
10.1109/ACCESS.2020.2992283. 

[23] T. Krupnova, O. Rakova, A. Lut, E. Yudina, E. Shefer, and A. 
Bulanova, “Virtual Reality in Environmental Education for 
Manufacturing Sustainability in Industry 4.0,” Proc. - 2020 Glob. 
Smart Ind. Conf. GloSIC 2020, pp. 87–91, 2020, doi: 
10.1109/GloSIC50886.2020.9267848. 

[24] N. A. Zulkanain and E. E. A. Rahim, “A Guideline for the 
Development of Blended Learning Platform Based on the 
Observation of Students’ Reaction in a Virtual World,” Proc. - Int. 
Conf. Dev. eSystems Eng. DeSE, pp. 115–119, 2018, doi: 
10.1109/DeSE.2017.54. 

[25] L. Guevara, J. Yépez, and G. Guerrero, “AulaVR: Virtual Reality, a 
telepresence technique applied to distance education,” ICEIS 2020 - 
Proc. 22nd Int. Conf. Enterp. Inf. Syst., vol. 2, no. June, pp. 587–591, 
2020, doi: 10.5220/0009561805870591. 

[26] C. Zizz, A. Starr, D. Hudson, S. S. Nuguri, P. Calyam, and Z. He, 
“Towards a social virtual reality learning environment in high fidelity,” 
arXiv, 2017. 

[27] J. Qian, Y. Ma, Z. Pan, and X. Yang, “Effects of Virtual-real fusion 
on immersion, presence, and learning performance in laboratory 
education,” Virtual Real. Intell. Hardw., vol. 2, no. 6, pp. 569–584, 
2020, doi: 10.1016/j.vrih.2020.07.010. 

[28] H. Tüzün and F. Özdinç, “The effects of 3D multi-user virtual 
environments on freshmen university students’ conceptual and spatial 
learning and presence in departmental orientation,” Comput. Educ., 
vol. 94, pp. 228–240, 2016, doi: 10.1016/j.compedu.2015.12.005. 

 

270




