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Abstract

The authors advocate to employ Virtual Reality (VR) with the application of experiential
learning in order to enhance the students’ learning experience. In modern world with diverse
platforms for innovations and solutions, technology is shaping the future of education. New
digital technology is used to improve the process of teaching and learning. Digital technology
opens up a new space for learning where students are immerse through various forms of
technological learning platforms, devices and applications. The application of digital
technology in education can assist students to cope with different learning environment and
improves students’ learning efficiency. One of the innovative technologies for education is
Virtual Reality (VR). VR has changed the way how students learn. VR allows us to bridge the
gaps between educators and learners. VR can be used to stimulate a digital learning
environment for educators and students to be together in the same room regardless of
wherever they are physically and with digital representations of themselves. This paper will
discuss the potential of integrating VR in education as one of the effective methods that can
enhance students’ learning experience.
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Introduction

The rapid and ongoing development of digital technologies continues to create new
opportunities in improving the quality of our lives. The recent Covid-19 pandemic has
escalated to process of adapting digital technologies in many areas including education.
Education is the base for a thriving society, and the transfer of knowledge has been a top
priority for civilizations since the very beginning. People are constantly looking for ways to
make knowledge transfer more easily, more quickly, and more effectively. In the era of digital
devices, we have an opportunity to enable better learning with technology (Montrieux et al.,
2015). The Education Ministry has started moving towards the right direction to embrace
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digital learning. Surely, technology would be a boost to classroom instruction compared to
analogue teaching, traditionally known as chalk-and-talk (The Star, 2017). Virtual reality
technology has been widely proposed as a significant technological advance that can offer a
novel form of education. VR seems to be the natural next steps for the evolution of education
(Hu-Au at al., 2017). With VR, learners are inspired to discover for themselves. VR is useful
not only for content consumption, but it is also great for content creation (Varnum, 2019).
Hence, it allows user to create digital classroom including avatar as an alternative to the
conventional classroom. The educational benefit of these applications is the active
participation of students in learning process (Hamilton et al., 2021). This will help students
boost their creativity and interact with students own imagination. This paper examines the
use of VR tools to enhance significantly the learning experience. Thus, VR is useful in providing
the learners with realism, interactivity and creation learning environment.

Digital Technology in Education

Diwan (2017) indicates that boredom can easily take place for today’s learner as they are
constantly looking to fill excitement from visual and auditory inputs. The implementation of
digital technology provides learners to experience a visual element that can improves the
connection between learning concepts and information effectively (llomaki & Lakkala, 2018).
The arrival of digital technology, the learning environment is changing (Leahy et al., 2019).
Digital technology has opened the door for various new ways of learning, allows students the
opportunity to learn in more meaningful ways (Ng, 2016). Besides, prepared students to deal
with the challenges of the future especially the Industrial Revolution 4.0 (IR4.0). Digital tools
have impacted the traditional institution of a formal education, especially it increases the
learning and interactivity of students (Hashim, 2018), as well as improved students learning
efficiency (Teras et al., 2020).

Virtual Reality (VR) in Education

VR has found in education a new area in which to display its full potential (Sinclair &
Gunhouse, 2016). One of the most obvious benefits of VR is transforming lectures into
immersive learning experiences, enabling lecturers to truly bring their subject to life (Radianti
et al., 2019). The immersion in made-to-measure environments allows students to face
learning experiences that maximize the use of all their senses (Serdyukov, 2017). VR can be
used to enhance student learning and engagement. Kaminska et al. (2019) found that 82 % of
learners thought learning with VR was more engaging than learning from reading books and
listening to lectures using overhead containing graphics or pictures. Furthermore, Allocoat
and Von Muhlenen (2018) concurs that the situated nature of the learning process is very
important and Mills (2020) emphasizes the connections it creates between knowledge, skill,
and experience. One of the biggest advantages of such technology can be seen from the
perspective of motivation, especially in terms of: (1) fun, interest and enjoyment; (2)
engagement; (3) satisfaction; (4) willingness to learn; (5) positive attitude; (6) attention and
(7) level of confidence (Gordon et al., 2016; Schott & Marshall, 2018). Hence, VR has created
a new way of learning and making learning experience more fun, engaging and interest about
the subject (Jones, 2020).

Experiential Learning

Experiential Learning (ExL) is the process of learning through experience and is more
specifically as learning through reflection of doing thing (Kolb & Kolb, 2018). Experiential
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learning focuses on the learning process for the individual (McCarthy, 2016). The trend
toward experiential learning also stems from changing student expectations in the classroom,
in a kind of customer-led revolution in communication quality (Oke & Fernandes, 2020).
Experiential learning focuses on learners reflecting on their experience of doing something,
so as to gain conceptual insight as well as practical expertise (Bates, 2015). Learning only has
good effects when learners have the desire to absorb the knowledge (Leal-Rodriguez &
Albort-Morant, 2019). Therefore, experiential learning requires the showing of directions for
learners, learners learn by doing them.

In digital age, students today are rarely satisfied with a one-size-fits-all classroom experience,
particularly if it consists solely of the droning lecturer, and are justifiably looking for an
enhanced learning experience from the university (Rinehardt-Cline, 2018). Bartle (2015)
claims that experiential learning activities helps students find meaning in their experiences.
Experiential learning entails a hands-on approach to learning that moves away from just the
teacher at the front of the room imparting and transferring their knowledge to students
(Austin & Rust, 2015). Hence, learning an experience that moves beyond the classroom and
strives to bring a more involved way of learning (Zhai et al., 2017).

Conclusion

In education, new digital and virtual technologies including VR are used to improve the
process of learning, hence the rise of Cybergogy as one of the learning strategies. Digital
technology offerings educators a new way to interact with the students by using suitable
applications for learning (Hussein & Natterdal, 2015). The use of digital technological tools
such as VR is increasing rapidly in all fields, especially in education, which has moved from
basic tools such as pen, pencil, and books, to more advance tools such as digital devices and
software applications. Interactive technology that can embedded in VR classroom is
imperative in order to impart knowledge and understanding (Alfalah, 2018) as well as to
increase students’ engagement. VR technology has a positive impact in the areas of inspiring
wonder and curiosity, developing new creative skills and offering authentic ‘learn by doing’
experiences (Bailenson, 2018). In conclusion, with the application of VR in education, in many
ways would help students to develop the knowledge and skills needed in a digital age and
offers advantages in securing job opportunities.
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