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What do we mean by Virtual Reality? &’

Immersive headsets




Current state of VR (=

4

Commercial VR - 2014 onwardes...

2014

Cheap and available
Wireless

Limited immersion
Occasional use

Experiences (pictures/video)

Very expensive
Needed space

Not wireless
Incredibly immersive
Games

Affordable (£300)
Wireless

Decent immersion
Games and experiences
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Current state of VR (=
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Language learning in VR: self-study apps Duolingo
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Language learning in VR:
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Language learning in VR:

/\/U\,\ immerse




Research into language learning and VR [¥<]

Positive features

Transfer and contextualisation
(Dalgarno and Lee, 2010; Lan, 2020; Scavarelli, Arya and Teather, 2021)

Vocabulary recall
(Legault et al., 2019; Alfadil, 2020; Tai, Chen and Todd, 2020)

Engagement and motivation
Dalgarno and Lee, 2010; Faiola et al., 2013; Chen, Hung and Yeh, 2021)

Reduction in anxiety
(Huang et al., 2021)


https://www.zotero.org/google-docs/?ghBIIC
https://www.zotero.org/google-docs/?9bIG7W
https://www.zotero.org/google-docs/?CxOLg0
https://www.zotero.org/google-docs/?E4zV4t

Research into language learning and VR [¥<]

Research gaps and issues

Novelty factor
(Tai, Chen and Todd, 2020)

Lack of real world studies
(Scavarelli, Arya and Teather, 2021)

Almost no research into use of VR in EAP


https://www.zotero.org/google-docs/?JgsCp4
https://www.zotero.org/google-docs/?YyOYDS

EAP and VR research *%

Language learning in VR: action research

Could VR be used to practice EAP productive speaking skills?

Does learning in VR encourage students to speak more freely?

Does communicating via an avatar reduce nerves and anxiety?

Does VR help them remember vocabulary and language better?

Does VR help them concentrate better than online or face to face classes?




English course in VR 2

Pilot course

5 weeks - 10 hours

9 Japanese students - 2 classes
Focus on speaking

Not specifically academic

5 agreed to take part in research
Surveys during course and longer
interview at the end



English course in VR 2

Examples from the course



https://docs.google.com/file/d/1iwDuniGEZn721RnegOBSO9hzOQhQh_uA/preview
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English course in VR =@=

Questions we asked:

Did you find it easier to state your
opinion in the VR class than in a face
to face class or on Zoom etc?

Did you feel the VR environment
helped you to give a presentation?

Is the experience of being in a VR

? classroom different from an online
Did you feel the locations you studied . . : classroom?
-

in helped you learn?

Do you think you remember more/less How do you feel expressing yourself
about the vocabulary/grammar you through an avatar?
studied in VR?

Do you find you are more/less
concentrated in a VR lesson than in an
online or face or face lesson?




English course in VR =@=

Student responses:

communication

“It was more interesting
talk in VR with other

“I'm feel free to speak talk

English - becaus"e | don't student or with you [the
look others face teacher], because it’s
(student 2) characters” (student 3)

—
>
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“| feel comfortable, | speak English
without being embarrassed..but
sometimes | couldn’t figure out the
right timing to start speaking”
(student 1)

“It is so comfortable,
because maybe | can
speak more in VR. | feel
[people] not looking at me.’
(student 4)

J




English course in VR 2

Student responses:

Presentations/discussions

“Yeah. presentation. | don't
feel nervous. | feel | carefully
could talk. It's good. class to
practice. Yeah. presentation.”
(student 2)

“So there is a part that they're
not real human. They're not
staring at you. In that case, |
wasn't nervous as usual. And
| don't know, I'm the avatars
face looks nice. So | think

“Giving a presentation in VR
have both merits and demerits.
I'm not nervous compared with a
face to face because | can't see
other people's faces. And

. . standing on VR stage is quite
they're rTOt grimpy orfhey e fan. Hoa/ever, whatgl ShO(l:IJ|d
not making a fat face. . .
(student 2) speak ywthout gestt'Jre isa

demerit. What | can't see their

reaction is also a demerit.”
(student 1)




English course in VR 2

Student responses:

“It [VR] is better for
remembering new words
than face to face..l can
experience good things and |
remember.” (student 1)

Memory and attention

TN

“But you know, the difference
is, | can’t do other things. And
| can concentrate in a VR
course” (student 3)

TN

—

“I didn't feel like | was
paying attention.” (student
4)




EAP in VR: opportunities

Contextualised and situated learning

Increased confidence and freedom to speak

Reduction in anxiety in assessment practice

Better peer support and collaboration




EAP in VR: challenges ~ g&
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Facial and visual cues
Cost and accessibility (headsets and software)

Student control somewhat limited (e.g. slides)

Issues with access in China due to Facebook

Need for a clear pedagogy of VR delivery
(Parmaxi 2020, Lin 2015, Scavarelli 2021)
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