WHY SHOULD VIRTUAL
REALITY BE USED IN SCHOOLS

TODAY, AND HOW?
Brandon — TN

The flrst virtual reality (VR) headset was createo in 196€ bg
Bob Sproull. VR has changed infinitely since then and is now
thought to be used for gaming and watching movies. However, the
world of virtual reatitg LS mueh move thawn that; Lt has Limitless
possibilities! Therefore, today | am asking the gquestion: What iof ViR
was used to teach students around the world and revolutionize
education as we kwnow Lt? From research, Lt Ls concluded that theve arve
many ways VR can be used tn education such as interactive
learning, behavior management and vewards, technology enrichment,
and for helping students with soclal anxiety.



In school, students vead, listen, and study. But what about
experience? Albert Blnsteln says, “The only source of KNOWLEDGE
ls EXPERIENCE.” According to ClassvR.com, the brain remembers
much move of an experience rather than just reading text. *...90% of
what we personally experience we remenmber..." Rather than "...10% of
what we read we remenber..."

After 2 weeks we tend to remember...

A

READING
10% of what we READ

HEARING
20% of what we HEAR

SEEING
30% of what we SEE

i WATCHING AND LOOKING
50% of what we SEE & HEAR

PARTICIPATING IN A DISCUSSION
70% of what we SAY

DOING THE REAL THING
90% of what we SAY & DO

THE CONE OF LEARNING

n a VR Lesson students will be able to take adventures through the
Life of a cell or see the 7 wonders for themselves! And by actually
experiencing these Lessons vather thaw veading them as facts tn o
book, a students’ brain will better remember this information. For
example, when o child walks outside bavefoot, they feel the rocks with
thelr feet and notice thelr toes getting dirty. Next thme the child walks
putsioe with shoes on, because the child Learned through experience.
Thevefore, this shows that VR will bring nteractive Learning to the
classroom, which will be beneficial to every student’s education. Next
is the matter of how VR might help students in thelr future career.



n the beginning of our evolution, humans Learneo how to
sunvive. As humans evolved they had to learn how to read and write,
because it became o mandatory skill for Living in soclety. Now, we
Leavn how to type as well. The prediction Ls that soon many careers
WilL require an employiee to have some knowledge on how to use o VR
headset. Common Sense Media is a non-profit organization that
ralses money for children, and adults to learn more about modern
day technology. This organization has this stmtlar theory, "...VR has
the potentinl to become a wajor force bn entertalnment, education, and
healtheare...” Bven though the Digital Agency Network (B.AN.)
might be a Little biased, they also mention VR having a big future in
our soclety. "..virtual reality is becoming a reality for many
businesses, healtheare providers, and individuals across the world. .
This is further evidence that having VR in classrooms will be a great
help to children once they start thelr career. They will be one of the few
who have experience working with VR outside of gaming and other
entertalnment purposes. Such ttems on a resume will give them a
comptetitive edge. It's the same princeiple as not hirtng someone who is
tliterate. Therefore giving student’s access to VR will give the
experience, or Technology Burichment, to the student which might
Just give thew a necessary skill tn a future modern society. Now, how
does Virtual Reality affect student behavior?



Virtual Reality will most definitely affect a student’s behavior when
applied using a Behavior Management Rewards system. (n most schools, s in
our district, theve is a veward system for behavior. Make good decisions and
students ave entered nto a Lottery for prizes, but make bad decisions and
students get nothing. So whew the topie of Behavior Management and Rewards
Ls brought up with VR, we're talleing about a system that Rewards chilodren for
good behavior. At the bastis, any rewards system is beneficlal. Parents use them
every day, with allowance and other household privileges. The Mintstry of
Education in Guyana writes in an tnformational passage for parents,

' Rewarding positive behavior relnforces and encournges chiloven to repeat the
sove behavior..." and "...the child will leavn to...avold behavior that generates no
rewards..." Therefore, | am proposing a rewarols system that Ls based around VR.
For one, just having the privilege of using the headlset could be considered a
privilege that can be Lost. However the better behavior the student exhibits can
earn some free thme to play games or wateh movies, maybe take the headset
home, and so on. Surely this will encournge the students to do what they're
asked and be polite. Common Sense Media agrees, *...many educators are
thinking about the potential to encowrage prosocial behavior among Younger
children..." VR will be a more effictent rewards system than what's common in
Your average schools. Now, to dive into a common problem among children,

Soclal Aw)(uetg.

Picture 1 - Beat Saber VR Game



You might be wondering, what does soctal anxiety have to do with VR in
schools? Well, the first the problem of Soclal Awnxiety Disorder Ls that patients
with S.AD have more trouble Learning in big schools that the average student.
They are so focused on trying to fit tn and not make a scene that it becomes
almost bmposstble for them to actually learn. The Natlonal Soctal Anxiety
Center Informs, "...someone (a social awxletg patient) finds that being
Physteally present in an anxiety-laden situation Ls too traumatic...” However,
with access to VR these students can cure this Lssue, or at Lleast diminish it with
a new treatment called V.BR.T. (Virtual Reality Exposure Therapy) N.S.A.C.
wrltes, "...with virtual reaLLtg EXPOSUIE tmmpg...peopw with soctal awxletg con
challenge their fears non-physieally, bn a vealistie, safe, comfortable setting, in
a sttuation they can control..." So, S AD. patients can work ow thelr problevs
at school, or even theoretically attend school from the sa{etg of thetr howe, while
Still getting soclal tnkeraction and an education. This is just one of ma ey
exawmples of what VR couldl oo for those with wmedical issues who also deserve an
education. F’maug, we tackle the problem that vwbodg wants to tallke about,
V\/LOV\zﬁg,

Picture 2 - V.E.R.T



Most schools in the U.S are underfunded, and most Likely will
not be able to afford VR headsets easily for every student. One
company offers exclusive pricing to classrooms that include Virtual
Lessons, Charglng cases, and of course the headsets themselves.
"...classroom sets are $21€7 and contain Elght Classvr headsets and
charging
case..." There is
an additional
charge of an
annual License
to be able to
dlstribute
these, which
costs "...E2F2
for primary

schools and

+491 for

secondary schools..." (Prices based off a rough conversion from Euros
to USP). However, if the price Ls compared to the price of promethenn
boards, which range from 1000 to 13,000 each, this will be much more

Picture 3 - Class VR Offer

beneficlal. Schools could veplace the boards with an average projector,
and teachers could show videos with thelr new VR equipment, and use
the headsets for many more activities. The cost is Less than the price of
a student laptop. [t wouldn't be necessary to remove the boards or
Laptops, essentially the schools are not spending hundreds of
thousands. So, VR headsets are wot cheap, but their value to a
student’s education far outwelghs the price, anol whew compared to
other basic school tools, they can be considered cheaper.



n conclusion, virtunl Reality has so many applications,
however using this amnzing technology tn Schools will be some of the
best uses of its capabilities. It could be used for nteractive Learning,
Technology Burichment, Behavior Management/Rewards, and even
Soctal Anxiety trentment. This is just the beginning, who kinows how

else virtual veality will be used tn the future? (have a few Ldeas...
T =

Picture 4 - Students Enjoying ClassVR
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