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IIpob6aemaTuka ucnosab30Banus VR B 00yueHun
AHIJIMICKOMY F3BIKY

Annomayusn. B cratbe paccmarpuBaeTcs mpodiieMaTiKka 00y4eHUs! aHTIIMICKOMY SI3BIKY B IIKO-
Jie C MCIIOJIb30BaHUEM BUPTYaJIbHOM peaibHOCTU. KpUTHUYECKH OCMBICISAIOTCS MPEeUMYILECTBa U
HEOOCTAaTKN1 paCCManI/IBaeMOI\/JI TEXHOJIOTHH, OTMCYAKOTCA ITOTCHIMAJIbHBIC 06p330BaTCJII)HBIe
nepcneKTuBsl puMeHeHus VR B yueOHOM Ipolecce 1o aHmIMiCKoMY s3bIKy. B kauectBe noka-
3aTe’abHON 0a3bl M3y4aroTCsl OCHOBHBIE IpUJIOKeHUs Ha 0a3e VR, KOTOpble MOXHO HCIIONb30-
BaTh Ha ypOKax aHIJIMMCKOTo si3blKa B IIKOJIE JJIsl TMOBBIIIEHUS MOTHUBAIMM OOYYAIOLIMXCS K
HU3YUYCHUTIO AHTIIMHACKOTO S3BIKA. CJICHaH BBIBOJI, YTO BHCAPCHUEC TCXHOJIOIMU VR MoxeTr oka-
3aThCs MOTEHUUAIBHO (P (PEKTUBHBIM METOIOM OOyUYEHHS.

Knrwouesvie cnoea: BupTyanbHas pealbHOCTb, MPUIOKEHUE, IPOIECC 00y4YEHUs,, THOCTPAHHBII
A3BIK, IUTHTAIM3aKs 00pa30BaHUsL.

Pertseva S.A., Kirillova A.V., Shurupova M.V.

Pertseva Svetlana Arturovna, State University of Humanities and Technology, Russia, 142611,
Orekhovo-Zuyevo, Zelenaya str., 22, building 1. E-mail: ayakafedra@ggtu.ru.

Kirillova Anna Vladimirovna, PhD, Associate Professor, Head of the Department, State Univer-
sity of Humanities and Technology, Russia, 142611, Orekhovo-Zuyevo, Zelenaya str., 22, build-
ing 1. E-mail: ayakafedra@ggtu.ru.

Shurupova Maria Vyacheslavovna, Ph.D., Associate Professor, State University of Humanities
and Technology, Russia, 142611, Orekhovo-Zuyevo, Zelenaya str., 22, building 1. E-mail:
ayakafedra@ggtu.ru.

The problems of using VR in English language teaching

Abstract. The article discusses the problems of teaching English at school using virtual reality.
The advantages and disadvantages of the technology under consideration are critically analyzed,
and the potential educational prospects for the use of VR in the English language learning pro-
cess are noted. As an evidence base, the main VR-based applications that can be used in English
lessons at school to increase students’ motivation to learn English are being studied. It is con-
cluded that the introduction of VR technology can be a potentially effective learning method.
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technological, social and personal de-

velopment are accelerating [5, p. 245].
Thus, advanced technologies are gradually
being introduced into all spheres of life, one
of which is education. Currently, there is a
problem associated with the use of modern
technologies in everyday foreign language
teaching. According to experts in the field of
linguistics and psychology, the best condi-
tions for acquiring new knowledge are ob-
served in childhood and adolescence [8].
However, lack of interest, absent-
mindedness and the inability to focus on
complex topics prevent effective learning at
any age. The modern educational system
competes with the entertainment industry
and requires the introduction of perception
methods that will help engage students in
the process of learning new knowledge. Fos-
tering interest in learning is an important
stage that must be supported.

However, in the 21% century, it is not
easy to interest students in acquiring new
knowledge through drawings, watching old
films or reading outdated literature, so de-
vices with virtual reality (VR) and augment-
ed reality (AR) support are increasingly used
in the educational sphere.

In many countries, the way to new
knowledge is still paved with books, pencils
and heavy backpacks, and at the same time,
not every child in secondary school is able
to cope with the amount of material provid-
ed by traditional school education. To solve
this problem, some foreign public and pri-
vate schools have started using augmented
and virtual reality technologies [2].

Virtual reality (from the English “virtu-
al reality” — “virtual / artificial reality”) is a
world created with the help of technology
and transferred to a person through his sens-
es: hearing, sight, touch and smell [9]. Vir-
tual reality allows one to move to any time
and place, and the use of various sensors and
peripheral devices makes such a world al-
most real:

I n the modern world, the processes of

e interaction — the ability to interact
with objects in the virtual world: touch,
move and explore;

e full immersion — special devices al-
low one to feel the conditions of being in a
new world,;

o diversity of experiences — the ability
to experience different situations, from quiet
walks to active adventures.

Today, virtual reality is actively used in
the fields of entertainment and marketing,
but this is only the beginning of its imple-
mentation. The most promising projects
based on VR/AR technologies are manifest-
ed in the sphreses of industrial production,
healthcare, corporate and children’s educa-
tion [7]. It is also worth noting a significant
shift in the use of immersive technologies
for school and university education.

Virtual and augmented realities are rela-
tively new technologies, but their popularity
is growing. Scientists are confident that digi-
talization of education will simplify the
presentation of complex material, facilitate
memorization and increase the motivation of
students [1]. Research on VR/AR implemen-
tation effectiveness in education has been
conducted for several years, which gives a
start to the analysis of their use in the educa-
tional process.

Experts from Far Eastern Federal Uni-
versity, who developed a “roadmap” for the
development of VR in Russia, believe that
the introduction of these technologies into
the educational sphere will affect the effec-
tiveness of both school and online learning.
This will ensure continuous professional de-
velopment, and also make the educational
process high-quality and accessible even in
remote regions of the country.

In 2019, Microsoft conducted a survey
that showed that virtual reality helps stu-
dents with low academic performance over-
come difficulties. The test results between
poor and excellent students have become
much closer due to the use of these technol-
ogies.
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Equally important, VR provides stu-
dents with the opportunity to independently
and practically perform complex experi-
ments and experiences that would be diffi-
cult to conduct in an ordinary (“classical”)
classroom setting. This strengthens practical
skills and makes learning process more in-
teractive and exciting.

The use of VR and AR in language
learning allows one to create a rich and ef-
fective environment for acquiring new
knowledge [3]. The most common areas in-
clude:

e simulations of real situations: stu-
dents can interact with virtual characters in
various scenarios (ordering in a restaurant,
buying goods in a store, communicating on
the street). This allows a teacher to create a
realistic experience of communication in a
foreign environment for the students and the
latter can apply the acquired knowledge in
practice;

e virtual classes — students can partici-
pate in classes while being in different parts
of the world, that is, communicate with
teachers and classmates. This helps develop
group interaction skills and practical com-
munication;

e cultural expositions — VR allows one
to immerse in the culture of the country of
the language under study through virtual ex-
cursions and interaction with heritage and
historical sites. This expands the students’
horizons of perception and deepens under-
standing of the language.

There are many virtual reality apps that
can help a student learn a language and
make the learning process more productive
and fun. Here are some of them:

e Mondly VR: A virtual reality lan-
guage learning app that lets a student inter-
act with virtual characters in realistic scenar-
ios such as shopping, ordering food, or
checking into a hotel. The app combines
voice chat, speech recognition, and VR
technology to offer instant immersion, pro-
nunciation feedback, dialogues that enrich
learners’ vocabulary, and interactive scenar-
ios that make learning languages fun and

easy.

e VR Learn English: A virtual reality
English learning app that places a student in
a virtual apartment. As they move around,
they hear words for furniture and objects
being pronounced and see how they are
written.

e PanoLingo: An English learning app
that uses virtual reality. Here, the user pro-
gresses through different levels and learns
new vocabulary in a 3D space. As they
move through places such as the bedroom,
bathroom, kitchen, or office, they are given
tasks. The commands are written in English,
so learning becomes intuitive, allowing the
user to learn words from context rather than
through direct translation.

e VirtualSpeech: an educational plat-
form that helps people master communica-
tion and language skills using virtual reality.
The application tests new vocabulary in a
game-like simulation mode.

The use of virtual reality in language
teaching has a number of significant ad-
vantages [6]:

1. efficiency of material acquisition
(due to multisensory learning (engaging the
senses), information is acquired faster and
more deeply);

2. increased motivation (games and in-
teractive activities make the learning process
more fun and attractive for students);

3. safe space for practice (VR creates
ideal conditions for completing exercises
and practicing tasks, allowing students to
make mistakes and learn from their mistakes
without fear of judgment).

Despite a large number of advantages,
the use of VR in language teaching also has
a number of shortfalls [4]:

¢ availability of technology: not all ed-
ucational institutions can afford expensive
VR equipment;

e adaptation problems: some students
and teachers are not ready to quickly master
new technologies, which leads to additional
difficulties in learning;

e physical strain: prolonged use of VR
headsets can cause discomfort and fatigue.
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Using virtual reality to immerse oneself
in a linguistic environment opens up broad
horizons for learning foreign languages.
This approach offers innovative methods
and practical tools that make the learning
process more effective and interactive.
However, for the full implementation of

such technologies, it is necessary to solve a
number of problems related to accessibility,
adaptation and physical comfort of students.
As a result, given all the advantages and dis-
advantages of this technology at the mo-
ment, VR can become an integral tool in
language education of the future.

CIIMCOK JIMTEPATYPEI

Azevich A.l. Modeli ispol’zovanija immersivnyh tekhnologij obucheniya v dejatel’nosti uchitelja //
Vestnik Rossijskogo universiteta druzhby narodov. Serija: Informatizatsija obrazovaniya. 2021. Vol.
18. No. 2. pp. 152-161.

Blyth C. Immersive technologies and language learning // Foreign Language Annals. 2018. No. 51
(1). pp. 225-232.

Dobrova V.V., Labzina P.G. Virtual’naja real’nost’ v prepodavanii inostrannyh jazykov // Vestnik
Samarskogo gosudarstvennogo tehnicheskogo universiteta. 2016. No. 4. pp. 13-20.

Ivanova A.V. Tekhnologii virtual’noj i dopolnennoj real’nosti: vozmozhnosti i prepjatstvija prime-
nenija // Strategicheskie reshenija i risk-menedzhment. 2018. No. 3. pp. 88-107.

Kirillova A.V., Shurupova M.V. Effectiveness of using e-resources in teaching English in terms of
blended learning // Na peresechenii jazykov i kul’tur. Aktual’nye voprosy gumanitarnogo znanija:
nauchno-metodicheskij zhurnal. Kirov, 2022. No. 3 (24). pp. 244-248.

Primenenie VR tehnologij // Helmeton. URL: https://helmeton.ru/blog/technologii-vr (data
obraschenija: 08.01.2025).

Seraja A.S., Sergienko A.Ju. Tehnologii dopolnennoj i virtual’noj real’nosti: sfery primenenija //
Studencheskij nauchnyj forum: Materialy Mezhdunarodnoj studencheskoj nauchnoj konferentsii.
Vol. Ill. Pod redaktsiej N.Ye. Starchikovoj. 2020. pp. 108-110.

Slater M. Immersion and the illusion of presence in virtual reality // British journal of psycholo-
gy. 2018. No. 109 (3). pp. 431.

Virtual’naja real’nost’. Virtual Reality (VR). Tekst: elektronnyj // TAdviser: 2020. March 19. URL:
https://www.tadviser.ru (data obraschenija: 11.01.2025).




