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My background

2021-2025

Three collaborative VR projects with  Mehrasa Alizadeh

• Student-teacher exploratory research

• Zoom vs VR

• Intercultural competence 
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Today’s plan
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• VR basics and class activities

• Individual apps

• Challenges and teaching tips

• Future trends

• Q & A
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VR basics
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• Alternative 3D world

• Different immersion levels

• VR environments

• Platform examples

• Kinaesthetic interaction
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VR class activities
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1. Familiar classroom activities

2. Student artefacts

3. Virtual tours

4. Multimedia
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VR class activities
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1. Familiar classroom activities

2. Student rooms

3. Virtual tours

4. Multimedia
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Infinity

Student ‘rooms'
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Art Propaganda
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VR class activities
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1. Familiar classroom activities

2. Student rooms

3. Virtual tours

4. Multimedia
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South African Horse Ranch
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Okayama University Campus
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Thing Link
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VR Class Activities
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1. Familiar classroom activities

2. Student rooms

3. Virtual tours

4. Multimedia
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Quick chat with your neighbour
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Why use VR?
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1. Motivation and engagement

2.  Decrease anxiety

3.  Contextualised learning and 

embodied cognition
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Individual Apps
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2. Vocabulary

Panolingo

Noun Town 

Language Lab

1. Scenarios/360 videos

Virtual Speech 

Mondly VR 

ImmerseMe

BodySwaps
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Virtual Speech

BodySwaps

Mondly VR

Immerse Me
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Vocabulary Apps
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Challenges to using VR
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1. Limited long-term language gains

2. Lack of teacher expertise and materials

3. Cost and maintenance burdens

4. Cybersickness: Discomfort and motion-related issues
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Getting Started
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• Start simple

• User training and scaffolding 

• Set clear rules

• Work with others
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The future?
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1. Lower cost and greater accessibility

2. Improved realism and computing power

3. AI integration for personalized learning

4. Realistic avatars via motion and facial tracking

5. Generative AI for easy VR content creation
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In sum
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• VR offers exciting, engaging learning alternatives

• Challenges remain: cost, training, and limited evidence of long-term 
gains

• Future: AI-driven avatars and chatbots for affordable personalized 
coaching
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Q & A
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Get in touch?

3 November 2025

Neil Cowie
ncowie2012@gmail.com
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