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The article examines the specific features of implementing virtual reality technologies in the process of foreign lan-
guage learning in higher education institutions. The study analyzes contemporary research on VR integration into lan-
guage education and refers to the concept introduced by Jaron Lanier, who coined the term “virtual reality.” It also high-
lights the practical experience of leading universities such as Duke University, University of Wisconsin-Madison, and
Cornell University, which actively integrate immersive technologies into their educational practices. The article argues that
virtual reality creates an interactive three-dimensional learning environment that ensures a strong sense of immersion
and enhances the development of linguistic, communicative, and intercultural competences. Particular attention is paid to
the opportunities for modeling professional situations, practicing academic and business communication, and increasing
students’ motivation. VR technologies enable learners to combine theoretical knowledge with practical experience, thereby
facilitating the acquisition of sustainable communicative behavior patterns in real-life contexts. At the same time, the study
identifies several challenges related to VR implementation, including technical limitations, high equipment costs, risks of
cyber sickness, possible social isolation of learners, and the need to align VR content with pedagogical objectives and
curricula. The importance of hybrid learning models that combine virtual and traditional classroom activities is emphasized
as a way to preserve social interaction and emotional support in the educational process. In conclusion, the article states
that the use of VR technologies meets contemporary educational requirements, contributes to individualized learning, and
expands access to high-quality educational resources. The future development of educational VR largely depends on
improving technical infrastructure, methodological frameworks, and ensuring the broad accessibility of VR as an innovative
educational product.
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Y cTaTTi 34iNCHEHO KOMMIEKCHUIA aHani3 TEOPETUYHMX 3acap i MPaKTUYHMX acneKTiB BUKOPUCTAHHS TEXHOIOrIN Bip-
TyarnbHOI peanbHOCTi y NPoLEeci BUBYEHHSI IHO3EMHUX MOB Y 3aknajax BULLOI OCBiTW. Po3rnsHyTo nepeaymoBu akTuBe-
HOro BnpoBakeHHs VR y cyyacHui OCBITHI NpOCTip, 3yMOBMEHi LMpoBi3aLied CycninbCTBa, 3pOCTaHHAM BMMOT [0
npodeciiHOT NiAroToBkM haxiBLiB Ta HEOOXIAHICTIO (POPMYBaHHS iHLLOMOBHOI KOMYHiKaTUBHOI KOMMNETEHTHOCTI B yMOBax
rno6anisauii. [MpoaHanisoBaHo 3apybixHuit gocsig iHTerpadii VR y MOBHY OCBITY, 30kpema npakTuku Duke University, ae
peanizoBaHO BipTyanbHi NeKLinHi ayamTopii 3 edpektom TenenpucytHocTi, University of Wisconsin-Madison, sikuii po3spo-
OVB iHTEPaKTVBHI 3aHATTS 4151 BUBHEHHS icnaHcbkoi MoBu, a Takox Cornell University, ae cTBopeHo VR-3aCTOCYHkU Anst
PO3BUTKY MOBHMX i KYIIbTYPHUX KOMNETEHTHOCTEN. Y3aranbHEHHS LibOro AOCBiAY Aano 3Mory BU3Ha4YuMT OCHOBHI HanpsiMu
BMKOPUCTaHHA VR y HaBYaHHiI iIHO3EMHNX MOB: MOZENBAHHA NPOMECINHO OPIEHTOBAHMX CUTYALii CRiNKyBaHHS; hopMmy-
BaHHS HABMYOK akageMiyHOI Ta 4iNoBOi KOMYHiKaLii; PO3BUTOK MiXKKYSbTYPHOI KOMNETEHTHOCTI; CTBOPEHHSI YMOB A5 iMiTa-
Uil aBTEHTUYHOrO MOBHOTO cepefoBuLLa. OBrpyHTOBAHO, LLO 3acTOCyBaHHA VR-TEXHOMOriN cnpusie nigBULLEHHI0 MOTMBa-
Lii CTyAeHTIB, akTMBI3aLii X Nis3HaBanbHOI AiSNbHOCTI Ta iHAMBIAYyani3aLii HaB4anbHOro npolecy. BipTyanbHe cepegosuLLe
3abe3neyvye 6e3neyHi yMoBM Ans BignpauloBaHHS CknagHux abo CTPecoBMX CUTyauin (MyonivHi BUCTYMM, neperoBopu,
yyacTb Y KOHepeHLisx), hopMytoun BNEBHEHICTb i FOTOBHICTb A0 pearibHOro npodeciHoro cninkyBaHHsA. OkpecneHo
HM3KY Npobnem i BMKMUKIB, MOB'si3aHMX i3 BMKOPUCTaHHAM VR y MOBHI OCBITi. HaronoweHo Ha JouinbHOCTI BNpoBa-
OKEeHHS 3MillaHnX MOAEenen HaB4aHHS, SKi MOEAHYHOTb TPaAWLINHI ayaUTOPHI 3aHATTS 3 BipTyanbHUMMW iHTEPAKTUBHUMM
cepenoByLLaMM 3 METOK 36epexeHHs eMOLIMHOT MIATPUMKM, XUBOTO CMiNKYBaHHS Ta rpynoBoi B3aemogii. [igkpecneHo,
O BipTyanbHa peasnbHiCTb Mae 3HaYHWI NOTeHUian Ans MogepHisauii iHLWOMOBHOI OCBiTH, 3abe3nevye popMyBaHHS
NPaKTUKO-OPIEHTOBAHUX HABMYOK, PO3LLMPIOE AOCTYN A0 SIKICHMX OCBITHIX PECYPCIB i BiANoBigae BuMoram 6e3nepepBHOro
HaBYaHHSA NPOTATOM XUTTS.

Knio4yoBi cnoBa: BipTyanbHa peanbHiCTb, iHLLOMOBHA OCBITa, iIHTEPAKTUBHE HaBYaHHS, iIMEPCUBHI TEXHOSOTIT, KOMYHi-
KaTMBHa KOMMNETEHTHICTb, 3MilLlaHe HaBYaHHS.

Problem statement. The constant development in education is a completely new approach to

of humanity requires the application of new
technologies in life and work. Virtual reality plays
a huge role in this. It is used in the automotive
industry, shipbuilding, geology, medicine, art,
aviation, tourism, and other fields. Virtual reality

presenting and learning new material in higher
education institutions. Participants in the virtual
system can be located in different parts of the world,
but at the same time interact with each other to
practice the language they are learning, as well as
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get acquainted with the culture and traditions of the
people whose language they are learning.

Analysis of recent research and publications. It
should be noted that many contemporary authors have
researched the use of virtual reality tools to improve
language skills when learning foreign languages.
R. Darke analyzed the characteristics of innovative
education, in particular, the gamification of foreign
language learning using virtual reality.

S. Bebko viewed virtual reality as a tool for
learning foreign languages, drawing attention to
its potential for creating interactive educational
environments.

In his work, G. Lyzak analyzes foreign and
domestic experience in the use of immersive
technologies for learning foreign languages,
highlighting the differences between foreign
experience and the specifics of implementation in
Ukrainian educational institutions.

Despite the large number of studies on the use
of immersive technologies, questions remain open
regarding the problems and challenges posed by
virtual reality tools in the process of learning foreign
languages.

The aim of this study is to examine the
peculiarities of using virtual reality technologies in
the process of learning foreign languages, as well
as to identify the challenges that hinder their further
implementation and development.

Presentation of the main material. The spread
of integration of virtual reality tools into the process
of learning foreign languages has an impact on the
educational process. This innovative approach is used
to improve the effectiveness of learning and engage
students by giving them the opportunity to “immerse”
themselves in an interactive virtual environment to
improve their language skills. Technological progress
and scientific research confirm the effectiveness
of this method, which contributes to its growing
popularity among educational institutions. Virtual
reality is an artificial universe created by technical
means and transmitted through the senses familiar
to humans. Computer systems provide visual and
sound effects that immerse the user in an imaginary
universe behind the screen.

The term “virtual reality” (VR) was first introduced
by computer programmer J. Lanier in 1988 and was
defined as “a combination of high-speed computers,
advanced programming techniques, and interactive
devices designed to make computer users feel they
have stepped into another world, a world constructed
of computer data.” Today, virtual reality is defined as
a world created by technical means that is conveyed
to a person through their senses: sight, hearing,

touch, and others. Virtual reality simulates both the
influence and the reactions to that influence [1, c. 54].
To create a convincing set of realistic sensations,
computer synthesis of virtual reality properties and
reactions is performed in real time; this is a human-
machine interaction technology that immerses the
user in a three-dimensional interactive information
environment.

The virtualization of education systems has been
actively pursued in developed countries over the past
decade. There are three main factors driving this
trend:

— increasing requirements for the level of work-
force qualifications in connection with technological
improvements in modern production and the service
sector; the transition of industry to small-batch pro-
duction with rapid model changes, which requires the
rapid retraining of personnel in many companies;

— there is a growing awareness in society of
the value of quality education as a personal and
national asset. Therefore, the education system has
begun to search for new forms of learning. One of
them is distance learning using VR elements. The
virtualization of education opens up fundamentally
new opportunities for solving two of the most
important and pressing problems of our time:
increasing the accessibility of quality education
(including for people with physical disabilities);

— blended the continuity of the educational
process throughout human life, which is already a
universally recognized requirement proclaimed in
UNESCO documents.

Virtual education is a process and result of inter-
action between subjects and objects of education,
accompanied by the creation of a virtual educational
space, the specifics of which are determined by these
objects and subjects, and, accordingly, the existence
which is impossible outside the communication of
teachers, students, and educational objects, or, in
other words, the virtual educational environment is
created only by those objects and subjects that par-
ticipate in the educational process, and not by visual
aids or technical means, no matter how innovative
they may be.

It should be noted, that virtual reality is as a set
of technical tools that immerse a person in a virtual
3D scene, the model of which is created using a com-
puter, allowing the user to feel as if they are present
in another world. Europe and the USA are the lead-
ers in implementing VR in language education. For
instance, Duke University and Cisco have opened a
unique virtual lecture hall for students, equipped with
Cisco TelePresence technology. This technology pro-
vides a virtual connection with a “telepresence” effect,
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allowing students to communicate with professors
and scientists from various countries. The University
of Wisconsin-Madison developed a series of virtual
lessons for students learning Spanish on the ARIS
(Augmented Reality for Interactive Storytelling) plat-
form. Researchers at Cornell University (USA) cre-
ated an Oculus application to develop linguistic and
cultural competencies in Japanese language learners.
Additionally, the Mondly VR app by the Romanian
company ATi Studios — available for Daydream and
Cardboard — offers virtual language learning for vari-
ous languages, including Ukrainian [2, c. 86].

Ukrainian education is still taking its first steps
toward using this technology. In our opinion, the
potential of VR for language education is only begin-
ning to unfold. We believe that language learning is
a potential area for the application of VR technology
and a very promising direction. There are already
more than 20 free apps available on Google and
Apple markets that can be integrated into lessons.

The Internet offers popular VR platforms for
language learning, such as AltspaceVR, EngageVR,
The Wild, Spatial, ENGAGE, Mondly VR, Rumii,
Anyland, NeosVR, High Fidelity, and Bigscreen
Slack (this platform hosts a course from the Leading
Teams in the Digital Era program by Hyper Island),
Virtual Speech, PanoLingo from ITgenerator, and
others, which allow users to acquire knowledge in a
new, exciting, dynamic format and engage them in
an educational communication environment with a
sense of presence.

At the same time, effective activity in an artifi-
cial learning environment is ensured by interactivity,
which allows for the formation of knowledge, com-
munication skills, and abilities. Thus, conditions are
created for gaining experience and transferring it to
activities in a professional environment [3, c. 64].

The use of VR technologies in the process of
learning foreign languages has a number of oppor-
tunities and advantages, such as immersive learning,
visualization of complex concepts, individualization
of learning, and stimulation of interest in learning.
However, it also carries certain risks, such as tech-
nical problems, risks of non-use due to high cost,
distraction from the main material, heterogeneity
of content, as well as risks of privacy and security
breaches, which require careful consideration and
resolution. VR content can be viewed through a vari-
ety of devices, such as VR content can be viewed
through a variety of devices, such as screens, special
glasses, portable gadgets, mobile phones, and vari-
ous headsets. AR technology devices should eventu-
ally function similarly to mini-computers — modern
smartphones. They are equipped with a processor,

GPS, flash memory, RAM, Bluetooth/Wi-Fi for mea-
suring speed, angle, direction, spatial orientation, etc.

The main components required for setting up a
virtual environment and creating augmented real-
ity applications can be divided into two categories:
software and hardware. The most common means of
immersion in virtual reality is specialized helmets/
goggles that are worn on the head. The principle of
operation of such a helmet is quite simple. A display
located in front of the eyes shows video in 3D for-
mat. A gyroscope and an accelerometer attached to
the housing track head movements and transmit data
to a computing system, which changes the image on
the display based on the sensor readings [4, c. 138].
Consequently, the user can “look around” inside the
virtual reality and feel as if they are in the real world.
To ensure the image is high-definition and remains in
focus, special plastic lenses are used. The following
VR formats are distinguished in education:

— face-to-face learning — the transfer of empiri-
cal material through VR in semantic learning (virtual
technologies offer interesting opportunities for the
transfer of empirical material;

— distance learning — group classes with a sense
of presence and social interaction (in distance learn-
ing, students can be located anywhere in the world, as
can the teacher);

— blended learning — the opportunity to be
remotely present in the classroom, see what is hap-
pening, and interact with real students and teach-
ers (if circumstances prevent them from attending
classes, students can do so remotely);

— self-education — any of the developed
educational courses can be adapted for independent
study.

The virtual educational environment is a creative
environment in which learning is possible if stu-
dents have high internal motivation, are emotionally
uplifted, and have a positive, optimistic attitude. A
necessary condition for learning in a virtual educa-
tional environment is the implementation of a per-
son-oriented educational paradigm without the need
to absolutize teaching methods.

With the introduction of the latest technologies
into the educational process, VR demonstrates
significant potential for improving the quality of
education. Presenting information in the form of
virtual objects and scenarios makes it possible to
create an immersive educational environment that
helps engage learners and perceive material more
effectively.

Based on the fact that VR technology involves
working out the interaction between the user and
objects and other people in real time, it can be
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assumed that by modeling professional situations
that a foreign student studying a non-native language
may encounter, it is possible to develop various sce-
narios, program several options for the development
of events, and thus “play out” the communicative
behavior of a future specialist; create specific stress-
ful conditions, such as speaking at a scientific confer-
ence or conducting negotiations, in order to feel con-
fident in such situations in real life. VR applications
for learning foreign languages allow you to immerse
yourself in the environment rather than just “imag-
ine” it, and practice your skills. Modern Modern
natural language recognition and interval repetition
algorithms in such apps simplify learning.

Using VR to immerse themselves in various real-
istic environments for language learning, students
experience different life situations. The experience
they gain shapes their behavior patterns. Immersed in
the atmosphere of professional life, students under-
stand how and what to say, what to do, and how to
behave in order to avoid awkward situations. With
this approach, the line between theory and practice
is blurred, and as a result, the necessary skills are
acquired faster and more efficiently.

Despite the widespread use and successful imple-
mentation of VR tools in the process of learning for-
eign languages, there are still certain challenges and
problems that deserve scientific attention. In this con-
text, attention should be paid to the factor of social
isolation. When learning foreign languages, students
often miss the spontaneous discussions and group
activities that are characteristic of the traditional edu-
cational process. The individual-centered focus of
VR modules makes group projects and conversation
practice difficult. The virtual experience often lacks
important nonverbal cues, such as facial expressions
and body language, which are an important aspect of
effective communication. The results of some studies
have shown that students often lack emotional sup-
port from teachers and classmates, which leads to
feelings of isolation. To overcome these problems,
educational institutions may consider hybrid learning
models that combine VR with traditional classroom
activities, including group activities and interaction
with classmates, to improve the social aspect of lan-
guage learning in VR and reduce feelings of isolation
among students [5, c. 11].

It is also often pointed out that integrating virtual
reality into existing language teaching programs cre-
ates problems in terms of reconciling the experience of
using it with educational goals and teaching methods
without disrupting the educational process. Teachers
must ensure the proper sequence of VR activities in the
educational program, which contributes to the develop-
ment of language skills, grammar, vocabulary, and cul-
tural awareness. Adherence to methodological consis-
tency is important and requires teachers to adapt virtual
reality content to pedagogical approaches such as com-
municative language teaching or task-based learning.

It is also important to highlight the risks of devel-
oping “cyber sickness,” which refers to the discom-
fort and dizziness that some people experience when
using virtual reality technology. Some students may
find it difficult to work with VR content for long peri-
ods of time, which can lead to reduced learning effec-
tiveness and a negative experience. Teachers should
be aware of this issue and consider ways to mitigate
its impact. They can limit the duration of virtual real-
ity sessions, take breaks, or offer alternative learning
activities for students who feel uncomfortable.

Conclusions. Thus, thanks to VR technologies,
the application of which contributes to the creation of
conditions for gaining practical experience and trans-
ferring it to professional activity, the requirements of
modern education are being met, and opportunities
are emerging to provide large amounts of informa-
tion in new ways. The use of VR technologies in edu-
cation is not only a new trend in the field of educa-
tion, but also a new way of learning.

The educational VR environment simulates spe-
cialized professional niches for organizing training
with practice and contributes to the formation of
communication skills and can be used, in particular,
in the field of teaching foreign languages for aca-
demic and professional communication. The future
of educational VR will largely be determined by how
quickly VR becomes a widely available technologi-
cal educational product.

The prospect for further research lies in the
theoretical description of the practical application
of wvirtual reality for learning English, which
encompasses the entire global community, becoming
a global, worldwide, multi-ethnic, and multicultural
conglomerate.
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