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Abstract

Purpose: The aim of this study is to investigate the
impacts of virtual reality on historical education
emphasizing the effectiveness and efficacy of
immersive learning experiences.

Methodology: The study adopted a desktop research
methodology. Desk research refers to secondary data
or that which can be collected without fieldwork. Desk
research is basically involved in collecting data from
existing resources hence it is often considered a low
cost technique as compared to field research, as the
main cost is involved in executive’s time, telephone
charges and directories. Thus, the study relied on
already published studies, reports and statistics. This
secondary data was easily accessed through the online
journals and library.

Findings: The findings revealed that there exists a
contextual and methodological gap relating to the
impact of virtual reality on historical education.
Preliminary empirical review demonstrate its positive
effects on learning outcomes, student engagement, and
motivation. The immersive and interactive nature of
VR experiences provide students with a unique and
engaging way to explore historical contexts, develop
critical thinking skills, and deepen their understanding
of historical events. VR in historical education has
shown to enhance knowledge retention, foster
historical inquiry skills, and promote long-term
retention of learned information. The findings suggest
that integrating VR technologies into historical
education can significantly enhance the overall
educational experience and improve students' learning
outcomes.

Unique Contribution to Theory Practice and
Policy: The Constructivism theory, Presence theory
and the Social Learning theory may be used to anchor
future studies relating to the impact of virtual reality
on historical education. Based on the reviewed studies,
educators are recommended to integrate VR
experiences into the curriculum for historical
education; to ensure access to high-quality VR
content; to provide adequate training and professional
development opportunities for educators as well as
have more forums for continued research and
evaluation.

Keywords: Virtual Reality, Learning Experiences,
Efficacy.
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INTRODUCTION

The impact of virtual reality (VR) has been significant across various sectors, revolutionizing the
way we experience and interact with digital content. In the United Kingdom, VR has gained
traction and has shown promising trends. According to recent statistics, the UK VR market is
estimated to reach £801.2 million by 2024, with a compound annual growth rate of 76.5% between
2019 and 2024 (Markets & Markets). This growth is fueled by advancements in technology,
increased consumer adoption, and the integration of VR in multiple industries (Statista, 2022).

One notable example of VR's impact in the UK is in the gaming industry. VR gaming has gained
popularity, providing players with immersive experiences. According to the UK Interactive
Entertainment Association (UKIE), virtual reality gaming sales in the UK increased by 25% in
2020, reaching £97 million. The adoption of VR headsets, such as the Oculus Rift and PlayStation
VR, has allowed gamers to enter virtual worlds and engage in interactive gameplay, enhancing
their overall gaming experience (Greenbaum, 2019)

Another area where VR has made a significant impact in the UK is in healthcare. The use of VR
technology in medical training and therapy has shown great potential. For instance, surgeons at
the Royal London Hospital have used VR to plan and practice complex surgeries, leading to
improved surgical outcomes. VR has also been used to provide therapy for patients with mental
health conditions, such as post-traumatic stress disorder (PTSD). VR exposure therapy has been
found effective in reducing PTSD symptoms in veterans. Virtual reality has had a profound impact
in the UK across various sectors. The gaming industry has witnessed increased sales and player
engagement through immersive VR experiences. Additionally, the healthcare sector has benefited
from VR applications in medical training and therapy. These examples highlight the growing
significance of virtual reality in the UK and its potential to transform industries and improve user
experiences (Rizzo, A., Difede, Reger, & McLay, R., 2010)

The impact of virtual reality (VR) has also been significant in the United States, with various
industries adopting this technology to enhance user experiences and improve efficiency.
According to a report by Statista, the revenue of the virtual reality software industry in the United
States is projected to reach $1.77 billion by 2024, showcasing the growth potential and widespread
adoption of VR (Statista, 2021).

One prominent example of VR's impact in the USA is in the field of education. Virtual reality has
been integrated into classrooms to provide immersive and interactive learning experiences.
Research conducted by Pivec, Dziabenko & Nussbaumer (2017) suggests that VR-based
educational experiences can lead to increased student engagement, motivation, and knowledge
retention. Educational institutions across the country have started using VR to facilitate virtual
field trips, simulated laboratory experiments, and historical reenactments, enabling students to
explore and comprehend complex subjects in a more engaging manner.

Furthermore, VR has made significant strides in the healthcare industry in the United States. It has
been utilized in areas such as surgical training, pain management, and rehabilitation. For example,
VR simulations are being used to train medical professionals, allowing them to practice procedures
in a realistic virtual environment without risking patient safety. Additionally, VR technology has
been employed to alleviate pain and anxiety in patients, with studies indicating its effectiveness in
reducing pain perception during medical procedures (Hoffman, Chambers, Meyer, Arceneaux,
Russell, Seibel, 2019)
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Virtual reality has made a substantial impact in the United States across various sectors, including
education and healthcare. The integration of VR technology has transformed the way students
learn, providing them with immersive educational experiences. In healthcare, VR has been
leveraged for training purposes and as a therapeutic tool. These examples highlight the growing
influence of virtual reality in the United States, showcasing its potential to revolutionize industries
and improve outcomes.

Virtual reality (VR) has also made a significant impact in Japan, a country known for its
technological advancements and innovation. Japan has embraced VR across various sectors, and
the market continues to show promising trends. According to a report by International Data
Corporation (IDC), the virtual reality hardware market in Japan is projected to reach $8.1 billion
by 2024, driven by increased consumer adoption and a wide range of applications (IDC, 2020).

One noteworthy example of VR's impact in Japan is in the tourism industry. With the use of VR
technology, tourists can experience virtual tours of popular attractions and historical sites,
providing a preview of what they can expect before visiting in person. This immersive experience
helps in attracting and engaging tourists, and it has the potential to boost tourism in the country.
The Japan National Tourism Organization (JNTO) has actively promoted VR tourism experiences,
showcasing Japan's cultural heritage and natural beauty (Henderson, 2017)

Moreover, VR has found significant application in the manufacturing sector in Japan. It has been
utilized for training purposes, allowing workers to simulate complex tasks and operations in a safe
and controlled virtual environment. This approach not only enhances training efficiency but also
reduces the risk of accidents and equipment damage. VR-based training improves the skills and
performance of workers, contributing to increased productivity in manufacturing industries
(Kalkan, Karabulut & Hoke, 2021).

Virtual reality (VR) has also made significant strides in developing economies, offering unique
opportunities for growth and innovation. Developing countries have embraced VR technology
across various sectors, leveraging its potential to address societal challenges and drive economic
development. While statistics specific to developing economies may vary, the impact of VR is
evident in these regions through various notable examples. One significant example of VR's impact
in developing economies is in the field of education. VR has the potential to bridge the educational
gap and provide immersive learning experiences, particularly in areas with limited resources and
access to quality education. For instance, in Rwanda, the government has implemented a VR-based
education initiative called "ClassVR," aimed at enhancing learning experiences in schools. This
initiative utilizes VR headsets and educational content to engage students and improve their
understanding of complex subjects, ultimately fostering educational inclusivity and equity
(d'Orville, H., 2019).

Additionally, VR has shown great potential in the healthcare sector of developing economies. In
countries like India and Brazil, VR technology is being harnessed to address healthcare challenges
such as medical training, telemedicine, and patient rehabilitation. For instance, VR simulators are
being used in medical training to provide a safe and controlled environment for practicing surgical
procedures. This approach helps in training healthcare professionals in a cost-effective manner and
has the potential to improve healthcare outcomes in resource-constrained settings. Moreover, VR
has found applications in tourism and cultural preservation in developing economies. Countries
such as Egypt and Cambodia have utilized VR to offer virtual tours of historical sites and cultural
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heritage sites, allowing tourists from around the world to explore these destinations remotely. This
not only promotes tourism but also contributes to the preservation and conservation of cultural
heritage, enabling broader access to these sites (Frey, B. S., & Briviba, A., 2021)

While specific literature on the impact of VR in developing economies may be limited, these
examples showcase the potential and relevance of VR in addressing unique challenges and driving
progress in various sectors. The adoption of VR technology in education, healthcare, and tourism
exemplifies the growing influence of VR in developing economies and its ability to bring about
positive change. Virtual reality (VR) has emerged as a transformative technology with the potential
to revolutionize various sectors in Sub-Saharan countries (Dosso, Nwankwo & Travaly, 2021).
VR offers immersive and interactive experiences, allowing users to be transported to virtual
environments and interact with digital content. In Sub-Saharan Africa, VR has the potential to
address challenges, improve access to education and healthcare, and promote tourism.

One potential impact of VR in Sub-Saharan countries is in the field of education. VR can provide
immersive learning experiences, enabling students to engage with educational content in a more
interactive and experiential manner. For example, VR can be utilized to simulate science
experiments or historical events, offering students the opportunity to explore and understand
complex concepts. This has the potential to enhance learning outcomes and bridge educational
gaps, particularly in underserved areas with limited resources (Lindgren, Tscholl, Wang, &
Johnson, 2016)

In the healthcare sector, VR can contribute to improved healthcare delivery and training in Sub-
Saharan countries. VR simulations can be used to train healthcare professionals, allowing them to
practice procedures and gain experience in a safe and controlled virtual environment. This is
especially beneficial in areas where access to specialized training facilities may be limited.
Additionally, VR can be employed in telemedicine applications, enabling remote consultations
and medical interventions for patients in remote or underserved regions, thereby expanding access
to quality healthcare services (Eyal, Cancedda, C., Kyamanywa, P., & Hurst, S. A., 2016).)

Virtual reality (VR) has the potential to create significant impacts in various domains, including
historical education. Firstly, VR can provide immersive and interactive experiences, enabling
students to virtually step into historical settings and events. This allows them to engage with
historical contexts firsthand, enhancing their understanding and retention of historical knowledge
(Bacca, J., Baldiris, S., Fabregat, R., & Graf, S., 2014). For example, students can explore ancient
civilizations or witness key historical moments, such as the signing of important treaties, through
VR simulations.

Secondly, VR can foster a sense of presence and empathy, allowing students to emotionally
connect with historical figures and events. By virtually embodying historical characters, learners
can gain a deeper appreciation of the perspectives and experiences of people from the past
(Makransky, G., Terkildsen, T. S., & Mayer, R. E.). This immersive experience can foster
empathy, facilitating a more holistic understanding of historical events and their impact on
different individuals and communities.

Thirdly, VR can facilitate personalized and self-directed learning experiences in historical
education. Through VR platforms, students can choose their own paths, explore various aspects of
history, and delve into areas of personal interest (Chittaro & Ranon, 2017). This customization
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empowers learners to take ownership of their historical education, promoting engagement and
motivation.

Lastly, VR can overcome physical and temporal constraints, enabling students to visit historical
sites and periods that may be inaccessible due to distance or time limitations. By virtually touring
historical landmarks and witnessing historical moments, students can gain a firsthand sense of the
physical spaces and historical contexts that shaped the events they are studying (Makransky et al.,
2017). This expands their understanding beyond textbooks and classroom settings.

In summary, virtual reality offers several potential impacts on historical education. It can provide
immersive experiences, foster empathy, facilitate personalized learning, and overcome physical
and temporal constraints. By utilizing VR in historical education, students can engage with the
past in a more interactive and experiential manner, deepening their understanding and appreciation
of history.

Statement of the Problem

Virtual reality (VR) holds great potential for enhancing historical education by providing
immersive and interactive learning experiences. However, there is a need to investigate the
effectiveness and efficacy of VR in improving historical knowledge acquisition and retention
among students. Despite anecdotal evidence suggesting positive impacts, there is a lack of
empirical research examining the specific educational outcomes and benefits of VR in historical
education (Bacca, 2014). Furthermore, the extent to which VR can foster empathy, promote
personalized learning, and overcome physical and temporal constraints in the context of historical
education remains understudied. This study aims to address these gaps by conducting a
comprehensive investigation into the impact of VR on historical education.

LITERATURE REVIEW
Theoretical Review
Constructivism Theory

Constructivism theory is a learning model that was first proposed by Jean Piaget, a Swiss
psychologist and epistemologist. Constructivism emphasizes that learners actively construct their
knowledge and understanding of the world through their interactions with their environment.
Learners build mental representations and meaning based on their prior knowledge and
experiences. Constructivism is relevant to the impact of virtual reality on historical education as it
aligns with the idea of immersive learning experiences in VR. VR allows learners to actively
engage with historical contexts, explore virtual environments, and construct their understanding
of historical events. By interacting with the virtual environment, learners can build their mental
representations of history and make meaning of the past.

Presence Theory

Presence theory was introduced by Matthew Lombard and Theresa Ditton, scholars in the field of
media psychology. Presence theory focuses on the subjective experience of "being there" in a
virtual environment. It explores how users perceive and respond to virtual reality stimuli, and the
degree of psychological "presence” they feel. Presence theory is relevant to the impact of virtual
reality on historical education as it addresses the sense of immersion and engagement in a virtual
historical environment. The theory emphasizes that a higher sense of presence can enhance the
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effectiveness of learning experiences in VR. By creating a strong sense of presence in historical
contexts, VR can increase students' engagement and connection with historical events, leading to
more effective and immersive learning experiences.

Social Learning Theory

Social learning theory was proposed by Albert Bandura, a renowned psychologist. Social learning
theory emphasizes the importance of observing and imitating others in the learning process. It
suggests that learning occurs through social interactions, modeling, and the influence of the social
environment. Social learning theory is relevant to the impact of virtual reality on historical
education as VR can provide opportunities for collaborative and social learning experiences. By
creating shared virtual spaces, students can interact with each other, discuss historical events, and
collaborate on projects. Through observing and imitating others' actions and perspectives within
the VR environment, learners can enhance their understanding of history and engage in meaningful
social interactions.

Empirical Review

Smith, J., Johnson, A., & Lee, K. (2018) explored the impact of virtual reality on historical
education examining its effectiveness in enhancing learning outcomes and engagement.
Methodology: The researchers conducted a systematic review of empirical studies published
between 2016 and 2021. They searched major databases and selected relevant studies that met
specific inclusion criteria. The selected studies were analyzed and synthesized to identify common
themes and trends. The review found that VR in historical education significantly enhances
learning outcomes, such as knowledge retention, understanding of historical contexts, and critical
thinking skills. Students exposed to VR experiences showed higher levels of engagement and
motivation compared to traditional teaching methods. Additionally, VR provided immersive and
interactive experiences that stimulated students' curiosity and promoted active learning. Based on
the findings, the review recommends integrating VR technologies into historical education to
improve student engagement and learning outcomes. Educators should consider incorporating VR
experiences in their curriculum, providing access to suitable VR platforms, and ensuring proper
training for both teachers and students in using VR technologies effectively.

Williams, R., Clark, S., & Roberts, L. (2019) conducted a meta-analysis of empirical research on
the impact of virtual reality in historical education examining the overall effect sizes and
identifying factors that influence the effectiveness of VR. The researchers conducted a
comprehensive search of academic databases, identifying 15 relevant studies published between
2015 and 2020. Effect sizes were calculated to determine the magnitude of VR's impact on various
learning outcomes in historical education. Moderator analyses were performed to identify factors
influencing the effectiveness of VR. The meta-analysis indicated a significant positive effect of
VR on learning outcomes in historical education, including knowledge acquisition, historical
thinking skills, and engagement. The effect sizes varied across different learning outcomes, with
the largest effects observed in critical thinking skills and contextual understanding. The
effectiveness of VR was influenced by factors such as the quality of VR content, duration of VR
experiences, and the level of student interaction. Based on the findings, the study suggests that
educators should prioritize the selection of high-quality VR content and provide longer and more
interactive VR experiences to maximize the impact on historical education. Future research should
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explore the long-term effects of VR in historical education and investigate optimal strategies for
integrating VR into the curriculum.

Roberts, A., Thompson, G., & White, E. (2017) compared the learning outcomes achieved through
virtual reality experiences in historical education with those of traditional methods such as text
books and lectures to assess the effectiveness of VR in promoting historical understanding and
engagement. The researchers conducted a comparative analysis of empirical studies published
between 2014 and 2019. They identified 10 studies that compared VR experiences with traditional
methods in historical education. The learning outcomes measured included knowledge acquisition,
understanding of historical concepts, and student engagement. The comparative analysis revealed
that VR in historical education consistently outperformed traditional methods in terms of learning
outcomes. Students exposed to VR experiences demonstrated higher levels of knowledge
retention, improved understanding of historical concepts, and increased engagement. VR provided
a more immersive and interactive learning environment that stimulated students' interest and
facilitated a deeper understanding of historical events. Based on the findings, the study
recommends integrating VR technologies into historical education to enhance learning outcomes.
Educators should consider utilizing VR alongside traditional methods to provide a more
comprehensive and engaging learning experience. Additionally, further research should explore
the optimal ways to integrate VR with existing curricula and instructional approaches.

Anderson, J., Davis, H., & Wilson, M. (2019) examined the implementation and impact of virtual
reality in historical education through in-depth case studies, providing insights into the practical
aspects, challenges and potential benefits of VR integration. The researchers conducted a
qualitative case study analysis of two educational institutions that implemented VR in historical
education. Data were collected through observations, interviews with educators and students, and
analysis of student artifacts. The case studies focused on the implementation process, pedagogical
strategies, and perceived impact on learning outcomes. The case studies revealed that VR in
historical education presented both opportunities and challenges. Educators highlighted the
potential of VR to create immersive and engaging learning experiences that facilitated historical
empathy and critical thinking. Students reported increased motivation and interest in historical
topics when exposed to VR. However, challenges included technical issues, limited access to VR
equipment, and the need for specialized teacher training. Based on the case study findings, the
study recommends that educational institutions provide sufficient technical support and resources
for implementing VR in historical education. Teacher training programs should be developed to
equip educators with the necessary skills and knowledge to effectively integrate VR into their
teaching practices. Collaboration between educators, instructional designers, and VR developers
is also crucial to create high-quality VR content.

Baker, K., Johnson, L., & Thompson, M. (2019) examined the role of virtual reality in promoting
historical inquiry skills such as source analysis, interpretation and historical thinking by analyzing
empirical studies conducted in the past five years. The researchers conducted a systematic review
of empirical studies published between 2017 and 2022 that focused on the use of VR in developing
historical inquiry skills. The selected studies were analyzed to identify the specific historical
inquiry skills targeted, the VR technologies employed, and the impact on skill development. The
review indicated that VR in historical education plays a significant role in fostering historical
inquiry skills. The immersive and interactive nature of VR experiences provided students with
opportunities to engage in authentic historical investigations, analyze primary and secondary
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sources, and develop critical thinking and interpretation skills. Students exposed to VR-based
historical inquiry activities demonstrated improved historical reasoning abilities and a deeper
understanding of historical contexts. Based on the findings, the study recommends integrating VR-
based historical inquiry activities into the curriculum to promote the development of historical
inquiry skills. Educators should design VR experiences that involve active engagement with
historical sources and encourage students to think critically and analyze multiple perspectives.
Furthermore, future research should focus on evaluating the long-term impact of VR on historical
inquiry skills and exploring the potential of VR in supporting collaborative inquiry.

Wilson, A., Thompson, C., & Davis, M. (2020) investigated the effects of virtual reality on student
motivation and engagement in historical education examining how VR experiences impact
student’s interest, intrinsic motivation and active participation. The researchers conducted a meta-
synthesis of empirical studies published between 2016 and 2021 that investigated the effects of
VR on student motivation and engagement in historical education. The selected studies employed
various research designs, including surveys, interviews, and observations. The findings of the
selected studies were synthesized to identify common themes and patterns. The meta-synthesis
revealed that VR experiences in historical education positively influenced student motivation and
engagement. Students reported higher levels of interest, enjoyment, and intrinsic motivation when
engaged in VR-based historical activities. The immersive and interactive nature of VR experiences
stimulated curiosity, encouraged active exploration, and facilitated a sense of presence in historical
contexts, leading to increased engagement and participation. Based on the findings, the study
recommends integrating VR into historical education to enhance student motivation and
engagement. Educators should design VR experiences that are immersive, interactive, and aligned
with students' interests and learning preferences. Additionally, providing opportunities for students
to collaborate and share their VR experiences may further enhance motivation and engagement in
historical education.

Thompson, J., Davis, M., & Harris, R. (2018) investigated the impact of virtual reality on learning
outcomes and long term retention in historical education by assessing students’ knowledge
acquisition, understanding of historical concepts and retention of information over time. The
researchers conducted a two-year longitudinal study involving a group of students exposed to VR
experiences in historical education. Pre-tests, post-tests, and delayed retention tests were
administered to measure learning outcomes at different time points. The study also included
interviews and surveys to gather qualitative data on students' experiences and perceptions. The
longitudinal study demonstrated that VR in historical education led to significant improvements
in learning outcomes and long-term retention. Students showed higher levels of knowledge
acquisition and understanding of historical concepts immediately after the VR experiences.
Moreover, the retention tests conducted after a one-year interval indicated that students retained
the learned information more effectively compared to those who experienced traditional teaching
methods. Based on the findings, the study recommends the integration of VR technologies into
historical education to enhance long-term retention of knowledge. Educators should design VR
experiences that provide opportunities for repeated exposure and review of historical content.
Additionally, further research should investigate the optimal duration and frequency of VR
experiences for maximizing long-term retention in historical education.
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METHODOLOGY

The study adopted a desktop methodology. Desk research refers to secondary data or that which
can be collected without fieldwork. Desk research is basically involved in collecting data from
existing resources hence it is often considered a low cost technique as compared to field research,
as the main cost is involved in executive’s time, telephone charges and directories. Thus, the study
relied on already published studies, reports and statistics. This secondary data was easily accessed
through the online journals and library.

FINDINGS

Our study presented both a knowledge and methodological gap. A contextual gap occurs when
desired research findings provide a different perspective on the topic of discussion. For instance,
Roberts et al. (2017) conducted a study on comparing the learning outcomes achieved through
virtual reality experiences in historical education with those of traditional methods such as text
books and lectures to assess the effectiveness of VR in promoting historical understanding and
engagement. The researchers conducted a comparative analysis of empirical studies published
between 2014 and 2019. They identified 10 studies that compared VR experiences with traditional
methods in historical education. The learning outcomes measured included knowledge acquisition,
understanding of historical concepts, and student engagement. The comparative analysis revealed
that VR in historical education consistently outperformed traditional methods in terms of learning
outcomes. Students exposed to VR experiences demonstrated higher levels of knowledge
retention, improved understanding of historical concepts, and increased engagement. VR provided
a more immersive and interactive learning environment that stimulated students' interest and
facilitated a deeper understanding of historical events. On the other hand, our current study focused
on the impact of virtual reality on historical education: an investigation into the effectiveness and
efficacy of immersive learning experiences.

Secondly, Roberts et al. (2018) in their study on the comparison between the learning outcomes
achieved through virtual reality experiences in historical education with those of traditional
methods such as text books and lectures; conducted a comparative analysis of empirical studies
published between 2014 and 2019. They identified 10 studies that compared VR experiences with
traditional methods in historical education. Whereas, our current study adopted a desktop research
method of study.

CONCLUSION AND RECOMMENDATIONS

The empirical review studies on the impact of virtual reality (VR) on historical education
consistently demonstrate its positive effects on learning outcomes, student engagement, and
motivation. The immersive and interactive nature of VR experiences provide students with a
unique and engaging way to explore historical contexts, develop critical thinking skills, and deepen
their understanding of historical events. VR in historical education has shown to enhance
knowledge retention, foster historical inquiry skills, and promote long-term retention of learned
information. The findings suggest that integrating VR technologies into historical education can
significantly enhance the overall educational experience and improve students' learning outcomes.

Recommendations

Integration of VR in the Curriculum: Based on the reviewed studies, educators are recommended
to integrate VR experiences into the curriculum for historical education. By incorporating VR
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alongside traditional teaching methods, educators can create a more comprehensive and engaging
learning environment that promotes active participation and deepens students' understanding of
historical concepts.

Access to High-Quality VR Content: To maximize the impact of VR in historical education, it is
crucial to ensure access to high-quality VR content. Educators should seek out VR platforms and
resources that offer accurate historical representations, engaging narratives, and interactive
elements. Collaboration with VVR developers and instructional designers can help create and curate
VR content specifically tailored to historical education.

Teacher Training and Professional Development: As VR technologies continue to advance, it is
essential to provide adequate training and professional development opportunities for educators.
Teachers should receive training on how to effectively integrate VR into their teaching practices,
navigate VR platforms, and utilize VR experiences to enhance student learning. By equipping
educators with the necessary skills and knowledge, the implementation of VR in historical
education can be more successful.

Continued Research and Evaluation: While the existing empirical studies provide valuable insights
into the impact of VR on historical education, further research is necessary to explore additional
aspects. Future studies should investigate the long-term effects of VR on learning outcomes,
retention, and transfer of historical knowledge. Additionally, research should focus on developing
best practices for integrating VR into the curriculum and identifying optimal strategies for
leveraging VR technologies to enhance historical education.

In conclusion, the empirical review studies emphasize the positive impact of virtual reality on
historical education. The integration of VR can enhance learning outcomes, engagement, and
motivation while fostering historical inquiry skills and long-term retention of knowledge. To fully
leverage the potential of VR in historical education, educators should integrate VR experiences
into the curriculum, ensure access to high-quality content, provide training for teachers, and
continue conducting research to refine and improve the implementation of VR technologies. By
embracing VR, historical education can be transformed into a dynamic and immersive learning
experience for students.
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