
Virtual reality (VR) has special learning  
affordances (properties) that can be used to  

engage students and promote deep learning.

Learners can train for, practice and 
have experiences in VR that are 
impractical, impossible or unsafe in real 
life, e.g. they can fly through a meteor 
field or fix a spaceship in zero gravity.

Networked virtual experiences allow 
learners from anywhere in the world  
to communicate, collaborate and 
problem solve, together.

VR can make learners feel as if they are 
really in situations or that they viewing 
the world through the eyes of others, 
and this can create empathy.

VR allows for the manipulation of size 
and scale e.g. a cell can be the size of 
a house or the learner can travel as a 
cell through the bloodstream of a body.

Learners can see, hear and manipulate 
information in VR that is not accessible 
in real life or to the human senses, e.g. 
they could follow a visualised animal 
scent trail or change the temperature of 
the ocean and observe the effects, all 
around them.

VR environments can provide a space  
to rehearse professional or social skills 
e.g. job interview skills or healthy 
decision-making in a peer group.

Spatial concepts are bought alive in  
VR as learners manipulate, interact  
and create in a 3D mode that is all 
around them.  

Some VR environments are studios or 
‘sandboxes’ for learners to playfully 
design, create and prototype: there is 
no need to access physical materials  
or worry about generating waste. 

Infographic by Erica Southgate PhD, based on research by:
- Dalgarno, B., & Lee, M. J. (2010). What are the learning affordances of 3‐D virtual environments? British Journal of Educational Technology, 41(1), 10-32.
-   Mikropoulos, T. A., & Natsis, A. (2011). Educational virtual environments: A ten-year review of empirical research (1999–2009). Computers & Education, 56(3), 769-780.
-  Slater, M., & Sanchez-Vives, M. V. (2016). Enhancing our lives with immersive virtual reality. Frontiers in Robotics and AI, 3, 74.
-  Southgate, E. et al., The VR School Study. https://vrschoolresearch.com/ 
-   Winn, W. (1993). A conceptual basis for educational applications of virtual reality. Technical Publication R-93-9, Human Interface Technology  

Laboratory of the Washington Technology Center, Seattle: University of Washington.
Design by Tyhe Reading - www.tyhereading.com. Licensed under the Creative Commons Attribution-NonCommerical-NoDerivatives 4.0 International License.


