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Abstract 
For the past three years, I, as the director of the Cyprus University of Technology’s Innovation Centre 
and a language lecturer and academic member of the Cyprus University of Technology’s Language 
Centre, have been experimenting with various Virtual Reality systems in order to enhance the 
language learning environment and make the language learning experience more effective. Although, 
this innovative technology has a lot of potential to transform and revolutionize our 21st century 
language learning classroom and the learning environment overall, Virtual Reality is surrounded by a 
complex technology that requires the user to have specialized knowledge of the hardware and the 
software that he or she is about to use. A lack of such knowledge can turn an exciting VR experience 
into a frustrating nightmare for the language lecturer. Furthermore, it will also fail to become an 
effective technological learning tool for the language learner. This lack of knowledge has discouraged 
many language instructors and instructors overall to adapt VR as a learning tool in their courses [1]. 
Taking this issue into account, I decided to create a simple manual where all the technical and non-
technical issues a lecturer might face when trying to set up and use an Oculus Rift VR system for a 
language learning class. This paper focuses on the simple errors and pitfalls that can be avoided prior 
to introducing and using the Oculus Rift VR system in a language learning classroom or course. It 
could also function as a simple blueprint for training language lecturers in order to use it effectively 
and stress-free. 
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1. Introduction 

As a language educator in a tertiary education environment for the last 12 years, I am continuously 
looking for new ways to enhance my language learning classroom with new technological tools in 
order to create a more interactive and creative learning environment to keep students engaged and 
improve their language skills. One new emerging technological device that has permeated our 
classrooms in the last couple of years is Virtual Reality. Even high immersive VR systems such as 
HTC VIVE and Oculus Rift have become more accessible as prices have declined[2], the evolution of 
VR technology made the immersion into the digital world almost flawless and more VR applications 
are available that can be exploited for language learning purposes with new applications being 
developed[3]. These developments made VR more appealing as it would make my English for Specific 
Purpose (ESP) classroom more interactive. The strength of VR technology lies in the 3D computer 
generated world in which a person can immerse him-or herself and interact in it [4]. However, the high 
price and complex technology surrounding high immersive VR systems has kept them out of the 
mainstream classroom [5]. Regardless of these aforementioned issues, I purchased and decided to 
implement a high immersive VR system in my ESP language classroom. Unfortunately, I 
underestimated the various technical and non-technical pitfalls, which I would encounter during the set 
up and usage of the VR system, as it led to student and educator frustration, and a lot of unexpected 
class interruption due to technical issues. All these challenges raised my skepticism regarding the 
usage of VR in the classroom, but it was also the catalyst in recording all the pitfalls connected to the 
VR. The aim of this paper is to offer solutions to potential challenges and prepare language educators, 
who might be interested in utilizing the high immersive VR system Oculus Rift in their language 
classrooms as the benefits of VR outweighs the pitfalls. 

 
2. Benefits of VR in Education 

The question might be asked by many educators why they should consider using a demanding 
technological tool like VR in their classrooms. Literature provides some compelling evidence regarding 
the potential benefits of VR when it is used effectively. Firstly, VR helps to increase students’ 
motivation by providing an immersive and engaging experience [6]. Studies have also reported that 
VR improves students’ academic performance[7]. Furthermore, VR promotes students to become 
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more active learners as the VR systems allow students to learn more autonomous and encourages 
them to utilize their decision-making skills[8]. Language learning studies also revealed that VR 
technology increased motivation in class and out of class. [9] 
 

3. Why Oculus 

There is a wide variety of VR systems available in today’s market. However, there are only two high 
immersive VR mainstream systems available at the moment. The first one is the HTC VIVE, which is 
produced by HTC and the second one is the Oculus Rift which was taken over by Facebook. Both 
systems are high performance devices which allow the user to have the best immersive experience. 
 
[10] The Oculus was chosen as it was sold locally, and its price tag was more affordable than the 
HTC. 
 

4. Data collection 

Data was collected during the fall semester 2018 and spring semester 2019 during three different 
occasions. The first data collection took place during the VR introduction sessions at the Cooperative 
and Interactive Language Learning Centre (ReCILLC) of the CUT Language Centre. The second data 
collection took place at the CUTing Edge an American Space innovation center during a VR research 
project regarding ESP. The final data collection was at the CUTing Edge during the LC’ s VR 
workshop. I observed and recorded all the challenges and how each challenge was solved in a 
journal. 
 

5. Examining the pitfalls 

The pitfalls and issues that an educator could face during the entire process of the Virtual Reality 
usage and experience will be split into three categories: the practical, the technical and other critical 
issue. 
 

5.1 The practical issues 

Two of the most important practical issues an educator might face when setting up the VR equipment 
is the amount of space that is needed and the space’s layout for efficient and safe usage of Oculus 
Rift. In order to operate the Oculus Rift a powerful computer is required and a monitor so that you, the 
educator can follow the process and progress of the VR user. Furthermore, the Oculus Rift headgear 
is connected to the computer with an HDMI and USB cable. Moreover, two motion sensors are also 
connected to the computer in order to track your position. Finally, during the VR experience the user 
holds two controllers to interact and control the movements in the virtual reality world. This requires 
adequate space for equipment so users can move the controllers and body freely and safely. 
 
Having inadequate space or layout will inhibit the VR experience. Therefore, classrooms or lecture 
halls where Oculus Rift VR will be implemented should be measured and cleared of any obstacles 
that would inhibit movement. 
 

5.2 The technical issues 

The technical issues are usually the issues that discourage instructors from using Virtual Reality in the 
classroom as specific technical skills and knowledge is required to operate it effectively. 
 

a. The setup of the computer hardware and connecting the Head Mount Display (HMD) correctly 
and adjusting it in order to allow the user to experience the immersion effectively. 

 
b. VR systems and VR apps need updates and usually you do not know if updates are available 

or needed until you are about to use them. Neglecting to perform regular required system 
updates can cause significant lesson delays which lead to student disengagement from the 
lesson and causing frustration among the language instructors and students. The solution to 
this issue is to check for any updates available and to give yourself enough time in order to 
update the system if necessary, before the VR usage. 

 
c. Language instructors should also check if the VR App that they have chosen to use in class 

does not need any internet connection. Oculus Rift needs a stable internet connection and 
WIFI is not recommended. 
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d. The various hardware and software that are coming together in order to create the Virtual 
Reality learning experience can be overwhelming for one person. You might have all the 
knowledge to set up and execute the Virtual Reality experience; however, it can be quite 
difficult to handle it alone as various questions from students and technical issues might arise 
during the experience. I and my research partner had one to two student assistants that were 
familiar with Oculus in order to address any technical issues. Thus, allowing the instructor to 
focus on teaching and facilitating students’ learning needs and tasks 

 
e. At the moment, there are not many educational applications available specifically for language 

learning. However, that does not mean that you cannot choose various other Apps and use 
their content for language learning. In order to use them effectively each App should be 
researched and tested to learn about the functionality of the particular application that you 
have chosen in order to be integrated successfully into your curriculum. 

 

5.3 Other critical issues 

One of the common side effects that VR user might develop is motion sickness. Some of the motion 
sickness can be contributed to the latency of the VR system [11]. However, during a VR for ESP 
research I and my research partner noticed that students were turning their heads too quickly in 
various directions in order to take in all the information that the virtual environment enabled them to 
see and experience. 
 
Some students even showed some fear when they put on the HMD as they feared the unknown. In 
order, to minimize these issues and create a comfortable learning environment we organized a pre-
VR usage seminar where we introduced each individual part related to the VR system. Furthermore, 
we also showed the students how to move their head when navigating in the virtual world so that 
motion sickness can be minimized. 
 

6. Conclusion 

Effective high immersive VR implementation into a language learning classroom can be achieved if 
adequate training and assistance in combination with a blueprint of how to avoid or mitigate VR 
challenges is provided to the educator. By having all that, I strongly believe that a language educator 
is able to provide students an unequivocally vivid learning experience with a high immersive VR 
system such as the Oculus Rift. 
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