
 

 
 

DOES VR WORK IN EDUCATION? HERE’S WHAT THE EVIDENCE SAYS 
By Steve Grubbs with research support from ChatGPT 

If you’re an educator or school leader thinking about the future of learning, you’ve probably 
heard the buzz about virtual reality (VR). But beyond the headlines and hype, what do the 
studies actually say about how VR works in the classroom—especially for K–12 students? 

Well, the good news is: the research is compelling. Whether you’re teaching science, history, 
math, or language arts, VR is showing some serious promise—not just in keeping students 
engaged, but in actually helping them learn more, remember longer, and even get excited about 
coming to class. 

Let’s start with the big picture. A systematic review covering 20 years of research found that VR 
has a solid, medium-to-strong positive effect on student learning. It’s not just a shiny new 
toy—it’s a tool that can help students retain more information and understand concepts more 
deeply, especially in subjects like science and social studies. 

In fact, when you look at elementary classrooms specifically, things get even more exciting. One 
recent meta-analysis found that VR had what they called a "medium-large" impact on learning 
outcomes. That’s education-speak for “it works.” And the best part? Affordable VR headsets 
worked just as well as the expensive ones. 

Let’s break it down by subject: 

 

SCIENCE​
​
One standout study had middle school students take a virtual field trip to Greenland to learn 
about climate change. Half the students used VR headsets, and the other half watched the 
same content on a regular screen. The VR group not only scored higher on tests right after the 
lesson—they remembered more when they were tested again later. They also reported feeling 
more interested and engaged. 

Another study with high school students learning forensic science found that VR helped 
students better understand how to complete a complex lab procedure. Even better: when VR 
was paired with a follow-up activity, students scored significantly higher on demonstrating the 
skill. So if you combine immersive learning with traditional teaching methods, you’ve got a 
winning combo. 

 

 



 

MATH​
A VR math game for fourth graders helped students learn fractions in a more interactive, 
hands-on way. Students who played the game did just as well on their math tests as those who 
learned through traditional instruction, but they were way more engaged and excited about the 
lesson. That kind of motivation matters—it’s what helps students stick with challenging subjects 
like math. 

 

LANGUAGE ARTS​
Imagine taking your students inside the world of their next writing assignment. One study had 
high schoolers use VR to explore a 360-degree setting before writing a descriptive essay. The 
results? Their writing was more vivid, more creative, and better organized. They also reported 
higher confidence and lower stress about writing. 

 

HISTORY​
We’ve all seen students struggle to connect with history lessons. But when VR is used to put 
them “inside” a historical event or virtual museum, the impact can be dramatic. A recent review 
of 40 studies found that students learned more, retained more, and got more excited about 
history when it was taught with immersive technology. 

Bottom line? Virtual reality isn’t just fun—it’s effective. The research shows that when used with 
purpose, VR can improve learning outcomes across multiple subjects and grade levels. It 
captures attention, boosts retention, and makes lessons come alive. 

So, if you’re exploring ways to engage your students and help them truly experience what 
they’re learning—VR might just be the tool your classroom needs next. 

And don’t take my word for it, go ahead and dig into the data behind this column. 

 

CONCLUSION​
In a nutshell, the evidence is crystal clear: VR isn’t just a passing trend—it’s a game-changing 
tool that supercharges learning across all subjects and grade levels! Whether it’s bringing 
science labs to life, sparking creativity in writing workshops, or taking students on virtual 
historical adventures, VR makes learning more exciting, memorable, and engaging. 

And the best part? As VR technology becomes more affordable and accessible, it’s now within 
reach for schools of every size. For educators who want to ignite curiosity and create 
unforgettable learning experiences, VR isn’t just the future—it’s a powerful, transformative part 
of the present! 
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