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ABSTRACT

Virtual reality in current scenario has
become very essential part in every sector. Dueto
its importance it has emerged significantly in
education sector also after COVID-19. It has got
tremendous growth in India. This study examined
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the usage, impact and expansion of virtual reality
\;L in villages. Sudy was based on secondary data
_ and it isfound that there is need for expansion of
CorrespondingAuthors virtual realityin villagesand for this purpose step
Vaibhav Kumar Ingle, for digitalization with affordablepriceisrequired.
Department of Computer Science After that there is need to educate the students
Vikas Shar ma, Department of Computer Science | about the use of virtual reality for their studies.
Abhinav Agrawal, Department of Commerce The growth of usage of virtual reality has seen
Agrasen Mahavidyaaya, significant boost incitiesbut it isstill not upto the
Raipur, Chhattisgarh, INDIA mark in villages.
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There is a technique where by creating an

‘ atificid environment itispresentedinfront of usexactly

‘. likethereal environment.
o In Virtual Redlity you can be anyone and
Plagiarism Checker X - Report anywhereyouwant to be. Virtual Reality makesthe
Originality Assessment unreal real through computer softwareand hardware.
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overat smiariey: 90 Virtual redlity isanimaginary world, whichis
Statistics: 123 wi;‘:Pl:";;:zj:i’jl 308 Total words Cr%tw through acomleter wgern and aper$n IS
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gatsexperiencingthered environment. Virtud redity
isexperienced on acomputer mainly through two of
the five senses — vision (eyes) and aural sound.
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Virtud redlity istypically athree-dimensional (3-D) landscapethat the person operating it can dter or
interferewith. Actudly itisavirtua world whichlooksexactly likethereal world.

Satement of the Problem

Motivation for the study of thistopic comesfrom the changing scenario of study, asso many online
porta providing study freeor in very nomind charges ,and changesin thisareahas been seen post Covid-19.
Thisstudy focus on study of theimpact of virtua redlity which may bepositive or negative. Study asofocus
onto know the degree of expansion of virtua redity invillagesand backward aress.

Literature Review

Supriana, Iping & Victor (2007) according to them virtua reality can be a soimplement in education
fieddasowhichisbetter for rura areafor practical session and different training programs.

Manda, Sharmistha. (2013) in hispaper explained that virtua reality isaway fromwherehuman being
specidly student interact with s mulated environment wherethey can fed, touch and experiencetherea world
whichisvery helpful to solvetheproblem and analysethedifferent situation for both presence and distance
learning programs.

Brian W. Sloboda Study (2016) saysthat distancelearning whichinclude 3-D virtua learning hasgot
high demand among students. Thismethod of learning provides eva uation of studentsthrough measurement
of their performancethrough virtua technology. Study reved sthat 3-D virtua |earning environment hasbecome
paramount. With thiseducator getsbetter ideaabout carefully assessment of studentslearning and outcomes.

AhmedAl-Gindy, ChemaFdix, (2020) in hisstudy author explained that student can study fundamental
study of liveswith experience. They not only study they can fed andlivewith sudy. They caneasly understand
what they arelearning and what they will doinfuture.

Chamekh, Y., & Amin Hammami, M. (2020) Virtud redity in education takes center stage. For students
to acquirerelevant skills, it isnecessary tointroduce avirtua worldto achievethe practica aspect neededin
thework environment. Memorizing facts bores students; therefore, virtua reality isneeded to help students
acquireexpertise. Thispaper will discusstheimpact of virtual reality on modern education. To understand the
impact of virtua reality on the education sector, atheoretical approach and quantitative research were used.
Theresultsof thestudy show that virtud redlity hel psstudentswith specid educationa needsand ensuresthat
skills are acquired. Virtual reality improves students’ self-esteem.

Objective of Sudy
1. Toknow about usageof Virtua Redlity in education.
2. Todetermineimpact of virtud redlity in education.
3. Tostudytheexpansion of virtud redity in educational sectorsin villages.

Research Methodology

Thisstudy isbased on the secondary datacollected from variousbooks, websites, newspaper, journas
and magazines etc.

Scope of the Sudy

Study of theimpact of virtua redlity in education can be helpful for understanding therole of virtual
reality not only in education sector but in other sectorstoo. Study will be useful for determining the usage of
virtud redity invarioussectorsand how it can beimplementedin rurd areas, specialy for educationa purpose.
Extensive study of thistopic can open thedoor for further research.
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Augmented and Virtual Reality in Education Market Size

In education sector virtua reality isexpected to get growth at CAGR value of 18.5% from year 2022
toyear 2027. Accordingto report of Linkedin Virtual Redlity (VR) in Education Market isvalued at USD
873.2millionin 2018 and isexpected to reach USD 10,941.5 million by 2025 with aCAGR of 43.5% over
theforecast period.

Under Artificial Intelligence various software’s were used in educational purpose through which the
students are capableto acquire knowledge and skills. While experiencing the technol ogy, variouskind of
games, and Practice 3-D presentation arethekey part of thismethod of education. Throughillusion by 3-D
technol ogy students can exploretherea environment of different sector and events. Thistechnology iswidely
used in primary and secondary E-education and for language learning programs, classtest preparation etc.

Demand of thistechnology hasimproved in metro cities of Indiaand somesmall citiesalso. This
method of teaching learning has opened opportunitiesfor distance education also, butinrura areastill this
kind of technology isnot expanded at itsbest. In country like Indiawheremorethan 70% populationlivein
villagesand depend on agriculturefor quality education, this segment of society should befocused sothat the
advantagesof virtual reality can betaken by mass number of students.

Growth of Virtual Reality in Education Sector
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Above graph showsthegrowth of virtua redlity in education sector. Total valueof theAR industryin
educationwas $3.33 billion, with the devel opment of smart phones, AR apps hasincreased the numbers
and theindustry got thegrowthrateof 46.6% from 2019to2024. Withthisestimate, theindustry will be
worth $72.7 hillion by 2024. Although hedthcareisbeing propped to play the most substantia roleinAR-
adoption, education management will not betoo far off.

Impactson Rural Areas: Itisvery difficult to facilitateswell equipped lab and different learning
material dueremotely situated place, aswell as historica subject which isquite boring. By Virtual reality
students can get easily understand the subject by practical, aswell asthey canfed redlity of history which very
effectiveand not so burden for studentsthey can enjoy d so, whichisvery cost effectiveand reliable.

A planetarium or amuseum can be created asavirtua environment usingaV R technology.
Furthermore, since we can incorporate rea -timeinteractions, events, and information intoit, thisvirtua
environment can convey moreinformation than agenuinemuseum or planetarium.
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Impactson Education: Peopletypically prefer playing over learning. Thisisdueto the fact that
playingismorelikdy to beexciting, whilst learningismorelikdy to beboring. Theprocessof fusng entertainment
and education isknown as edutainment. Thelearning process can be made enjoyable by using Virtua redlity.

Since VR systems arerepresented in 3D visual environments, they can convey learning
information asan gppeding visua presentation.

CONCLUSION

Virtual reality isthenovel concept of modern learning with growing digitization, inmetro citiesitis
getting high growth for education but invillageit isneed recognition for educational sector, usage of virtua
redlity can bring moreadvanced learning for villagestaent asit cons st the mgjor part of youth popul ation.
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