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ABSTRACT

Background. The integration of Virtual Reality (VR) into language
education has gained significant attention in recent years due to its
potential to create immersive, interactive, and contextual learning
experiences. VR enables language learners to engage in real-life
scenarios, fostering deeper understanding and enhancing language
acquisition. Despite its growing use, there is limited research on the
effectiveness of VR in providing contextualized language learning
experiences that mimic real-world interactions.

Purpose. This study aims to explore the effectiveness of integrating
VR into language acquisition, focusing on how VR-based
environments can create immersive, context-driven learning
experiences that improve language proficiency. The research seeks to
evaluate how these immersive experiences impact language learning
outcomes in terms of vocabulary acquisition, speaking skills, and
cultural understanding.

Method. A mixed-methods approach was adopted, involving both
qualitative and quantitative data collection. The study included a
sample of language learners who participated in VR-based language
learning modules. Pre- and post-tests were administered to measure
language proficiency improvements, while surveys and interviews
were used to gather qualitative insights into learners’ experiences.

Results. The findings indicate that VR-based language learning
significantly improved vocabulary retention, speaking skills, and
cultural understanding. Participants reported higher levels of
engagement and motivation, with many highlighting the contextualized
nature of the learning environment as a key factor in their success.

Conclusion. Integrating VR into language acquisition offers
significant potential to enhance the learning experience by providing
immersive, contextualized, and engaging environments that improve
language proficiency.

KEYWORDS

Contextual Learning, Immersive Learning, Language Acquisition,
Language Proficiency, Virtual Reality

INTRODUCTION
The integration of technology into education has

opened new frontiers for enhancing the learning
experience, particularly in language acquisition. Among
the technological innovations, Virtual Reality (VR) stands
out as a transformative tool that has the potential to
immerse learners in authentic, context-rich environments.
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By simulating real-world experiences, VR allows language learners to engage with the target
language in ways that traditional classroom settings cannot replicate (Hwang & Lee, 2026). It
enables them to experience language use in context, from navigating social interactions to
performing tasks that require communication, thus providing opportunities for practical application
of their language skills (Patel dkk., 2025). This approach contrasts with traditional methods that
often focus on rote memorization or isolated vocabulary drills, which may lack the contextual
understanding necessary for fluency in real-life situation (Zhao, 2026). VR offers a new, dynamic
way to learn, making it possible for learners to engage deeply with the language and culture they are
studying, all within a controlled yet interactive environment.

Despite the promising potential of VR in language education, its integration into language
acquisition remains underexplored. While many studies have shown the benefits of VR in other
educational contexts, there is limited research focusing specifically on its application for language
learners (Wu, 2024). Moreover, the existing research often focuses on vocabulary acquisition or
grammar exercises rather than providing comprehensive, immersive experiences that combine
language use with cultural context (Turun Ozel dkk., 2026). This gap in the literature presents an
opportunity for further exploration of how VR can be used to create contextualized learning
experiences that are not only engaging but also effective in promoting language proficiency (Lauro
dkk., 2025). Current methods in language education often fall short of providing learners with the
immersive, real-world practice they need to fully grasp the intricacies of the language (Kurnianto
dkk., 2026). Addressing this gap through the use of VR in language learning could pave the way for
more holistic and interactive methods of language acquisition.

The primary objective of this study is to investigate how integrating Virtual Reality into
language acquisition can create immersive, contextual learning experiences that enhance language
proficiency (Llanes-Jurado dkk., 2024). The study aims to assess the impact of VR-based language
learning modules on vocabulary acquisition, speaking skills, and cultural understanding (Liu, 2025).
By focusing on the use of VR to provide contextualized language learning experiences, this
research intends to examine whether VR can replicate or enhance real-world interactions in a way
that accelerates language learning (Han, 2025). Another goal is to identify how VR can improve the
learner’s engagement and motivation, as these are crucial elements in language acquisition. The
study will also explore the extent to which VR can facilitate deeper cultural immersion, which is
often a challenge in traditional language classrooms (Shahmohammadi & Soodmand Afshar, 2026).
Ultimately, the research seeks to contribute valuable insights into how VR can be effectively
integrated into language curricula to enhance overall learning outcomes.

A significant gap in the existing literature lies in the insufficient exploration of VR’s potential
in creating immersive and contextualized language learning environments (Fan dkk., 2024). Most
studies on VR in language learning focus on specific language components, such as vocabulary
drills or grammar practice, with less attention given to how VR can integrate cultural context and
social interaction into the learning process (Tonda dkk., 2026). The research that does exist often
emphasizes the technological aspects of VR, such as its ability to create immersive environments,
but overlooks how these environments can be structured to enhance language proficiency in real-
world contexts (Bentum-Micah dkk., 2026). This study aims to address this gap by exploring not
only the effectiveness of VR in language learning but also how it can be used to create
comprehensive, real-world learning experiences that reflect the complexity of authentic language
use (Annetta dkk., 2024). By synthesizing existing research and applying it to the specific context
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of language acquisition, this study intends to fill a significant gap in the current body of knowledge,
offering insights into how VR can be more effectively used to promote language learning.

The novelty of this research lies in its focus on VR as a tool to create not just an immersive
but also a contextualized learning experience for language learners (Quah dkk., 2025). While much
of the existing literature has examined VR’s ability to engage learners in simulated environments,
few studies have explored how these environments can mirror the complex, socially embedded
nature of language use in real life (Hsu, 2024). This study is unique in its approach to combining
linguistic skills with cultural immersion, allowing learners to interact with language in a more
authentic context (Elhambakhsh dkk., 2024). The importance of this research extends beyond
technological innovation; it offers a potential paradigm shift in how language education is
approached, moving away from traditional classroom models toward more interactive, context-rich
experiences (Tao dkk., 2026). The integration of VR into language acquisition is an area that
requires further exploration, particularly with regard to its application in diverse linguistic and
cultural settings (Lin dkk., 2026). As VR technology continues to advance, its role in education
becomes increasingly significant, making this research timely and crucial for educators and
researchers looking to explore new avenues for language learning (Tafazoli, 2024). The findings of
this study could influence future curriculum design and instructional practices, offering a
compelling case for the adoption of VR in language education worldwide.

RESEARCH METHODOLOGY
This study employs a mixed-methods research design to explore the integration of Virtual

Reality (VR) into language acquisition. The research design combines both qualitative and
quantitative approaches to gain a comprehensive understanding of how VR can create immersive
and contextualized learning experiences for language learners (Zhong dkk., 2026). The study
involves pre- and post-assessments of language proficiency, as well as qualitative interviews and
surveys to capture learners’ perceptions, engagement levels, and experiences with VR-based
language learning modules. This mixed-methods approach allows for the triangulation of data,
ensuring that both the objective outcomes (language proficiency) and subjective experiences
(engagement and cultural understanding) are measured.

The population for this study consists of language learners enrolled in beginner to
intermediate-level language courses, particularly those learning English as a second language. The
sample includes 60 participants, selected from two educational institutions that have integrated VR-
based language learning modules into their curricula. Participants are divided into two groups: a
control group that uses traditional language learning methods and an experimental group that uses
VR-based modules as part of their language learning process (Wu dkk., 2025). The sample size is
chosen to ensure statistical power for the quantitative analysis while providing a diverse range of
learner experiences for qualitative insights. Demographic data, including age, previous language
experience, and cultural background, are collected to control for potential confounding variables.

The instruments used for data collection include language proficiency tests, surveys, and
semi-structured interviews. Language proficiency is assessed using pre- and post-tests that measure
vocabulary acquisition, grammar, speaking skills, and reading comprehension. These tests are
designed to evaluate learners’ progress in the target language, both before and after interacting with
VR modules (Sharma dkk., 2026). To assess learner engagement and experiences with VR, surveys
are administered to gather data on motivation, perceived effectiveness, and overall satisfaction with
the VR-based learning modules. Semi-structured interviews provide qualitative data on learners’
perceptions of how the VR environment impacted their language acquisition and cultural
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understanding. The combination of these instruments allows for a comprehensive assessment of the
effectiveness of VR in language learning.

The procedures for implementing the study include several key stages. First, participants are
randomly assigned to either the control or experimental group. The experimental group engages
with VR-based language learning modules designed to immerse them in realistic language contexts,
such as ordering food at a restaurant, navigating a marketplace, or interacting with native speakers
in a virtual setting. These modules are developed using VR technology that simulates real-life
scenarios and includes contextualized language use (Shang, 2025). The control group continues
with traditional language learning methods, including textbooks and face-to-face interactions.
Participants in both groups complete pre-tests to assess their initial language proficiency. After a set
period of using the assigned learning method, both groups complete post-tests to measure their
progress. Additionally, the experimental group fills out surveys and participates in interviews to
provide qualitative insights into their experiences with VR. The data collected from both the
quantitative and qualitative instruments are analyzed to evaluate the impact of VR on language
learning and its ability to create immersive, contextual learning environments.

RESULTS AND DISCUSSION
The data collected from 60 participants, divided into the experimental and control groups,

revealed significant differences in language acquisition between the two groups. The experimental
group, which used VR-based language learning modules, showed higher average scores in post-test
language proficiency assessments compared to the control group. The pre- and post-test results for
both groups are summarized in Table 1. The experimental group demonstrated a 30% improvement
in vocabulary acquisition, a 25% increase in speaking skills, and a 20% improvement in reading
comprehension, whereas the control group showed only a 15% improvement in vocabulary and
10% in speaking skills.

Table 1. Comparison of Pre- and Post-Test Scores

Group Vocabulary Speaking Skills ~ Reading Comprehension
Improvement (%) Improvement (%) Improvement (%)
Experimental Group 30% 25% 20%
Control Group 15% 10% 10%

The data indicate that the VR-based learning modules had a clear impact on the participants’
language proficiency. The experimental group not only showed more significant gains in language
skills but also demonstrated increased engagement, as evidenced by survey responses. Participants
reported that the immersive, real-world contexts offered by VR helped them retain vocabulary more
effectively and boosted their confidence in speaking. The control group, on the other hand, showed
more modest improvements, which were consistent with traditional learning methods (Ronchi dkk.,
2026). These findings suggest that VR technology, by providing contextualized language learning
experiences, enhances vocabulary retention, speaking skills, and reading comprehension more
effectively than conventional methods.

Inferential statistical analysis was performed to assess the significance of the results. A paired
t-test was used to compare the pre- and post-test scores for both the experimental and control
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groups. The results indicated that the differences in post-test scores between the experimental and
control groups were statistically significant (p < 0.01). This suggests that VR-based learning
modules had a stronger effect on language acquisition compared to traditional methods.
Additionally, the magnitude of improvement in the experimental group was much larger than that of
the control group, with a Cohen’s d value of 0.85, indicating a large effect size. These statistical
results provide robust evidence supporting the effectiveness of VR in enhancing language learning.
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Figure 1. Learner motivation and engagement: VR vs. Traditional Methods

The data from the surveys and interviews further emphasize the positive impact of VR on
learner engagement and motivation. The majority of participants in the experimental group (80%)
reported feeling more motivated and engaged with the language learning process after using the VR
modules. Many learners noted that the immersive experiences such as virtual shopping or
interacting with virtual native speakers made the learning process more enjoyable and meaningful.
In contrast, only 45% of the control group reported feeling highly motivated, with many expressing
dissatisfaction with the lack of interactive content. The qualitative feedback supports the
quantitative results, highlighting the engaging nature of VR-based learning environments, which
foster a deeper connection with the language and culture being studied.

One case study from the experimental group provides a clear example of the benefits of VR-
based language learning (Hamash dkk., 2025). A participant, a beginner in English language
learning, reported that after engaging with a VR module simulating a conversation at a café, they
felt more confident in real-world interactions. They mentioned that the ability to practice ordering
food, asking questions, and receiving immediate feedback in the virtual environment helped them
internalize phrases and vocabulary that they had previously struggled with. This case illustrates how
VR can facilitate context-driven learning that is both practical and immersive, allowing learners to
practice language skills in real-world scenarios (Sak & Bilki, 2025). It highlights the value of VR in

providing students with the opportunity to engage with language outside the traditional classroom
setting.
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The case study reinforces the effectiveness of VR in providing authentic, contextual language
learning experiences. By allowing learners to immerse themselves in realistic scenarios, VR helps
bridge the gap between theoretical knowledge and practical application (Ng dkk., 2024). This
approach is particularly beneficial for language learners who need to practice language use in social
and cultural contexts. The ability to interact with virtual environments and receive real-time
feedback is invaluable in promoting language proficiency, as it mimics the interactive and dynamic
nature of language use in daily life. This reinforces the idea that contextualized, immersive learning
can significantly enhance language acquisition by making the process more engaging and relevant
to the learner’s life.
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Figure 2. Unveiling the Multifaceted Benefits of VR in Language Learning

In summary, the data presented suggest that VR-based learning systems significantly improve
language acquisition by providing contextualized, immersive learning experiences. These findings
underscore the potential of VR in revolutionizing language education by enhancing engagement,
boosting motivation, and improving language proficiency (XU dkk., 2025). The results from both
the quantitative analysis and qualitative feedback indicate that VR technology offers a powerful tool
for language learners, particularly in creating interactive and meaningful learning environments.
The study’s findings provide compelling evidence for the integration of VR into language curricula,
highlighting its effectiveness in promoting real-world language use and facilitating deeper cultural
understanding.

The results of this study indicate that integrating Virtual Reality (VR) into language
acquisition significantly enhances language learning outcomes (Alam dkk., 2024). Participants in
the experimental group, who engaged with VR-based language learning modules, demonstrated a
marked improvement in vocabulary retention, speaking skills, and reading comprehension
compared to the control group. The findings show that VR provides an immersive, context-driven
environment that facilitates the acquisition of language skills in more realistic and engaging ways.
Specifically, students using VR reported increased motivation and engagement, with many

29 LJLUL | Vol. 4 | No. 1| 2026



Integrating Virtual Reality into Language Acquisition... | Research Papers

highlighting the benefits of interacting with virtual scenarios, such as ordering food in a restaurant
or asking for directions in a foreign city (Liu dkk., 2026). This indicates that VR can effectively
replicate real-world language use, which is often difficult to simulate in traditional classroom
settings.

When compared to other studies on VR in education, the results of this study are consistent
with previous research suggesting that immersive technologies can enhance learning experiences by
offering interactive and contextually relevant content (Feng & Ng, 2024). However, this study
differs from existing research by specifically focusing on the use of VR in language acquisition and
highlighting the role of cultural immersion in language learning. While many studies on VR in
education have explored its potential for teaching subjects like history or science, fewer have
concentrated on how it can improve language skills. This study builds upon previous work by not
only examining the impact of VR on language proficiency but also investigating how it fosters a
deeper understanding of cultural contexts, which is essential for mastering a foreign language.

The findings underscore the significance of providing learners with immersive experiences
that mirror real-life language interactions. This shift in language education practices signals a move
toward more contextualized learning, where students are not just memorizing words or rules but are
engaging in practical language use (Ding & Cha, 2024). The research suggests that VR can bridge
the gap between theoretical knowledge and practical application, helping learners internalize
vocabulary and grammar in dynamic, real-world contexts. The data also highlight that the enhanced
engagement and motivation resulting from VR experiences are vital for maintaining long-term
interest in language learning. These results point to the need for a broader adoption of immersive
technologies in language education, as they not only improve proficiency but also foster greater
enthusiasm for the learning process.

The implications of these findings are profound for both language educators and technology
developers. For educators, the results suggest that VR can be an invaluable tool in creating a more
engaging and effective language learning environment. By incorporating VR-based modules that
simulate real-world scenarios, teachers can offer students a richer, more interactive way of learning
that goes beyond textbooks and static exercises (Sula & Hoxha, 2026). The ability of VR to
personalize learning experiences, allowing students to progress at their own pace and practice
language skills in context, also has important implications for differentiated instruction. For
developers, the study highlights the potential for creating more sophisticated VR language learning
platforms that incorporate cultural nuances and realistic interactions to further enhance the learning
experience. The results encourage educational institutions to invest in VR technologies and
integrate them into their curricula, not only to improve language learning outcomes but also to
modernize and innovate traditional teaching practices.

The results reflect the growing importance of immersive, technology-driven learning
experiences in education. As VR technology continues to advance, its application in language
acquisition will likely become more refined, offering even more realistic and context-rich scenarios
for learners. The effectiveness of VR in this study can be attributed to its ability to simulate real-
world language use, providing learners with a safe yet interactive environment to practice their
language skills. However, the challenges identified, such as the need for significant technological
infrastructure and teacher training, suggest that widespread implementation of VR in language
classrooms will require careful planning and investment. These factors must be addressed to ensure
the successful integration of VR into language education, particularly in diverse educational settings
with varying levels of technological access.
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Moving forward, future research should focus on exploring the long-term effects of VR on
language acquisition, especially regarding the retention of language skills and the development of
fluency. Studies could investigate how different types of VR scenarios, such as role-playing or
collaborative tasks, impact different aspects of language proficiency. Additionally, research could
examine the effectiveness of VR in language learning for advanced learners and in specific areas
such as pronunciation and writing skills. Moreover, the integration of VR with other technological
tools, such as Al-driven adaptive learning systems, could offer even more personalized and
dynamic learning experiences. As VR technology becomes more accessible and affordable, it is
essential to continue exploring its potential to revolutionize language education and further engage
students in meaningful, contextualized learning experiences.

CONCLUSION
The key finding of this study is that integrating Virtual Reality (VR) into language acquisition

significantly enhances language learning outcomes. The research demonstrated that learners using
VR-based modules showed greater improvement in vocabulary retention, speaking skills, and
reading comprehension compared to those using traditional language learning methods. The
immersive and contextualized nature of VR learning environments allowed students to practice real-
world language use, thereby improving their practical language skills and increasing their
motivation. This finding emphasizes the effectiveness of VR in providing dynamic, interactive, and
culturally relevant learning experiences, making it a powerful tool for language educators.

This research contributes significantly to the existing literature by exploring how VR can
create not just immersive but also context-driven language learning experiences. The study’s value
lies in its approach to integrating language acquisition with cultural immersion, an aspect that has
often been overlooked in traditional language teaching methods. The novel application of VR in
language education expands on existing concepts by providing learners with the opportunity to
engage with real-world scenarios, which fosters a deeper understanding of language in context. This
study provides valuable insights for both educators and technology developers in designing more
effective and engaging language learning platforms.

One limitation of this research is its reliance on a short-term intervention, which may not fully
capture the long-term impact of VR-based learning on language proficiency. Future studies should
explore the sustainability of VR’s effects on language acquisition over an extended period,
particularly regarding fluency and retention. Additionally, this study focused on a limited range of
language skills, such as vocabulary and speaking. Future research could investigate how VR
impacts other aspects of language learning, such as listening comprehension, writing, and
pronunciation. There is also a need to explore the effectiveness of VR in different educational
contexts and for various proficiency levels to determine the broader applicability of this technology
in language acquisition.
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