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REVIEW ARTICLE 

How Virtual Reality Transforms English Classrooms: A Systematic Literature 

Review  
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Centre for Modern Languages, Universiti Malaysia Pahang Al-Sultan Abdullah, 26600 Pekan, Pahang, Malaysia. 

ABSTRACT - As a newly emergent technology, virtual reality (VR) is gaining popularity as an 
assistive tool in language classrooms, leading to a plethora of literature relating to its usage 
in language classrooms. Therefore, this paper reviews 40 past studies from 2019 to 2023 on 
utilising VR, specifically in English classrooms, using the systematic literature review as the 
approach. In contrast to the past research before 2018, most current VR research in English 
classrooms created their own VR applications. It suggests an increment of VR content for 
English classes. While these VR applications have different focused language aspects, most 
focus on vocabulary and speaking tasks. The notion can be attributed to the high engagement 
of the students and VR’s admirable characteristics, such as its immersiveness and 
interactivity. The present study also found that the vast majority of the findings reported that 
the use of VR has positively attributed to learning the target language, which suggests the 
formidable influence of VR in learning English. Overall, the present study was able to compare 
contemporary findings on the utilisation of VR in English classrooms, contributing to a more 
precise and informed knowledge of the area of study. 
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1.0 INTRODUCTION 

With the constant development of technology in today’s fast-paced world, many innovations are introduced as teaching tools in 
language classrooms. One of the sought-after innovations is virtual reality (VR). VR is a 3D environment created using virtual graphics 
and real-time motion detection, which allows users to be immersed in a virtual setting using a headset (Kurniawan et al., 2019; Ifanov 
et al., 2023). VR immerses users in a world that no one can imagine. VR’s high technology and advancement allow users to walk, 
interact, or float anywhere. Ghenbarzadeh and Ghapanchi (2021) reported that VR has several unique characteristics, including 
creating a virtual environment for learners in virtual classrooms, gaming, discussions, and even field trips. It illustrates the high 
prospects of VR for self-learning purposes, where learners can learn and monitor the learning process themselves. Therefore, it is 
unsurprising that many educators see VR as a tool with great potential to be utilised in education.  

A study by Yung and Khoo-Lattimore (2019) summarises related articles utilising VR in training. The comprehensive paper included 
three highly prominent databases: Web of Science, Google Scholar, and Compendex. However, the findings are limited to VR-based 
training in tourism. On the other hand, Utami et al. (2021) analysed past literature in language classrooms that utilised VR and linking 
to the context of 21st-century learning. The paper was uniquely written to tally to the theme of 21st-century learning but was limited to 
one database, Scopus. Berns (2021) reviewed 17 available VR applications in the market and found detailed findings, including target 
users, topics, learning approaches, and feedback. Although the study would benefit those looking for a cheaper and easier option to 
start using VR and want to comprehensively compare the commercial VR applications, the reviewed VR applications are only limited 
to the ones downloadable to phones, not VR headsets.  

Another notable limitation of the study is that the paper reviews different VR applications but does not include research related to 
the usage of VR in language classrooms. More recently, Parmaxi (2023) reviewed articles on the use of VR in language classrooms 
and even prescribed practical implications for future research that can significantly benefit educators and researchers interested in the 
field. However, the reviewed articles are from 2015 to 2018 and are outdated as more newly published research and VR applications 
are currently available. Therefore, to fill in the gaps of previous papers in VR and language studies, this paper attempts to review 
related studies in English classrooms from 2019 to 2023 in three reputable databases: ScienceDirect, Scopus, and IEEE Xplore. 

1.1 Problem Statement 

As VR increasingly becomes recognised as a prominent educational tool, there has been a surge in the number of studies examining 
its applications, leading to a wealth of literature (Pataquiva & Klimova, 2022). However, navigating this extensive body of literature can 
be daunting due to its sheer volume, lack of organisation, and complexity. Moreover, in the digital transformation era, educators must 
critically assess the use of such technologies, ensuring the suitability of VR technologies and ensuring that they align with educational 
goals and remain contextually relevant (Elyildirim, 2022). Consequently, educators can benefit from informed decision-making through 
comprehensive literature reviews when considering integrating VR technology into language classrooms. According to Pataquiva and 
Klimova (2022), for educators to get the maximum potential of VR, they need adequate knowledge and training on VR. Van der Meer 
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et al. (2023) reviewed 139 articles in VR and found that most VR content available is in Pedagogy (education), followed by Computer 
Science (robotics).  

In contrast to other fields of study, little attention is given to publications in language classrooms, mainly English classrooms. 
Therefore, there is a need for a more recent paper that summarises more contemporary studies on VR in English classrooms. In 
particular, the present study would like to investigate the different types of VR applications employed in English classrooms. 
Furthermore, the focus on language areas will also be explored in the present study. Lastly, the effects of VR utilisation in English 
classrooms will be examined. 

1.2 Research Questions 

The following are the research questions formulated for this study:  

1. What are the centrally focused language aspects of utilising VR in English classrooms from 2019 to 2023? 

2. What are the effects of VR on students’ learning in English classrooms? 

3. What types of VR applications are utilised within English classrooms? 

2.0 METHODOLOGY 

2.1 Systematic Literature Review 

SLR is a method used to “identify, assess, and interpret all findings on a research topic” (Ifanov et al., 2023, p.261). It is a type of 
secondary research that helps to identify and summarise relevant primary research. According to Kurniawan et al. (2019), by using 
SLR, a researcher can comprehensively understand the topic and synthesise different findings from different studies to find a research 
gap. The finding is also concurred by Zamziba et al. (2024), who used SLR to address research gaps and offer different perspectives 
on the research topic. Similarly, Tawfik et al. (2019) also reported that SLR helps researchers summarise research findings from 
various sources, which creates a better understanding of the topic. Another study by Mulrow (1994) highlights the significance of SLR 
in the academic world: time efficiency. SLR helps researchers acquire more organised, systematic, and efficient information without 
reading all documents too long. 

2.2 Systematic Literature Review 

In a study utilising SLR, Kurniawan et al. (2019) specify that SLR consists of three steps: determining the research questions, selecting 
relevant research/literature, and analysing the findings. The steps mentioned earlier were carefully followed to avoid biases in the 
present study.  

Step 1 Determining the Research Questions 

The following research questions are formulated to achieve the objectives of the present study: 

1. What are the centrally focused language aspects of utilising VR in English classrooms from 2019 to 2023? 

2. What are the effects of VR on students’ learning in English classrooms? 

3. What types of VR applications are utilised within English classrooms? 

This study investigates the language aspects, tool efficacy, and types of applications used in past research related to virtual reality 
in English classrooms. These findings will suggest the current trends and aspects of utilising VR in English classrooms.  

Step 2 Selecting Relevant Literature  

This study sets out to determine the type of applications used for VR in English classrooms, investigate the purposes of VR in English 
classrooms, and assess its effectiveness in acquiring English. Therefore, to obtain comprehensive findings based on the objectives, 
the present study utilises three primary journal databases: ScienceDirect, Scopus, and IEEE Xplore. There are two justifications for 
using these databases. First, these databases are considered prominent, according to Kurniawan et al. (2019) and Ifanov et al. (2023). 
Secondly, these three databases have the most publications related to VR. It is evidenced in previous SLRs related to VR, which 
utilised the same databases (Kurniawan et al., 2019; Ifanov et al., 2023). Another SLR study by Yudinstseva (2023) also concurred 
that these three databases are highly reliable and that most studies on VR have been published. Hence, these databases were chosen 
for this study. The flow chart (Figure 1) illustrates the steps taken for the present study.  
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Figure 1 

Steps used to determine the articles for the present study 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

As illustrated in Figure 1, all three databases were searched with the keywords “virtual reality AND English language learning”. 
Then, the databases were segregated through four criteria, as seen in Figure 1, which finalised 40 articles in total. Table 1 provides 
the inclusion and exclusion criteria for the present study.  

Table 1 

Inclusion and exclusion criteria 

 Criteria 

Inclusion 

• Articles that utilised VR in English classrooms 

• Articles published from 2019 to 2023 

• Articles that are written in the English language 

 
Exclusion 

• Articles that are NOT published in journals, books, or conference proceedings 

• Articles NOT related to the English language and VR 

• Review articles or survey articles based on perceptions and/or framework rather than the actual 
implementation of the VR in the classroom 

• Similar articles from different database journals 
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The inclusion criteria ensure that the study’s objectives are met. Firstly, the context is set for utilising VR in English classrooms 
only. The articles must be published from 2019 to 2023 to capture more recent and contemporary studies on VR. Finally, the articles 
must be written in English to ensure the researchers can effectively understand them. From the inclusion list, a total of 3,432 articles 
were found. The first exclusion list eliminates any papers not published in journals, books, or conference proceedings to ensure the 
high validity and standards of the findings. As some articles are unrelated to VR and English, the second exclusion criterion is to 
eliminate these. After that, articles that do not present any empirical data based on the implementation of the VR are omitted. This 
way, articles based on surveys and perceptions will be eliminated. Finally, duplicates of the remaining research papers from all three 
databases were omitted, resulting in 40 articles.  

Step 3 Analysing the Findings 

All of the details of the journal articles were exported and analysed using Microsoft Excel. Following the steps from Yudinstseva (2023) 
based on the coding from Lan (2020), the data extraction is arranged with the author(s) details, publication date, research design, 
methodology, key findings, and questions based on the formulated research questions. A descriptive analysis was also conducted 
based on the research questions.’ 

3.0 RESULTS AND DISCUSSION 

3.1 Research Question 1:  

What are the centrally focused language aspects of utilising VR in English classrooms from 2019 to 2023? 

The language areas of the VR applications were explored for the first research question. For that, the details of the VR applications 
are explored and scrutinised by checking the focused language aspect. It refers to studies that centre on language components, such 
as different language skills (i.e. listening, reading), grammar points (i.e. verb tenses), and affective factors (i.e. motivation). For the 40 
articles, it was found that most of the studies focused on one single language aspect only, whilst some studies utilised more than one 
language aspect. The information on this is tabulated in Table 2.  

Table 2 

Number of articles and language aspects 

Category Number of Articles (N= 40) Articles 

One main language 
aspect 

31 Alemi & Khatony, 2020; Alfadil, 2020; Bacca-Acosta et al., 2023; 
Bacca-Acosta et al., 2021; Boda & Tóth, 2020; Cha et al., 2021; 
Chang et al., 2023; Chen & Liao, 2022; Chen et al, 2023; Chen, et 
al., 2021; Dooly et al., 2023; Huang et al., 2020; Jiao et al., 2023; 
Khatoony, 2019; Lai & Chen, 2023; Li & Jiang, 2021; Li et al., 2022; 
Lin & Wang, 2021; Liu et al., 2023; Liu, 2022; Liu & Habil, 2022; 
Mubarok et al., 2023; Orlosky et al., 2019; Peixoto et al, 2023; Pinto 
et al., 2021; Suzuki et al., 2021; Tai & Chen, 2021; Wang et al., 2021; 
Wang et al., 2021; Xue, 2022; Yueheng, 2022 

Two main language 
aspects 

4 Liu & Hou, 2020; Sun et al., 2020; Wu et al., 2022; Zhao et al., 2023 

More than two language 
aspects 

5 Chein et al., 2020; Chen & Hsu, 2020; Hung et al., 2023; Junior & 
Bodzin, 2020; Mubarok et al., 2023 

As shown in Table 2, it is apparent that most of the articles only focused on one central language aspect. However, there is a small 
minority that focuses on two primary language focuses, and around five articles have more than two language aspects. The possible 
reason for this could be that VR is a relatively new technology. Therefore, only a few studies are done that focus on more aspects. It 
is also reported that for studies with more than one focus aspect, the other focus is predominantly affective factors (i.e. motivation, 
anxiety) and soft skills such as 21st-century skills (i.e. critical thinking). The finding can be evidenced by the findings from the present 
study, for instance, Mubarok et al. (2023), who studied oral presentation skills with creative thinking and cultural studies. Chein (2020) 
investigated the effects of VR on speaking performance with critical thinking and speaking anxiety. Similarly, Hung et al. (2023) studied 
the influence of VR on oral proficiency, speaking anxiety, and students’ emotions. Next, the specific language areas are explored in 
Table 3.  
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Table 3 

Number of articles and their language aspects 

Language Aspect Number of Articles Articles 

Speaking 15 

Alemi & Khatony, 2020; Hung et al., 2023; Chein et al., 2020; Chen et al, 
2023; Dooly et al., 2023; Hung et al., 2023; Khatoony, 2019; Li & Jiang, 
2021; Liu & Hou, 2020; Mubarok et al., 2023; Wang et al., 2021; Wu et al., 
2022; Xue, 2022; Yueheng, 2022; Zhao et al., 2023 

Listening 4 Chen & Hsu, 2020; Peixoto et al., 2023; Sun et al., 2020; Tai & Chen, 2021 

Reading 5 
Boda & Tóth, 2020; Chen & Hsu, 2020; Liu et al.,2023; Liu, 2022; Sun et 
al., 2020 

Writing 1 Khodabandeh, 2022 

Verb tenses 2 Cha et al., 2021; Huang et al., 2020 

Part of speech (i.e., 
preposition) 

1 Bacca-Acosta et al., 2023 

Vocabulary/ Choice of 
words 

17 

Alfadil, 2020; Bacca-Acosta et al., 2021; Chang et al., 2023; Chen & Liao, 
2022; Chen, et al., 2021; Chen & Hsu, 2020; Jiao et al., 2023; Junior & 
Bodzin, 2020; Lai & Chen, 2023; Li et al., 2022; Liu & Habil, 2022; Liu & 
Hou, 2020; Pinto et al., 2021; Suzuki et al., 2021; Orlosky et al., 2019; Wu 
& Zhang, 2022; Zhao et al., 2023 

It can be seen from Table 3 above that the highest number of articles, i.e., 17 articles, focused on vocabulary as the primary 
language aspect. Next, around 15 articles (35%) concentrate on speaking tasks. Five articles have reading as the main focus, and 
four emphasise listening as the primary language domain. Two articles used verb tenses (present/past/future) as the primary focus 
areas in the VR applications. Finally, only one article focused on writing as the primary focus. Similarly, only one of the articles utilised 
prepositions as the primary language task of the VR application.  

This finding is revolutionary as it suggests the latest trend and language focus of VR utilisation in language studies. In contrast to 
the present study, Parmaxi (2023) found that speaking tasks are primarily investigated in VR research, whilst only one research 
covered vocabulary learning. More studies have been done after 2018 to utilise VR to improve vocabulary learning. The present study 
also found that although many studies cover vocabulary learning as the central language aspect, each study brings uniqueness into 
the mix. For example, Li et al. (2022) studied vocabulary acquisition for technical words among students using VR and PC games. 
Jiao et al. (2023) measured vocabulary acquisition using behavioural and neural approaches. The findings were outstanding as they 
compared two sets of data from different points of view. Another study by Wu and Zhang (2022) investigated vocabulary learning using 
a VR application called Forbidden City, built based on ancient Chinese context.  

The present study found speaking to be the main focus in 15 out of 40 articles reviewed. Many researchers focus on speaking 
skills when using VR in language classrooms. Interestingly, the majority of the findings reported positive outcomes. 14 of the 15 articles 
suggest that VR can improve oral proficiency. Dooly et al. (2023) claim that VR allows less controlled and more spontaneous language 
production. Chen et al. (2023) also disclosed that the experimental group with VR training reported more significant speaking task 
improvements than the control group. Zhao et al. (2023) also reported positive outcomes of VR utilisation in speaking performance. 
The only study that did not report a positive finding is Hung et al. (2023). More details on this study will be explained in the following 
research question.  

Table 3 presents that VR is highly popular in vocabulary and speaking tasks because it offers immersive interactive experiences 
that enhance students’ engagement and fluency development. Palmeira et al. (2020) reviewed nine papers published on using VR to 
acquire vocabulary. They found that one key factor that resulted in the success of vocabulary acquisition was the high engagement 
and motivation of the students when playing VR games. In an SLR paper summarising 34 publications from 2015 to 2022 on second 
language acquisition using VR, Yudinstseva (2023) concluded that VR was effective in speaking tasks for four reasons: immersion, 
interaction, feedback, and creation. VR allows speakers to immerse in the virtual environment and interact with the non-player 
characters (NPC) and other players. The immediate direct feedback in VR enables speakers to improve their speaking abilities 
effectively. Finally, VR allows speakers to create original scenarios collaboratively, which enhances their speaking through platforms 
like Google Tilt Brush, OpenSimulator, and CoSpaces Edu (Yudinstseva, 2023).  

Among all the language focuses, writing and part of speech (i.e. prepositions) are the least popular (one out of 40 articles). The 
finding could be due to several reasons, including the fact that there are few VR applications there that cater to the language demands 
(Kozlova & Priven, 2015; Ghenbarzadeh & Ghapanchi, 2021). Khodabandeh (2022) studied the impact of VR on writing proficiency by 
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creating their own VR application to achieve the research objectives. As for prepositions, Bacca-Acosta et al. (2023) report on the 
positive outcomes of using VR when learning prepositions; therefore, they highly encourage educators to use the technology.  

3.2 Research Question 2:   

 What are the effects of VR on students’ learning in English classrooms?  

This research question summarises previous studies’ findings on VR’s efficacy in learning the English language. The results and 
findings from all 40 articles were explored to investigate this. Table 4 below displays the outcomes of the articles.  

Table 4 

Findings of the articles 

Findings Number of articles (N= 40) Articles 

Positively correlated to 
language acquisition  

36 Alemi & Khatony, 2020;  Alfadil, 2020; Bacca-Acosta et al., 2023; 
Bacca-Acosta et al., 2021;  Boda &  Tóth, 2020; Chang et al., 2023;  
Chein et al., 2020; Chen et al, 2023; Chen & Liao, 2022; Chen, et 
al., 2021;  Chen & Hsu, 2020; Dooly et al., 2023; Huang et al., 2020;   
Jiao et al., 2023;  Junior & Bodzin, 2020; Khatoony, 2019;  Lai & 
Chen, 2023; Li et al., 2022; Li & Jiang, 2021; Lin & Wang, 2021; Liu 
et al., 2023;  Liu & Habil, 2022;  Liu & Hou, 2020; Mubarok et al., 
2023; Orlosky et al., 2019; Peixoto et al, 2023; Pinto et al., 2021; 
Sun et al., 2020; Suzuki et al., 2021; Tai & Chen, 2021; Wang et 
al., 2021; Xue, 2022; Yueheng, 2022; Zhao et al., 2023 

Not positively correlated to 
language acquisition 

1 Hung et al., 2023  

No findings (Ongoing) 3 Cha et al., 2021; Liu, 2022; Wu et al., 2022 

Table 4 illustrates the findings from all 40 articles. Three articles do not report any findings because the projects are still ongoing, 
and the articles are from conference proceedings, which explains the lack of findings. However, the studies are still relevant as they 
provide the frameworks and methodologies for implementing VR in language classrooms. For instance, Wu et al. (2022) used 
Reinhardt and Sykes’s taxonomy, Game Enhanced Language Learning Pedagogy (GELL), as the main framework of their study. Liu 
(2022) provided technical descriptions of using UNITY as the leading design platform that can benefit many researchers when 
designing VR applications. Cha et al. (2021) utilised the idea of Natural Language Processing (NLP) when learning verb tenses. 
Although these studies did not report any findings, the articles provided substantial information on utilising VR in language classrooms.  

As Table 4.0 shows, it is notable that a vast majority of the articles reported positive effects of the use of VR in English classrooms. 
All of the studies employed statistical tools to indicate the effectiveness of VR in acquiring language focus, and 90% reported that VR 
positively contributed to language acquisition. As a case in point, Li et al. (2022) used the t-test to measure the significant difference 
between the pre-test and post-test for VR group learners and found that students who used VR provided more word inputs than 
learners who used PC video games. Not only that, Jiao et al. (2023) managed to use both behavioural and brain approaches to 
measure lexical acquisition. Jiao et al. (2023) conclude that VR allows learners to immerse in a virtual world and encounter sensory 
experiences, thus facilitating lexical acquisition.  

Hung et al. (2023) could not find statistical evidence to support that VR facilitates speaking proficiency; however, the qualitative 
data collected through participant interviews revealed positive experiences with VR. The participants described VR as a safe 
environment and flexible language practice tool. To recapitulate, VR is a promising tool for assisting with language acquisition. 

3.3 Research Question 3:  

What types of VR applications are utilised within English classrooms? 

The last research question aims to know whether the studies generate their own VR application or use existing commercial VR games 
available in the market. The summary of the types of types of VR applications used in English classrooms is tabulated in Table 5. 
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Table 5 

Types of VR applications  

Type of Application Number of articles (N= 40) Articles 

Created from scratch  28 Alemi & Khatony, 2020; Cha et al., 2021; Jiao et al., 2023; Chein et 
al., 2020; Chen et al., 2023; Chen & Liao, 2022; Chen & Hsu, 2020; 
Huang et al., 2020; Hung et al., 2023; Junior & Bodzin, 2020; 
Khatoony, 2019; Khodabandeh, 2022; Liu et al., 2023; Liu & Habil, 
2022; Lin & Wang, 2021; Liu, 2022; Liu & Hou, 2020; Mubarok et 
al., 2023; Orlosky et al., 2019; Peixoto et al., 2023; Sun et al., 2020; 
Suzuki et al., 2021; Wang et al., 2021; Wu et al., 2022; Xue, 2022; 
Yueheng, 2022; Zhao et al., 2023 

Used existing VR 
applications 

8 Alfadil, 2020; Boda & Tóth, 2020; Dooly et al., 2023; Lai & Chen, 
2023; Li et al., 2022; Pinto et al., 2021; Tai & Chen, 2021; Wang et 
al., 2021 

Not mentioned 4 Bacca-Acosta et al., 2023; Chang et al., 2023; Chen, et al., 2021; 
Li & Jiang, 2021 

Table 5 shows that most of the research (28 out of 40) created their own VR applications. This finding is interesting because an 
SLR paper by Parmaxi (2023) reported that from 2015-2018, most of the VR research utilised existing and available VR applications, 
which suggests a growth in VR content in contemporary literature. Most of the literature on creating VR applications reported using 
Unity as the design platform. In an article, Liu (2022) justifies using Unity when designing VR applications. The reasons why Unity is 
widely used amongst VR developers include features of 3D modelling and can be used for most operating systems. Not only that, but 
Unity also has open access, and there are several free templates that users can choose from when designing VR applications.  

Table 5 also illustrates that eight out of 40 articles used commercial VR applications available on the market, such as Mondly and 
House of Languages. These VR applications are easily accessible by purchasing one’s own VR headset. In contrast, Parmaxi (2023) 
found that most VR research used Second Life, a commercial VR application. Yung and Khoo-Lattimore (2019) also reported that 
Second Life is the most used platform in tourism-related VR research. In a research paper summarising the chronology of virtual 
worlds, Kaplan and Haenlein (2009) detail the birth of Second Life and its stature as one of the pioneers in virtual applications. Also, 
several studies have found the application helpful in fostering listening, speaking, and cultural skills (Chen & Lin, 2018; Melchor-Couto, 
2018; Lan, 2020). The findings explained Parmaxi’s outcomes on the high number of research using Second Life. Nevertheless, the 
present study reported newer VR applications, including Mondly and House of Languages, which could open more research 
opportunities for educators interested in VR.  

There are several advantages and disadvantages to creating your own VR applications and utilising existing VR applications in 
the market (Ashtari et al., 2020; Hanson & Shelton, 2008; Challoner, 2017). The following Table 6.0 summarises the positive and 
negative points.  

Table 6 

Pros and cons of creating own VR and using commercial VR 

 Pros Cons 

Creating your own VR application • Tally to research objectives 
• Time-consuming 

• Expensive  

Using commercial VR application • Slightly cheaper • Limited content 

Table 6 illustrates the pros and cons of creating your own VR application and using a commercial VR application. The advantage 
of creating a VR application is that the researcher can easily tally the VR design and contexts according to the research objectives 
(Challoner, 2017). However, the project can be time-consuming since designing and developing the VR application takes time. The 
project can also be expensive since the researcher must pay the VR developer and designer (Hanson & Shelton, 2008). On the other 
hand, another alternative is to use commercial and readily available VR applications in the market. It is convenient because it is slightly 
cheaper than developing its own VR content. However, the context and design of the VR application are fixed, so the research project 
is quite limited to these contents. Overall, deciding whether to create one’s own VR application or use existing VR applications on the 
market heavily depends on research funds, time, and objectives (Ashtari et al., 2020; Challoner, 2017).  
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5.0 CONCLUSION 

5.1 Recommendations for Future Research 

Overall, the literature review data collected for the present study provided insights into the type of VR applications used in English 
class, the language focus on the VR applications used, and the effectiveness of VR in English acquisition. The findings provided 
several implications for interested educators and researchers for future studies.  

Utilise existing VR applications  

First, the findings suggest that there are commercial VR applications available in the market that are under-researched. The available 
literature shows that most studies created VR applications, and only eight used commercial VR applications. So, future studies can 
utilise the available VR applications in the market but with a different language focus. For instance, future studies can research listening, 
reading, and writing, as these are under-researched in VR publications (Sun et al., 2020; Liu et al., 2023; Khodabandeh, 2022).  

Focus on specific grammar points. 

Second, the study provided an overview of the areas of study using VR. The findings show that vocabulary is the main focus of most 
VR applications. On the other hand, more attention should be given to writing and other grammatical points, such as prepositions 
(Bacca-Acosta et al., 2023; Khodabandeh, 2022). Hence, future studies may want to probe more into these language focuses.  

Start using VR! 

Finally, the present study can conclude that VR is highly effective in learning English. The findings revealed that most of the studies 
on VR in English classes found VR to be an effective tool. Through this finding, it is hoped that VR can receive the attention it deserves, 
and more educators are keen to utilise this tool as part of the learning tool in the classroom. Not only that, but on a larger scale, it is 
hoped that policymakers can invest more in VR studies as it can help improve students’ motivation and also help them acquire the 
language.  

5.2 Limitations of the Study 

This study has several limitations. First, it is limited to the search keywords “virtual reality and English language learning,” which may 
have excluded relevant studies that used different terminology or focused on related concepts. It is also limited to the three databases 
and articles published from 2019 to 2023 and to publications written in English. The narrow scope of the inclusive criteria might limit 
the study’s findings and could not accurately reflect the broader range of this field’s study.  

In conclusion, this study summarises 40 contemporary research studies on VR applications that assist in English language 
acquisition. This study found a noteworthy finding, which shows that VR is an effective tool for learning English, with the vast majority 
of the studies finding positive outcomes. This study also helps to summarise the available VR applications in English classes so that 
more educators can utilise VR in their classrooms. Not only that, but the language focuses on VR applications, which are also explored 
in the present study. The findings suggest more research perspectives for the researchers interested in VR and the pedagogical 
implications for educators who implement VR in their classrooms. It is also hoped that the findings of this study will draw more attention 
to VR so that more VR content can be accessible to all students.  
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