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Abstract

With the continuous development of technology, virtual reality technology is beginning to be widely
used in EFL (English as a Foreign Language). This study analyzes the impact of virtual reality (VR)
technology on English as a second foreign language (EFL) students. In traditional English learning en-
vironments, students face difficulties in learning due to the lack of practice environments, and VR
technology opens up a new path for EFL by virtue of its interactive and immersive features. Statistics
show that empirical studies have mostly used desktop VR devices, and VR technology is mainly used
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to improve students’ English pronunciation and oral expression and can also increase learning mo-
tivation, reduce speaking anxiety, assist vocabulary learning, and enhance cognition. Although VR
technology has a promising future in EFL teaching, there are still problems, such as a lack of effective
learning guidance and cognitive overload. Future research should focus on the combination of adapted
learning strategies and VR technology, as well as the careful design of the teaching process according
to students’ needs and learning content, in order to fully utilize the advantages of VR technology in
EFL teaching.

Keywords

Virtual Reality, EFL, Research Review

Copyright © 2025 by author(s) and Hans Publishers Inc.
This work is licensed under the Creative Commons Attribution International License (CC BY 4.0).

http://creativecommons.org/licenses/by/4.0/

1. 51§

EAEG 2 S, B N5 — #ME(English as a Foreign Language) 27 > 3 i T8 = 25 S1 3R 50 15
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Figure 1. Data collection process
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Figure 2. Virtual reality device number usage statistics
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Figure 3. Research methodology
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Figure 6. Strategies in virtual reality technology
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