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irtual Reality (VR) has 

Vbecome an increasingly 

popular topic in recent 

years, with advancements in 

technology and the growing 

availability of VR devices. VR 

offers an immersive experience 

t h a t  c a n  b e  u s e d  f o r 

entertainment, education, and 

even therapy. It is no wonder that 

pa ren ts  and  teache rs  a re 

interested in explor ing the 

potential benefits of VR for their 

children and students. However, 

there are also concerns about the 

potential negative effects of VR. 

This article will explore the 

potential benefits and drawbacks 

of VR, as well as the role of 

parents and teachers in helping 

their chi ldren and students 

explore VR safely and effectively.

BRIEF HISTORY OF VIRTUAL 

REALITY

The history of virtual reality (VR) 

dates back several decades and 

has undergone s ign ificant 

a d v a n c e m e n t s  a n d 

transformations. The virtual 

reality technologies of today are 

r o o t e d  i n  c o n c e p t s  t h a t 

originated in the 1800s, during 

the early stages of practical 

photography. The invention of 

the stereoscope in 1838, which 

employed dual mirrors to display 

a unified image, served as a 

foundation. Over time, this 

evolved into the View-Master, 

which was patented in 1939 and 

continues to be manufactured in 

the present day.

WHAT IS VIRTUAL REALITY?

Virtual Reality (VR) is a simulated 

experience that can be similar to 

or completely different from the 

real world. It typically involves the 

use of a VR headset that tracks 

the user's movements and 

displays a 360-degree virtual 

environment in real-time. The 

user can interact with this 

environment using various 

controllers or even with their 

own body. VR can be used for 

entertainment, such as playing 

v ideo games or watching 

movies, but it also has many 

educat ional  and pract ical 

applications.

As VR technology becomes 

increasingly popular, i t  is 

expected to play a significant 

role in many industries. By 

exposing Gen Z to VR, parents 

can help prepare their children 

for future careers in fields such 

as gaming, entertainment, 

education and even healthcare. 

Exposing them early enough 

c a n  p r o v i d e  a  r a n g e  o f 

educational, social and creative 

benefits.
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sensors ,  acce lerometers , 

g y r o s c o p e s ,  o r  e x t e r n a l 

cameras.

Input Devices: VR systems 

require input devices that allow 

users to interact with the virtual 

environment. Common input 

devices inc lude handheld 

controllers, joysticks, or gloves 

equipped with sensors. These 

dev i ces  enab le  use rs  t o 

manipulate objects, navigate 

virtual spaces and tr igger 

a c t i o n s  w i t h i n  t h e  V R 

experience.

Computer System: A powerful 

computer or gaming console is 

necessary  to  run  the  VR 

software and render the high-

quality graphics required for an 

immersive VR experience. The 

computer system should meet 

the hardware specifications 

recommended by  the  VR 

system manufacturer to ensure 

smooth performance.

Software and Content: VR 

systems rely on specialized 

software and content to create 

a n d  d e l i v e r  t h e  v i r t u a l 

experiences. This includes VR 

a p p l i c a t i o n s ,  g a m e s , 

s i m u l a t i o n s ,  a n d  o t h e r 

interactive content specifically 

designed for virtual reality. The 

software handles the rendering 

of the virtual environment, user 

input processing, and overall 

system functionality.

B E N E F I T S  O F  V I R T U A L 

REALITY FOR OUR GENZ

This is apparently why you 

should expose your Gen Z to 

VR.

Most importantly, VR technology 

can provide a blank canvas for 

Gen Z children to unleash their 

creativity and imagination. They 

can design and build virtual 

worlds, characters, and objects, 

which can develop their problem-

solving skills and creativity. 

Hence, the need for parents to 

expose them early enough to it.

The benefits of VR for young 

people are enormous. Let's 

explore some.

BASIC COMPONENTS OF A VR 

SYSTEM 

The basic components of a virtual 

reality (VR) system typically 

include:

Head-Mounted Display (HMD): 

The HMD is a wearable device 

that is worn on the head and 

displays the virtual environment 

to the user. It consists of a screen 

or screens placed in front of the 

user's eyes, often in the form of 

goggles or glasses. The HMD is 

responsible for delivering the 

immersive visual experience in 

VR.

Tracking System: The tracking 

system is used to monitor the 

position and movements of the 

user's head and sometimes their 

b o d y  w i t h i n  t h e  v i r t u a l 

environment. It allows the VR 

system to update the user's 

pe r spec t i ve  i n  r ea l - t ime , 

ensur ing  a  seamless  and 

accurate representation of their 

movements. Tracking can be 

a c h i e v e d  u s i n g  v a r i o u s 

technologies such as infrared 

5VIRTUAL REALITY, THE NEW REALITY OF GENZs



6

E n h a n c e d  l e a r n i n g 

experience

VR can provide an Immersive 

learning experience that can 

engage students and help them 

retain information better. For 

example, students can explore 

historical sites or even travel to 

space without leaving the 

c lassroom.  One prac t i ca l 

example of how virtual reality 

(VR) can enhance the learning 

experience for kids and teens is 

through the use of immersive 

simulations to teach science and 

history. For instance, imagine a 

student learning about the solar 

system in a traditional classroom 

setting. They might see pictures 

and diagrams of the planets and 

their  orbi ts,  but i t  can be 

challenging for them to truly 

grasp the scale and complexity 

of our solar system.

With VR, however, students can 

explore the solar system in a fully 

immersive and interactive way. 

They can visit each planet, 

e x p e r i e n c e  t h e  d i ff e r e n t 

gravitational forces and even 

witness phenomena such as 

solar flares and meteor showers. 

By doing so, they can gain a 

deepe r  unde rs tand ing  o f 

astronomy that is not possible 

through traditional classroom 

methods.

Similarly, VR can be used to 

bring history to life. For example, 

students could be transported 

back in time to ancient Rome or 

Greece, where they can walk 

through the streets, explore the 

architecture and experience 

what life was like in those 

civi l izations. By immersing 

t h e m s e l v e s  i n  h i s t o r i c a l 

environments, students can gain 

a better understanding of the 

context and significance of key 

events and figures.

Personalized Learning

VR has the potential to facilitate 

p e r s o n a l i z e d  l e a r n i n g 

experiences tailored to individual 

student needs. Educators can 

c r e a t e  a d a p t i v e  V R 

environments that adjust the 

content and difficulty level based 

on the student's progress and 

learning style. This customization 

can promote self-paced learning 

and address the diverse needs of 

Gen Z students.

Replicating Real-life Scenarios

VR technology can create 

realistic simulations of scenarios 

that would be too dangerous or 

expensive to replicate in real life. 

For example, medical students 

can  prac t i ce  surger ies  o r 

emergency response teams can 

practice disaster management 

without putting real patients or 

p e o p l e  a t  r i s k .  T h e s e 

s imu la t i ons  can  even  be 

repea ted  mu l t i p l e  t imes , 

allowing learners to refine their 

s k i l l s  a n d  i m p r o v e  t h e i r 

performance without the risk of 

harming real patients.

C o n t r o l l e d  L e a r n i n g 

Environment

 With VR, instructors can control 

the learning environment by 

adjusting variables like the 

difficulty level, complexity and 

hazards. Students can learn at 

their own pace and instructors 

can provide immediate feedback 

and corrective guidance.

Immersive  Experience

VR technology can provide an 

immersive experience, which 

can enhance the learning 

process by making it more 

engaging and memorable. The 

sensory experience of VR can 

make the training more impactful 

and students are more likely to 

remember what they have 
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learned. Let's say you're studying 

biology and want to learn about 

the  human body 's  var ious 

systems. Traditionally, you might 

use a textbook or watch a video to 

learn about the different parts of 

the body and how they work 

together. However, with VR, you 

c o u l d  t a k e  a  m u c h  m o r e 

i m m e r s i v e  a p p r o a c h .  F o r 

example, you could put on a VR 

headset and enter a virtual 

environment where you are inside 

the human body. As you move 

through the different systems, you 

can see them up close and in 

detail, from the circulatory system 

to the nervous system and 

everything in between. You can 

interact with different parts of the 

body, like zooming in on a cell or 

rotating a bone to examine it from 

different angles. This kind of 

immersive experience helps to 

bring the subject matter to life in a 

way that traditional learning 

methods can't match. It allows 

you to engage with the material 

on a deeper level and understand 

it in a more meaningful way. 

Additionally, VR can help kids 

r e t a i n  i n f o r m a t i o n  m o r e 

e ff e c t i v e l y  b y  c r e a t i n g  a 

memorable experience that they 

can recall later on.

Risk-free learning 

VR can provide a risk-free 

environment for students to 

learn, without the possibility of 

harm or injury. This can reduce 

stress and anxiety associated 

with learning high-risk skills, 

which can improve learning 

outcomes. Yes, with VR  learning 

can be more accessible. By 

allowing students to attend 

classes and part ic ipate in 

activities remotely, VR can make 

learning more accessible. This 

eliminates the need for students 

to travel to a physical location, 

which can save time and money.

Therapy and rehabilitation

VR has been used for therapy 

and rehabilitation, such as 

treat ing anxiety disorders, 

phobias and post-traumatic 

stress disorder (PTSD). VR can 

provide a controlled environment 

for patients to face their fears and 

work through them.

E n t e r t a i n m e n t  a n d 

socialization

VR can provide an immersive 

entertainment experience, such 
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as playing video games or 

watching movies. VR can also 

p r o v i d e  a  s o c i a l i z a t i o n 

experience where users can 

interact with others in a virtual 

environment, which can be 

especially beneficial for people 

with social anxiety or disabilities.

Multisensory Learning

VR can stimulate multiple senses 

simultaneously, including sight, 

s o u n d ,  a n d  t o u c h .  T h i s 

multisensory approach can 

deepen learning experiences by 

providing a more comprehensive 

understanding of the subject 

matter. For example, students 

can visualize and interact with 3D 

models, hear relevant sounds 

and even feel tactile feedback, 

making the learning process 

more engaging and memorable.

Experiential Learning: VR 

enables students to experience 

situations and environments that 

a r e  o t h e r w i s e  d i ffi c u l t  o r 

impossib le  to  access in  a 

traditional classroom setting. For 

example, students can explore 

historical landmarks, travel to 

outer space, or dissect virtual 

organisms, providing them with 

e x p e r i e n t i a l  l e a r n i n g 

opportunities that enhance their 

understanding and empathy.

ENTERTAINMENT USES OF VR 

BY GEN Z

Gen Z embraces VR as a form of 

e n t e r t a i n m e n t  d u e  t o  i t s 

immersive nature, interactivity 

and ability to connect with others. 

As the technology continues to 

evolve, we can expect Gen Z to 

explore even more innovative 

w a y s  t o  u t i l i z e  V R  f o r 

entertainment purposes. 

Here are some ways Gen Zs have 

explored VR for entertainment.

Gaming: Gen Z is known for its 

passion for gaming, and VR 

gaming offers an immersive and 

interactive experience. Virtual 

reality headsets allow players to 

enter virtual worlds and interact 

with the environment and 

characters. VR gaming provides 

a  h e i g h t e n e d  l e v e l  o f 

immersion, making it a favourite 

among Gen Z gamers.

Social VR

Gen Z values connectivity and 

social interaction. Social VR 

platforms enable users to meet 

and interact with friends or even 

strangers in virtual spaces. 

These platforms offer virtual 

hangouts, concerts, events, and 

mu l t i p laye r  exper iences , 

fostering a sense of community 

and shared experiences.

Virtual concerts and events

Virtual reality has opened up 

new possibilities for attending 
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concerts and events. Gen Z 

c a n  n o w  e n j o y  l i v e 

performances f rom their 

favorite artists without leaving 

their homes. VR platforms 

provide virtual venues where 

u s e r s  c a n  e x p e r i e n c e 

c o n c e r t s ,  f e s t i v a l s , 

conferences, and other events 

as i f  they were physical ly 

present.

Virtual travel and exploration

VR allows Gen Z to explore 

different places and cultures 

virtually. They can visit famous 

landmarks, museums, or even 

take virtual tours of cities around 

the world. This provides an 

accessible and cost-effective 

w a y  t o  e x p e r i e n c e  n e w 

environments and broaden their 

horizons.

VR content creation

Gen Z  i s  known fo r  i t s 

creativity and content creation 

skills. VR platforms and tools 

enable them to create their 

own virtual worlds, 3D artwork, 

animations, and more. They 

can share their creations with 

o t h e r s ,  c o l l a b o r a t e  o n 

projects, and showcase their 

talent in virtual spaces.

Virtual reality storytelling

Gen Z appreciates immersive 

storytelling experiences, and 

VR provides a unique medium 

for narrative-driven content. 

VR storytelling transports 

users into the narrative, 

allowing them to become 

active participants in the 

story. Whether it's through 

interactive films, virtual 

escape rooms, or immersive 

storytelling apps, Gen Z can 

engage with narratives in a 

whole new way.

V i r t u a l  t r a v e l  a n d 
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exploration

 VR allows Gen Z to explore 

different places and cultures 

virtually. They can visit famous 

landmarks, museums, or even 

take virtual tours of cities around 

the world. This provides an 

accessible and cost-effective 

w a y  t o  e x p e r i e n c e  n e w 

environments and broaden their 

horizons.

OPPORTUNITIES OF VR IN 

EDUCATION FOR A GEN Z

Enhanced Engagement

 Virtual reality offers a highly 

immers ive and in teract ive 

learning environment that can 

captivate Gen Z students. It 

provides a hands-on approach 

to education, allowing them to 

actively participate and engage 

with the content. This increased 

engagemen t  can  l ead  t o 

i m p r o v e d  r e t e n t i o n  a n d 

understanding of complex 

concepts.

C o l l a b o r a t i o n  a n d 

Communication: 

VR can foster collaborative 

learn ing env i ronments by 

allowing students to interact with 

their peers and educators in 

v i r tua l  spaces .  They  can 

collaborate on projects, share 

ideas, and engage in virtual 

discussions, regardless of their 

p h y s i c a l  l o c a t i o n s .  T h i s 

p r o m o t e s  t e a m w o r k , 

communication skills and global 

connectivity.

DRAWBACKS OF VR

Addiction

Just like any other technology, 

VR can be addictive, especially 

for young people. It is essential 

to set limits and monitor usage 

to prevent addiction. This is also 

where parent's help is needed. 

Parents should ensure that their 
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kids/teens don't get overly 

exposed or addicted to virtual 

reality.

Motion sickness:

 Some people may experience 

motion sickness or nausea while 

using VR, especially when the 

VR experience involves rapid 

movements or changes in 

perspec t i ve .  Th is  can  be 

reduced by taking frequent 

breaks and gradually increasing 

VR exposure.

Lack of physical activity

 VR can be a sedentary activity, 

and prolonged use can lead to a 

lack of physical activity, which 

can have negative effects on 

health. It is essential to balance 

VR use with physical activity 

such as playing sports, riding 

bikes, going for walks etc.

Adults must have one or more 

roles to play for this to not go 

sour. We can't  throw our 

vulnerable young stars out into 

the VR world and expect them 

to figure everything out. No. We 

will be willing and available to 

help as the need arises.

Let's look at how parents and 

even teachers can help them 

stay in check while getting 

submerged into the world of VR.

ROLE OF PARENTS AND 

TEACHERS

Supervision

 

Parents and teachers should 

supervise children and students 

while using VR. They should set 

rules and guidelines for usage 

and monitor usage to prevent 

addiction and overuse.

Age-appropriate Content:

 Parents and teachers should 

ensure that the VR content is 

age-appropriate and aligns with 

the child's or student's interests 

and learning goals.

Education

 

Parents and teachers should 

educate themselves and their 

children or students about the 

p o t e n t i a l  b e n e fi t s  a n d 

drawbacks of VR. This can 

include learning about the 

technology, discussing its 

appl icat ions,  and set t ing 

expectations and limitations.
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Safety Measures

Parents and teachers should 

ensure  tha t  ch i ld ren  and 

students are safe while using 

VR. This can include ensuring 

that the VR environment is free 

of obstacles, taking frequent 

breaks, and monitoring for 

motion sickness or discomfort.

E D U C A T I O N A L 

APPLICATIONS OF VIRTUAL 

REALITY

Field Trips

As mentioned above, VR can 

p r o v i d e  a  c o s t - e ff e c t i v e 

alternative to traditional field 

trips. Students can visit historical 

sites, explore nature and even 

travel to different countries 

without leaving the classroom.

Science Education

 

VR can provide a safe and 

control led environment for 

students to practice scientific 

procedures, such as dissections 

or chemical experiments, without 

the risk of accidents.

Language Learning 

VR can provide an immersive 

env i ronment  for  language 

learning. Students can practice 

speaking and listening skills in 

real-life scenarios, such as 

ordering food at a restaurant or 

asking for directions on the 

street.

Art and Design 

VR can provide an interactive 

experience for students to 

exp lo re  a r t  and  des ign . 

S tudents  can c reate  3D 

models and explore them in a 

virtual environment, providing 

a hands-on experience that is 

d ifficul t  to  repl icate in  a 

traditional classroom.

Cultural Exploration

 

VR can provide an opportunity 

for students to explore different 

cu l t u res  and  t r ad i t i ons . 

Students can visit historical 

landmarks, museums, and 

even festivals, providing a 

deeper understanding of 

different cultures.

Special Education: 
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VR can provide a safe and 

controlled environment for 

students with special needs to 

practice social skills, such as 

communication and empathy. It 

can also provide a way to 

engage students with disabilities 

in the classroom and provide a 

m o r e  i n c l u s i v e  l e a r n i n g 

experience.

While Virtual Reality (VR) has 

many potential benefits, there 

are also some downsides to 

consider. If you are considering 

exposing your teenagers or kids 

to this new world, it is important 

you are aware of its downsides 

so that you can find a balance for 

them. 

HERE ARE SOME OF THE 

M O S T  C O M M O N 

DRAWBACKS OF VR

Motion Sickness: Some people 

experience motion sickness or 

discomfort while using VR, 

e s p e c i a l l y  w h e n  t h e  V R 

experience involves rapid 

movements or changes in 

perspective. This can lead to 

n a u s e a ,  h e a d a c h e s  a n d 

d i zz i ness ,  wh i ch  can  be 

unpleasant and may limit the 

duration of VR use.

Limited Social Interaction: VR 

can be an isolating experience, 

as users are fully immersed in a 

virtual environment and may not 

have physical contact with other 

people. This can limit social 

interaction, which is essential for 

healthy human development.

Safety Concerns: VR can 

p resen t  sa fe ty  concerns , 

especially if users are not aware 

of their surroundings. Users can 

trip or collide with objects in the 

physical environment while 

immersed in the VR experience, 

leading to potential injuries.

Addiction: Just like any other 

technology, VR can be addictive, 

especially for young people. 

U s e r s  m a y  b e c o m e  s o 

immersed in the VR experience 

t h a t  t h e y  h a v e  d i ffi c u l t y 

disengaging from it, leading to 

excessive use and potential 

negative effects on mental 

health and well-being.

Cost: VR technology can be 

expensive,  wi th h igh-end 

headsets  and equ ipment 

costing hundreds or even 

thousands of dollars. This can 

make it difficult for schools or 

families with limited resources 

to access VR technology and its 

educational benefits.

Potent ia l  fo r  D is tor ted 

Reality: VR can create an 

experience that is disconnected 

from reality, leading to potential 

confusion and disorientation. 

Users may have difficulty 

distinguishing between the 

virtual environment and the real 

world, leading to potential 

consequences.

Virtual Reality (VR) has the 

potential to provide a unique 

and engaging educational 

experience for students. It can 

enhance learning, provide 

t h e r a p y  a n d  p r o m o t e 

socialization. However, you 

should be aware of the potential 

drawbacks, and as such take 

measures to prevent them. 

Parents and teachers play a 

crucial role in ensuring that 

children and students explore 

VR safely and effectively. By 
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