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VR in the Classroom
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What Teachers Think About
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62% Believe VR improves students' learning success

62%w04 VR IRFH LB HME

74% Feel VR increases student motivation
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74% Would use VR in the classroom at least once a month T4%EEZ P BRA—REREMEA VR
41% Would use VR in the classroom at least once a week A1%BEEVEBB—RERZEA VR

79% Think VR enables experiences that would not be possible
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otherwise

92% Support the use of digital technologies in the classroom 92%3Z F R 2 EE AU

71% Consider interactive learning contents to be particularly T1%REEHHNBERNBARER

relevant

77% Believe VR enables students to see places that they would 77%R4% VR BBERRESH - ERMMBEAIENM S

not be able to otherwise

6% Believe VR will never be used in class
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42% Think VR will be used in the classroom within the next 5 years
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Arts  44% 1l 44%

Natural sciences 62% BARE 62%

History 74% FESE 74%

Subjects that VR would be most suitable for: EESER VRIHRE :
Geography 80% 32 80%

18% Have already experienced VR 18%E 52588 VR

48% Are interested in using VR in the classroom
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For the Sam sung-backed survey "VR in the Classroom." Kantar
EMNID interviewed 606 teachers from schools throughout Germany
in November 2016. The interviews were conducted in a personal
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computer-assisted procedure. In addition to focusing on the BRET - R7TBIBREUMENERN  BEEAETER

utilization of digital technologies in schools, the survey was also
directed to find out more about the concrete application of virtual
reality in education
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https://www.kantaremnid.de/
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