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Abstract—Virtual reality provides learners with an opportunity to run 
through situations that could not be accessed in the real world, which makes 
this technology an attractive alternative or a supplement to conventional in-
struction. This integrative review sought to bring together the impacts of im-
mersive interventions on post-compulsory student learning performance. Nine 
empirical studies resulted from the screening process on the basis of eligibility 
criteria. Overall, there was a low to moderate mean effect size using a random-
effects model (Hedge’s g = 0.31 [-0.27, 0.90], p = 0.218) for the application of 
high-immersion activities to education. As in previous reviews on the topic, 
considerable variance in the effect sizes was detected, thus precluding conclu-
sive statements on the effectiveness of virtual educational simulations for accel-
erating learning outcomes in post-secondary settings. Some implications of the 
analysis for the educational practice are provided. 
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1 Introduction 

The digital transformation is changing the way people live in many aspects of soci-
ety. New digital technologies have been paving their way into school and university 
education and are intended to optimise teaching and learning. The last few years have 
revolutionised the way practically any content may be visualised, particularly by vir-
tue of virtual reality (VR) technology which may be determined as a computer-
produced interactive tridimensional locale with high-fidelity graphic and sensory 
stimuli that mimics extant or imaginary matters and processes manipulated via certain 
input devices thus promoting the feeling of being immersed in another world and 
becoming its part [1], [2]. It allows for simulating the physical presence of people and 
objects as well as interactions with them [3]. This in turn engenders realistic sensory 
experiences leading to a lavish involvement of those who are imbued in the virtual 
world. 
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VR has been recently upgraded through radically new solutions such as the Oculus 
Rift headset with refurbished real-time frame rates and fields of view [4]. Obviously, 
this immersive technology provides brilliant opportunities as a multichannel pedagog-
ical resource supposed to ensure high quality of retention [5], and education is there-
fore one of the alleged beneficiaries of VR as an avenue of simulation-based learning. 
Such immersive instrument affords a not location- or time-bound repeated practice 
targeted towards the engagement in learning modalities in order to absorb contextual 
knowledge, grasp perplexed notions, and attain relevant skills including those psy-
chomotor [6] – [8]. Zinn [9] advocates that the new forms of interaction using natural 
interfaces for visualisation (head-mounted displays and data gloves) enable users to 
have more authentic learning as compared to traditional desktop activities and can 
thus catalyse cognitive, motivational and affective learning processes. Thanks to con-
text-based VR conditions, lots of physically and technically unattainable objects (e.g. 
microscopic structures) can be explored, dangerous situations can be imitated (e.g. 
manipulations with aggressive chemicals) or expensive experiments can be performed 
virtually (e.g. an interactive physics laboratory) so that diverse matters may be as-
sessed in highly controlled experimental settings [10], [11]. 

Despite the high relevance of immersion intended for learning, academic research 
has failed to consolidate the impact of VR-based educational activities on post-
compulsory student learning performance heretofore, and quite ambiguous results 
were yielded every time [12], [13]. Merchant et al. [14] analysed how VR acted upon 
K-12 and tertiary learners’ educational gains. It nevertheless elucidated studies pub-
lished until November 2011 and many of the studies involved VR means that were 
not really immersive. Wu et al. [15] pooled outcomes from several tens of interven-
tions that involved the immersive technology. But again, schoolers were subsumed 
within a sample. On top of that, some studies included in that meta-analysis consid-
ered such interventional effects as ‘psychomotor skills’ [16] or ‘object location 
memory’ [17] which are more likely to concern informal training context. Di Natale 
et al. [18] congregated the empirical data on whether high-immersion tools could 
exalt learning performance. The authors decided to perform the work as a scoping 
review given the limited number of primary studies (18 papers, with 4 pertaining to 
school population) some of which did not provide the adequate quantitative data re-
quired for a meta-analysis. Thence, this gap is paramount to address, which is to be 
done in the current review. The issue described was translated into the following 
research question: what is the magnitude of the effectiveness of VR learning interven-
tions in terms of learning outcomes across post-secondary students? 

2 Methodology 

2.1 Inclusion criteria 

To decide whether to include a study in this meta-analysis, several eligibility crite-
ria were applied. Studies were required to: 
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a) Investigate the impact of VR-based learning on student learning performance in a 
post-compulsory education context. 

b) Include at least one condition in which participants were fully immersed in a syn-
thetic environment through appropriate tools like head-mounted displays as it con-
forms to the definition of VR [19]. Additionally, they had to be compared with a 
control group that received the same materials in a more conventional way. 

c) Assess learning performance by objective measures. Rather than actually academ-
ic achievement, some of the analysed studies dealt with questionable variables 
such as posture and gestures students maintained during their oral presentations 
[20]. These were declined as well. 

d) Be published in the time frame from 2016 to 2022. This choice is conditioned by 
the fact that statistics show the proliferation of VR technology bounded ahead to-
wards the end of the 2010s [21]. 

e) Provide numerical data sufficient for the computation of effect sizes. 

2.2 Search strategy 

Peer-reviewed studies were searched across Scopus and Elton B. Stephens Compa-
ny (EBSCO) databases using keywords combinations: ‘virtual reality’ × ‘immersive’ 
× ‘learning’ × ‘performance’ × ‘outcome’. Besides, the reference lists of earlier rele-
vant reviews were scrutinised. 

2.3 Computation of effect sizes 

Hedge’s g was chosen as the effect size unit for post-test outcomes since it is be-
lieved to be uninfluenced by the bias for small sample sizes [22]. For those studies 
that contained more than one measure of learning performance, the outcomes were 
averaged by calculating the mean in order to produce a single estimate, as is done in 
numerous meta-analytic works [23] – [25]. To depict results in a graphically appeal-
ing way, a forest plot was generated. Heterogeneity was examined with I2 statistics, 
and values of 0%, 25%, 50%, and 75% were interpreted as zero, low, moderate, and 
high variability across studies, respectively [26]. The risk of publication bias across 
studies was tested by means of a funnel plot with underlying trim and fill algorithm 
that purveys an unbiased estimate for the summary effect size. All computations were 
executed through Meta-Essentials spreadsheets [27]. 

3 Results 

The primary database search returned 4,604 records plus 37 studies added from 
references in past reviews on the topic, totaling 4,641 papers. Of those, 3,736 sources 
were omitted after screening titles. Then, 743 papers were excluded after reading 
abstracts. The remaining 162 articles were analysed for eligibility based on their full 
text, and 153 of them were excluded with causes (e.g., no control group or non-
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immersive VR represented by desktop devices). The search strategy produced nine 
sources used for this meta-analysis (Figure 1). 

 
Fig. 1. Stages of selecting sources for the meta-analysis 

The studies involved 499 students and were published in the period between 2017 
and 2022. Seven studies used a randomised controlled trial research design while two 
were quasi-experimental interventions. Three of them were carried out in Europe, the 
other three in North America and three more in Asia. Table 1 summarises the key 
traits of the studies integrated. 

Table 1.  Outline of study characteristics 

Reference Sample Intervention Major finding 

[28] 45 nursing students 

An immersive 3D video program 
including head-mounted displays was 

applied to acquaint students with 
nasogastric tube feeding through a 

video scenario and interactive activi-
ties 

Insignificantly better scores in 
nasogastric tube feeding exam-
ination relative to participants 
who used a regular demonstra-

tion video 

[29] 78 medical students 
A gamified immersive VR tool was 
used for studying clinical cases and 

corresponding examinations 

No significant difference in 
retention of information on the 
clinical cases when compared 
to participants who used a 2D 

version of the tool 

[30] 
84 engineering stu-
dents enrolled in a 
required course of 

Participants immersed into a prob-
lem-based learning scenario through 
an educational VR application and 

Significantly higher scores on 
vocabulary acquisition as 

opposed to participants who 
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English solved the given problems using 
English to improve their specialised 

vocabulary 

viewed the same scenario in a 
printed format 

[31] 
64 students from a 

maritime safety 
training institute 

A lifeboat launching operation was 
simulated in an immersive environ-
ment using a head-mounted display 

with either a joypad or wearable 
sensors in order to memorise a 10-

step procedure 

Better scores on technical 
skills demonstrated on a real 
lifeboat in comparison with 

participants who received the 
conventional lecture-based 

training 

[32] 
 

52 university students 
(subject area unspeci-

fied) 

Virtual laboratory simulation con-
cerning mammalian transient protein 
expression using on-screen text alone 

or with narration was delivered 
through either a personal computer or 

a VR head-mounted display 

Significantly worse scores on 
knowledge gain as compared 
to participants using the desk-

top condition, in both modes of 
information delivery 

[33] 
55 college students 

(subject area unspeci-
fied) 

A lesson employing narration and 
immersive animations of human 

circulatory system and cell compo-
nents was delivered through an 

interactive simulation with a head-
mounted display and wireless hand 

controllers 

Significantly worse knowledge 
acquisition relative to partici-
pants who received the same 
materials through a slideshow 

[34] 

40 college students 
(subject area unspeci-

fied, radiotherapy 
students not recruited) 

A virtual environment was utilised 
for studying some concepts of radia-

tion therapy 

Insignificantly higher scores on 
knowledge retention as com-
pared to participants engaged 

in a conventional lecture–based 
condition 

[35] 55 pre-service teach-
ers 

An immersive VR technology was 
integrated in classroom management 
courses to bolster students’ classroom 

management competencies 

Significantly higher estimates 
of instructor-rated classroom 
management competencies as 
opposed to participants who 
were exposed to traditional 

video-assisted learning 

[36] 66 medical students 

Participants studied images of cere-
bral neuroanatomical structures 

through an immersive VR interactive 
model 

No significant difference in 
anatomy knowledge as com-

pared to participants who used 
online textbooks 

 
There was evidence of a high level of between-study heterogeneity (I2 = 85.94%), 

which is why a random-effects model was applied to reckon the influence of VR in-
terventions on learning performance. The analysis identified an insignificant small to 
medium positive effect in favour of immersion-based condition (Hedge’s g = 0.31, 
95% confidence interval [-0.27, 0.90], P = 0.218). Figure 2 displays Hedge’s g esti-
mates for the learning outcomes, including the weighted mean value with its 95% 
prediction interval. 
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Fig. 2. Summary meta-analytical results 

Despite visual evaluation of the trim-and-fill result revealed some asymmetry, 
there were no imputed effect sizes on the funnel plot (Figure 3). Moreover, neither 
Egger’s regression test nor Begg and Mazumdar’s test indicated publication bias. 
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Fig. 3. Funnel plot of the included studies 

The findings on publication bias are not conclusive given the number of empirical 
studies this review entails and the fact that no grey literature was involved in the anal-
ysis. Continue by abstract and keywords; use the styles abstract and keywords. Lastly, 
the common exhortation to apply ten studies per covariate within meta-regression [37] 
implies the pointlessness of a moderator analysis that would render speculative infer-
ences in the case at hand. 

4 Discussion 

With respect to the research question mentioned previously, the current analysis 
provides an opportunity to recapitulate the empirical evidence related to the theme, 
and it stands behind VR-based learning as relatively more effective in terms of post-
secondary students’ learning performance when compared to non-immersive condi-
tions. Presumably, this positive effect may be due to the fact that high-immersion VR 
environments possess unique features such as generating positive emotions or ena-
bling situational learning through interactive exploration in stimulating three-
dimensional space coherent to relevant contexts that are often not, or not easily, ac-
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cessible in the real world thus sparking students’ eagerness to progress and even en-
hancing cognitive processing of educational material [38], [39]. However, the inte-
grated evidence obtained herein does not purport to be representative and conclusive 
in view of the number of primary studies. Concomitantly, this paper adds to the re-
search on VR in education since it incorporates studies selected more scrupulously 
than other reviews did and those not yet included in them. 

Our findings somewhat tally the research synthesis carried out by Merchant et al. 
[14] where VR-based instruction in the forms of simulations and virtual worlds exert-
ed the overall Hedge’s g of 0.41, but it must be taken into account that this is a mixed 
effect size yielded for both school-aged and undergraduate subjects with no distinc-
tion. Contrarily, Wu et al. [15] report the weighted average Hedge’s g equal to −0.015 
for post-secondary students that received immersive interventions. This warrants 
further attempts to probe into how highly immersive mediums affect post-compulsory 
learners’ skill and knowledge retention in order to expand the empirical research cor-
pus in a way to allow the elaboration of a full-blown meta-analysis. 

Referring to the trials outlined in the publications invoked for the current research, 
they are troubled with small sample sizes and extremely short experiment time 
frames. The studies involved no more than 84 participants, and the majority of the 
discrete VR lessons reportedly lasted within 20 minutes (so the positive outcome 
could result mostly from the novelty effect) while the overall study term is indicated 
without clarifying the frequency of the immersive lessons or unspecified at all, so the 
exposure could single and thus insufficient for a meaningful upshot. In some cases, 
even the duration of the simulation itself is not indicated in the text. Moreover, exper-
imental procedures were sometimes described insufficiently which echoes the find-
ings by Chae et al. [40]. Therefore, it is still under question whether VR is capable to 
prompt learners’ generative processing, that is, to induce their involvement [41] to 
ensure long-term educational benefits. 

In his meta-analytical review on mobile-assisted language learning implementa-
tions, Burston [42] highlighted there was the dearth of reliable primary studies on the 
topic, which in the author’s opinion could be attributed, apart from the inadequate 
research design, to the technocentricity traced in a great deal of the investigations 
published, so that other variables such as the personal influence of the educator, the 
simulation content or the theoretical basis underpinning the research are overshad-
owed. To put this into context, the empirical studies evaluated here do not report any 
learning theory frameworks enshrined in the simulation construction which accords 
with the conclusions set forth in the systematic mapping review on immersive sys-
tems in higher education conducted by Radianti et al. [43]. 

Another limitation of the meta-analytic investigation presented here is the data 
comparability issue as could be judged by the variance in effect size among the indi-
vidual studies. Likewise, Merchant et al. [14] and Wu et al. [15] also detected sub-
stantial heterogeneity across the papers encompassed, namely I2 of 85 and 83 per cent, 
respectively. This between-study variety from one meta-analysis to another would be 
attributable to the fact that experiments involved diverse samples and programs with 
different approaches and lengths [44], but regarding the implementations evaluated in 
the present review, both the lowest and the highest effect sizes were observed for two 
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trials in which comparable numbers of college students utilised immersive systems to 
learn about biomedical issues, so no any clear patterns could be distilled from the 
characteristics of the included studies. At the same time, we should stress that exper-
imental interventions reported in [29], [32], [33] were gamified by means of rewards, 
feedback systems, challenges, and virtual agents incorporated in the simulations to 
expel their so-called gamefullness and playability, whereas the rest selected studies 
exploited strict practice-based virtual scenarios, though the one described in [31] uses 
graphics that resemble video game graphics. This picture runs counter to common 
perceptions of gamification as the spur for learner engagement and is perhaps worth 
attention of future investigators. 

Among foremost imperfections in the reviewed immersion implementations were 
reportedly those that some time allotted to going through the virtual scenario was 
spent to disentangle the system operation nuances, learners could not always keep 
pace with the learning content since the virtual lesson was not user-directed, and fi-
nally, the animated environment could not enrich declarative knowledge delivered 
through the immersive lesson, and it furthermore spawned excessive load on percep-
tion channels and diverted participants’ attention from the learning content. Radianti 
et al. [43] argue that virtual simulations aimed at gaining declarative knowledge as a 
stepping stone for VR integration into higher education. Interestingly, the analysed 
studies with negative and circa zero outcomes claimed student relevant knowledge 
acquisition as a goal, except Chavez et al. [29]. 

To sum up, the studies reviewed imply that VR-based immersive activities can be 
beneficial in improving student learning performance but not to a great extent. A 
decade ago, scholars [45] lamented that the elements of learning process virtualisa-
tion, such as individual perceptual features and implementation contexts, were poorly 
explored. Nonetheless, this review pinpoints how nascent the field still is. Therefore, 
more well-designed long-term trials with larger samples are crucial to systematically 
evaluate the subject. This summary investigation bestows necessary information for 
forthcoming research in the vein that the duration of learning simulations should be 
extended and they should be self-paced when possible. In general, little can be added 
to the recommendations set out in the framework for educational virtual environment 
implementation [46] that particularly calls upon practitioners to eliminate distracting 
components within the immersive learning environment. 

5 Acknowledgment 

Authors are grateful to Sergei Kozhevnikov for English language editing. 
 
 
 

iJET ‒ Vol. 17, No. 16, 2022 217



Paper—The Impact of Virtual Reality on Post-Compulsory Students’ Learning Outcomes: A Review… 

6 References 

[1] Pletz, C. (2021). Which factors promote and inhibit the technology acceptance of immer-
sive virtual reality technology in teaching-learning contexts? Results of an expert survey. 
International Journal of Emerging Technologies in Learning, 16(13): 248–272. https://doi. 
org/10.3991/ijet.v16i13.20521  

[2] Sattar, M. U., Palaniappan, S., Lokman, A., Shah, N., Khalid, U., Hasan, R. (2020). Moti-
vating medical students using virtual reality based education. International Journal of 
Emerging Technologies in Learning, 15(2): 160–174. https://doi.org/10.3991/ijet.v15i02. 
11394  

[3] Marotta, N., Demeco, A., Indino, A., de Scorpio, G., Moggio, L., Ammendolia, A. (2022). 
Nintendo WiiTM versus Xbox KinectTM for functional locomotion in people with Parkin-
son’s disease: A systematic review and network meta-analysis. Disability and Rehabilita-
tion, 44(3): 331-336. https://doi.org/10.1080/09638288.2020.1768301  

[4] Venkatesan, M., Mohan, H., Ryan, J. R., Schürch, C. M., Nolan, G. P., Frakes, D. H., 
Coskun, A. F. (2021). Virtual and augmented reality for biomedical applications. Cell Re-
ports Medicine, 2(7): 100348. https://doi.org/10.1016/j.xcrm.2021.100348  

[5] Philippe, S., Souchet, A. D., Lameras, P., Petridis, P., Caporal, J., Coldeboeuf, G., Duzan, 
H. (2020). Multimodal teaching, learning and training in virtual reality: A review and case 
study. Virtual Reality & Intelligent Hardware, 2(5): 421-442. https://doi.org/10.1016/ 
j.vrih.2020.07.008  

[6] Alhalabi, W. (2016). Virtual reality systems enhance students’ achievements in engineer-
ing education. Behaviour & Information Technology, 35(11): 919-925. https://doi.org/ 
10.1080/0144929X.2016.1212931  

[7] Nassar, A. K., Al-Manaseer, F., Knowlton, L. M., Tuma, F. (2021). Virtual reality (VR) as 
a simulation modality for technical skills acquisition. Annals of Medicine and Surgery, 71: 
102945. https://doi.org/10.1016/j.amsu.2021.102945  

[8] Plotzky, C., Lindwedel, U., Sorber, M., Loessl, B., König, P., Kunze, C., Kugler, C., 
Meng, M. (2021). Virtual reality simulations in nurse education: A systematic mapping re-
view. Nurse Education Today, 101: 104868. https://doi.org/10.1016/j.nedt.2021.104868  

[9] Zinn, B. (2021). Ein Blick auf die Digitalisierung der Bildung im Kontext ethischer, recht-
licher und sozialer Implikationen. Journal of Technical Education, 9(2): 17-33. 
https://doi.org/10.48513/joted.v9i2.237  

[10] Andreatta, M., Pauli, P. (2021). Contextual modulation of conditioned responses in hu-
mans: A review on virtual reality studies. Clinical Psychology Review, 90: 102095. 
https://doi.org/10.1016/j.cpr.2021.102095  

[11] Hidayat, M., Rozak, R. W. A. (2022). Character education in Indonesia: How is it internal-
ized and implemented in virtual learning? Jurnal Cakrawala Pendidikan, 41(1): 186-198. 
https://doi.org/10.21831/cp.v41i1.45920  

[12] Nesenbergs, K., Abolins, V., Ormanis, J., Mednis, A. (2020). Use of augmented and virtu-
al reality in remote higher education: A systematic umbrella review. Education Sciences, 
11(1): 8. https://doi.org/10.3390/educsci11010008  

[13] Tegoan, N., Wibowo, S., Grandhi, S. (2021). Application of the extended reality technolo-
gy for teaching new languages: A systematic review. Applied Sciences, 11(23): 11360. 
https://doi.org/10.3390/app112311360  

[14] Merchant, Z., Goetz, E. T., Cifuentes, L., Keeney-Kennicutt, W., Davis, T. J. (2014). Ef-
fectiveness of virtual reality-based instruction on students’ learning outcomes in K-12 and 
higher education: A meta-analysis. Computers & Education, 70: 29-40. https://doi.org/ 
10.1016/j.compedu.2013.07.033  

218 http://www.i-jet.org

https://doi.org/10.3991/ijet.v16i13.20521
https://doi.org/10.3991/ijet.v16i13.20521
https://doi.org/10.3991/ijet.v15i02.11394
https://doi.org/10.3991/ijet.v15i02.11394
https://doi.org/10.1080/09638288.2020.1768301
https://doi.org/10.1016/j.xcrm.2021.100348
https://doi.org/10.1016/j.vrih.2020.07.008
https://doi.org/10.1016/j.vrih.2020.07.008
https://doi.org/10.1080/0144929X.2016.1212931
https://doi.org/10.1080/0144929X.2016.1212931
https://doi.org/10.1016/j.amsu.2021.102945
https://doi.org/10.1016/j.nedt.2021.104868
https://doi.org/10.48513/joted.v9i2.237
https://doi.org/10.1016/j.cpr.2021.102095
https://doi.org/10.21831/cp.v41i1.45920
https://doi.org/10.3390/educsci11010008
https://doi.org/10.3390/app112311360
https://doi.org/10.1016/j.compedu.2013.07.033
https://doi.org/10.1016/j.compedu.2013.07.033


Paper—The Impact of Virtual Reality on Post-Compulsory Students’ Learning Outcomes: A Review… 

[15] Wu, B., Yu, X., Gu, X. (2020). Effectiveness of immersive virtual reality using 
head‐mounted displays on learning performance: A meta‐analysis. British Journal of Edu-
cational Technology, 51(6): 1991-2005. https://doi.org/10.1111/bjet.13023  

[16] Parmar, D., Bertrand, J., Babu, S. V., Madathil, K., Zelaya, M., Wang, T., Wagner, J., 
Gramopadhye, A. K., Frady, K. (2016). A comparative evaluation of viewing metaphors 
on psychophysical skills education in an interactive virtual environment. Virtual Reality, 
20(3): 141–157. https://doi.org/10.1007/s10055-016-0287-7  

[17] Murcia-López, M., Steed, A. (2016). The effect of environmental features, self-avatar, and 
immersion on object location memory in virtual environments. Frontiers in ICT, 3. 
https://doi.org/10.3389/fict.2016.00024  

[18] Di Natale, A. F., Repetto, C., Riva, G., Villani, D. (2020). Immersive virtual reality in 
K‐12 and higher education: A 10‐year systematic review of empirical research. British 
Journal of Educational Technology, 51(6): 2006-2033. https://doi.org/10.1111/bjet.13030  

[19] Moro, C., Štromberga, Z., Raikos, A., Stirling, A. (2017). The effectiveness of virtual and 
augmented reality in health sciences and medical anatomy. Anatomical Sciences Educa-
tion, 10(6): 549-559. https://doi.org/10.1002/ase.1696  

[20] van Ginkel, S., Gulikers, J., Biemans, H., Noroozi, O., Roozen, M., Bos, T., van Tilborg, 
R., van Halteren, M., Mulder, M. (2019). Fostering oral presentation competence through a 
virtual reality-based task for delivering feedback. Computers & Education, 134: 78–97. 
https://doi.org/10.1016/j.compedu.2019.02.006  

[21] Stanney, K., Lawson, B. D., Rokers, B., Dennison, M., Fidopiastis, C., Stoffregen, T., 
Weech, S., Fulvio, J. M. (2020). Identifying causes of and solutions for cybersickness in 
immersive technology: Reformulation of a research and development agenda. International 
Journal of Human–Computer Interaction, 36(19): 1783–1803. https://doi.org/10.1080/ 
10447318.2020.1828535  

[22] Lin, L., Aloe, A. M. (2021). Evaluation of various estimators for standardized mean differ-
ence in meta‐analysis. Statistics in Medicine, 40(2): 403-426. https://doi.org/10.1002/ 
sim.8781  

[23] Bredow, C. A., Roehling, P. V., Knorp, A. J., Sweet, A. M. (2021). To flip or not to flip? 
A meta-analysis of the efficacy of flipped learning in higher education. Review of Educa-
tional Research, 91(6): 878-918. https://doi.org/10.3102/00346543211019122  

[24] Coll, M. P., Hobson, H., Bird, G., Murphy, J. (2021). Systematic review and meta-analysis 
of the relationship between the heartbeat-evoked potential and interoception. Neuroscience 
& Biobehavioral Reviews, 122: 190-200. https://doi.org/10.1016/j.neubiorev.2020.12.012  

[25] Ma, L., Zhang, Y., Huang, C., Cui, Z. (2020). Resilience-oriented cognitive behavioral in-
terventions for depressive symptoms in children and adolescents: A meta-analytic review. 
Journal of Affective Disorders, 270: 150–164. https://doi.org/10.1016/j.jad.2020.03.051  

[26] Niu, Y., Liu, T., Li, K., Sun, M., Sun, Y., Wang, X., Yang, X. (2021). Effectiveness of 
simulation debriefing methods in nursing education: A systematic review and meta-
analysis. Nurse Education Today, 107: 105113. https://doi.org/10.1016/j.nedt.2021.105113  

[27] Suurmond, R., van Rhee, H., Hak, T. (2017). Introduction, comparison, and validation of 
Meta-Essentials: A free and simple tool for meta-analysis. Research Synthesis Methods, 
8(4): 537-553. https://doi.org/10.1002/jrsm.1260  

[28] Chao, Y. C., Hu, S. H., Chiu, H. Y., Huang, P. H., Tsai, H. T., & Chuang, Y. H. (2021). 
The effects of an immersive 3d interactive video program on improving student nurses’ 
nursing skill competence: A randomized controlled trial study. Nurse Education Today, 
103, 104979. https://doi.org/10.1016/j.nedt.2021.104979  

[29] Chávez, O. L., Rodríguez, L. F., & Gutierrez-Garcia, J. O. (2020). A comparative case 
study of 2D, 3D and immersive-virtual-reality applications for healthcare education. Inter-

iJET ‒ Vol. 17, No. 16, 2022 219

https://doi.org/10.1111/bjet.13023
https://doi.org/10.1007/s10055-016-0287-7
https://doi.org/10.3389/fict.2016.00024
https://doi.org/10.1111/bjet.13030
https://doi.org/10.1002/ase.1696
https://doi.org/10.1016/j.compedu.2019.02.006
https://doi.org/10.1080/10447318.2020.1828535
https://doi.org/10.1080/10447318.2020.1828535
https://doi.org/10.1002/sim.8781
https://doi.org/10.1002/sim.8781
https://doi.org/10.3102/00346543211019122
https://doi.org/10.1016/j.neubiorev.2020.12.012
https://doi.org/10.1016/j.jad.2020.03.051
https://doi.org/10.1016/j.nedt.2021.105113
https://doi.org/10.1002/jrsm.1260
https://doi.org/10.1016/j.nedt.2021.104979


Paper—The Impact of Virtual Reality on Post-Compulsory Students’ Learning Outcomes: A Review… 

national Journal of Medical Informatics, 141, 104226. https://doi.org/10.1016/j.ijmedinf. 
2020.104226  

[30] Chen, C., Hung, H., & Yeh, H. (2021). Virtual reality in problem‐based learning contexts: 
Effects on the problem‐solving performance, vocabulary acquisition and motivation of 
English language learners. Journal of Computer Assisted Learning. https://doi.org/ 
10.1111/jcal.12528  

[31] Jung, J., & Ahn, Y. J. (2018). Effects of interface on procedural skill transfer in virtual 
training: Lifeboat launching operation study. Computer Animation and Virtual Worlds, 
29(3–4), e1812. https://doi.org/10.1002/cav.1812  

[32] Makransky, G., Terkildsen, T. S., & Mayer, R. E. (2019). Adding immersive virtual reality 
to a science lab simulation causes more presence but less learning. Learning and Instruc-
tion, 60, 225-236. https://doi.org/10.1016/j.learninstruc.2017.12.007  

[33] Parong, J., & Mayer, R. E. (2018). Learning science in immersive virtual reality. Journal 
of Educational Psychology, 110(6), 785–797. https://doi.org/10.1037/edu0000241  

[34] Ryan, E., & Poole, C. (2019). Impact of virtual learning environment on students’ satisfac-
tion, engagement, recall, and retention. Journal of Medical Imaging and Radiation Scienc-
es, 50(3), 408-415. https://doi.org/10.1016/j.jmir.2019.04.005  

[35] Seufert, C., Oberdörfer, S., Roth, A., Grafe, S., Lugrin, J. L., & Latoschik, M. E. (2022). 
Classroom management competency enhancement for student teachers using a fully im-
mersive virtual classroom. Computers & Education, 179, 104410. https://doi.org/10.1016/ 
j.compedu.2021.104410  

[36] Stepan, K., Zeiger, J., Hanchuk, S., del Signore, A., Shrivastava, R., Govindaraj, S., & 
Iloreta, A. (2017). Immersive virtual reality as a teaching tool for neuroanatomy. Interna-
tional Forum of Allergy & Rhinology, 7(10), 1006–1013. https://doi.org/10.1002/alr.21986  

[37] Spineli, L. M., Pandis, N. (2020). Problems and pitfalls in subgroup analysis and meta-
regression. American Journal of Orthodontics and Dentofacial Orthopedics, 158(6): 901-
904. https://doi.org/10.1016/j.ajodo.2020.09.001  

[38] Meyer, O. A., Omdahl, M. K., Makransky, G. (2019). Investigating the effect of pre-
training when learning through immersive virtual reality and video: A media and methods 
experiment. Computers & Education, 140: 103603. https://doi.org/10.1016/j.compedu. 
2019.103603  

[39] Xin, Y. (2022). Influence of learning engagement on learning effect under a virtual reality 
(VR) environment. International Journal of Emerging Technologies in Learning, 17(5): 
226–237. https://doi.org/10.3991/ijet.v17i05.29451  

[40] Chae, D., Yoo, J. Y., Kim, J., Ryu, J. (2021). Effectiveness of virtual simulation to en-
hance cultural competence in pre-licensure and licensed health professionals: A systematic 
review. Clinical Simulation in Nursing, 56: 137-154. https://doi.org/10.1016/j.ecns. 
2021.04.013  

[41] Colliot, T., Kiewra, K. A., Luo, L., Flanigan, A. E., Lu, J., Kennedy, C., Black, S. (2021). 
The effects of graphic organizer completeness and note-taking medium on computer-based 
learning. Education and Information Technologies, 27: 2435–2456. https://doi.org/ 
10.1007/s10639-021-10693-y  

[42] Burston, J. (2015). Twenty years of MALL project implementation: A meta-analysis of 
learning outcomes. ReCALL, 27(1): 4-20. https://doi.org/10.1017/S0958344014000159  

[43] Radianti, J., Majchrzak, T. A., Fromm, J., Wohlgenannt, I. (2020). A systematic review of 
immersive virtual reality applications for higher education: Design elements, lessons 
learned, and research agenda. Computers & Education, 147: 103778. https://doi.org/ 
10.1016/j.compedu.2019.103778  

220 http://www.i-jet.org

https://doi.org/10.1016/j.ijmedinf.2020.104226
https://doi.org/10.1016/j.ijmedinf.2020.104226
https://doi.org/10.1111/jcal.12528
https://doi.org/10.1111/jcal.12528
https://doi.org/10.1002/cav.1812
https://doi.org/10.1016/j.learninstruc.2017.12.007
https://doi.org/10.1037/edu0000241
https://doi.org/10.1016/j.jmir.2019.04.005
https://doi.org/10.1016/j.compedu.2021.104410
https://doi.org/10.1016/j.compedu.2021.104410
https://doi.org/10.1002/alr.21986
https://doi.org/10.1016/j.ajodo.2020.09.001
https://doi.org/10.1016/j.compedu.2019.103603
https://doi.org/10.1016/j.compedu.2019.103603
https://doi.org/10.3991/ijet.v17i05.29451
https://doi.org/10.1016/j.ecns.2021.04.013
https://doi.org/10.1016/j.ecns.2021.04.013
https://doi.org/10.1007/s10639-021-10693-y
https://doi.org/10.1007/s10639-021-10693-y
https://doi.org/10.1017/S0958344014000159
https://doi.org/10.1016/j.compedu.2019.103778
https://doi.org/10.1016/j.compedu.2019.103778


Paper—The Impact of Virtual Reality on Post-Compulsory Students’ Learning Outcomes: A Review… 

[44] Martínez-Gregorio, S., Badenes-Ribera, L., Oliver, A. (2021). Effect of entrepreneurship 
education on entrepreneurship intention and related outcomes in educational contexts: A 
meta-analysis. The International Journal of Management Education, 19(3): 100545. 
https://doi.org/10.1016/j.ijme.2021.100545  

[45] Mikropoulos, T. A., Natsis, A. (2011). Educational virtual environments: A ten-year re-
view of empirical research (1999–2009). Computers & Education, 56(3): 769-780. 
https://doi.org/10.1016/j.compedu.2010.10.020  

[46] Mulders, M., Buchner, J., Kerres, M. (2020). A framework for the use of immersive virtual 
reality in learning environments. International Journal of Emerging Technologies in Learn-
ing, 15(24): 208–224. https://doi.org/10.3991/ijet.v15i24.16615  

7 Authors 

Elmira Daulethanovna Bazhenova holds a PhD degree in Pedagogy, she is a lec-
turer at Zhetysu University named after I. Zhansugurov (e-mail: bazhenova-elmira@ 
bk.ru; https://orcid.org/0000-0001-9330-4975). 

Mergembay Ramazanovich Ozenbayev holds an education specialist degree, he 
is a lecturer at Zhetysu University named after I. Zhansugurov (e-mail: ozenbayevm@ 
bk.ru). 

Kairat Temirgalievich Janabayev holds a Master's degree in Pedagogy, he is a 
lecturer at Zhetysu University named after I. Zhansugurov (e-mail: dkt68@mail.ru). 

Assyl Zheksembaevna Kurakbayeva is a lecturer, Candidate of Pedagogical Sci-
ences (e-mail: a.kurakbaeva@mail.ru). 

Sergey Anatolyevich Sochin is a lecturer, Candidate of Pedagogical Sciences (e-
mail: s_sochin@mail.ru). 

Gulmira Bazarkhanovna Galiyeva is a lecturer, Candidate of Medical Sciences 
(e-mail: Gulmira.galiyeva.63@bk.ru). 

Article submitted 2022-04-12. Resubmitted 2022-05-11. Final acceptance 2022-06-13. Final version 
published as submitted by the authors. 

iJET ‒ Vol. 17, No. 16, 2022 221

https://doi.org/10.1016/j.ijme.2021.100545
https://doi.org/10.1016/j.compedu.2010.10.020
https://doi.org/10.3991/ijet.v15i24.16615
https://orcid.org/0000-0001-9330-4975

