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Abstract 
The use of information technologies, in particular virtual reality, is becoming a topical 
issue in the professional training of natural science teachers. The study aims to assess 
the effectiveness of a professional development program that utilizes virtual reality as an 
educational tool to enhance the quality of training for natural science teachers. The 
obtained results testify to the positive impact of the virtual reality use on various aspects 
of teachers’ professional training. The study found that the attitude towards technology 
improved significantly after the virtual reality introduction (from 65% to 72%). The 
percentage of positive responses regarding the feasibility of using STEM (Science, 
Technology, Engineering and Mathematics) technologies in education increased by 25%. 
Student feedback emphasizes the importance of integrating new technologies into STEM 
education. Further research should examine the training needs of STEM teachers in 
different educational contexts, explore effective technology integration strategies, and 
assess their impact on student outcomes. 

Keywords 
information technology; professional training; teachers; training programme; personal-
oriented training. 

O papel da realidade virtual na melhoria da qualidade da formação profissional 

dos professores de ciências naturais  

Resumo 
O uso de tecnologias da informação, em particular a realidade virtual (RV), está se 
tornando uma questão atual no treinamento profissional de professores de ciências 
naturais. O estudo visa a avaliar a eficácia de um programa de desenvolvimento 
profissional que utiliza a realidade virtual como uma ferramenta educacional para 

https://crossmark.crossref.org/dialog/?doi=10.25053/redufor.v9.e13866&domain=pdf&date_stamp=2024-10-19


ARTICLE 
EDUCAÇÃO & FORMAÇÃO 

Journal of the Graduate Program in Education  
from the State University of Ceará (UECE)  

 

 

 

Educ. Form., Fortaleza, v. 9, e13866, 2024 
DOI: https://doi.org/10.25053/redufor.v9.e13866 
https://revistas.uece.br/index.php/redufor/index 
ISSN: 2448-3583 

2 

 

melhorar a qualidade do treinamento para professores de ciências naturais. Os 
resultados obtidos atestam o impacto positivo do uso da realidade virtual em vários 
aspectos do treinamento profissional de professores. O estudo descobriu que a atitude 
em relação à tecnologia melhorou significativamente após a introdução da realidade 
virtual (de 65% para 72%). A porcentagem de respostas positivas sobre a viabilidade do 
uso de tecnologias STEM (Ciência, Tecnologia, Engenharia e Matemática) na educação 
aumentou em 25%. O feedback dos alunos enfatiza a importância de integrar novas 
tecnologias na educação STEM. Pesquisas futuras devem examinar as necessidades 
de treinamento de professores STEM em diferentes contextos educacionais, explorar 
estratégias eficazes de integração de tecnologia e avaliar seu impacto nos resultados 
dos alunos. 
 

Palavras-chave 
tecnologia da informação; formação profissional; professores; programa de formação; 
formação orientada para as pessoas. 
 
 

El papel de la realidad virtual en la mejora de la calidad de la formación 

profesional de los profesores de ciencias naturales  

 

Resumen 
El uso de las tecnologías de la información, en particular la realidad virtual, se está 
convirtiendo en un tema de actualidad en la formación profesional de los profesores de 
ciencias naturales. El estudio tiene como objetivo evaluar la eficacia de un programa 
de desarrollo profesional que utiliza la realidad virtual como herramienta educativa 
para mejorar la calidad de la formación de los profesores de ciencias naturales. Los 
resultados obtenidos dan testimonio del impacto positivo del uso de la realidad virtual 
en varios aspectos de la formación profesional de los profesores. El estudio encontró 
que la actitud hacia la tecnología mejoró significativamente después de la introducción 
de la realidad virtual (del 65% al 72%). El porcentaje de respuestas positivas con 
respecto a la viabilidad del uso de tecnologías STEM (ciencia, tecnología, ingeniería y 
matemáticas) en la educación aumentó un 25%. La retroalimentación de los 
estudiantes enfatiza la importancia de integrar nuevas tecnologías en la educación 
STEM. La investigación futura debe examinar las necesidades de capacitación de los 
profesores STEM en diferentes contextos educativos, explorar estrategias efectivas de 
integración de tecnología y evaluar su impacto en los resultados de los estudiantes.  
  
Palabras clave 
tecnologías de la información; formación profesional; profesores; programa de 
formación; formación orientada a las personas. 

 

1  Introduction  

 

Modern professional development programmes for higher school teachers should 

ensure the acquisition of the necessary professional skills (Sheremet et al., 2021; Horban 

et al., 2021). Developing teachers’ digital competencies is important, especially for quality 

STEM education. It is important that they not only get acquainted with new technologies 
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but also get practical experience in their use. Recognizing this need is key to successfully 

integrating technology into education (Gorman et al., 2023; Horban et al., 2022). 

The introduction of new technologies in the field of student training creates some 

difficulties and obstacles, especially for teachers. Many educators feel underprepared or 

lack the necessary skills to effectively use technology tools in the classroom. The 

discrepancy between the growing demand for technology in education and the teachers’ 

willingness to use it is becoming a serious problem (Dayal, 2023). 

The growing emphasis on developing teachers’ digital competence is reflected in 

the desire to gain a deep understanding and comprehensive skills in the use of 

technology, especially in the context of quality STEM education. This requires teachers 

not only to have a basic level of understanding but also to be able to actively create, 

develop and integrate innovative technological resources to improve their pedagogical 

strategies (Carabregu-Vokshi, 2024). 

When integrating new technologies into the STEM educational process, it is 

critical to consider that initial teacher training remains relevant. However, this training 

should go beyond simple familiarization with the tools, it should also include strategies for 

solving the associated challenges (Agbo et al., 2023). One promising direction is VR use. 

VR not only captures students’ attention by creating an immersive learning 

environment, but also enables teachers to demonstrate abstract or complex concepts 

through visual interactive scenarios (He et al., 2024). For example, students can learn 

about the internal structure of a molecule or discover and explore historical events in an 

interactive format that enhances their understanding and engagement. 

However, implementing VR in the educational process requires additional teacher 

training and support. They must not only know the technical aspects of using VR, but also 

develop adaptive curricula that meet their students’ academic and pedagogical needs. 

This approach allows not only to involve students in learning, but also to prepare them for 

the challenges of the modern technological world (Rodrigues, 2022). 

The aim of the study is to evaluate the developed professional development 

programme using VR as an educational tool to improve the quality of professional training 

of natural science teachers. The aim was achieved through the fulfilment of the following 

research objectives:  
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1.  Develop a professional training course for teachers using VR; 

2.  Conduct an assessment before and after the delivery of the course on the 

skills of using VR in everyday life; 

3.  Determine students’ personal attitude after the experiment. 

 

2  Literature review 

 

Modern challenges and innovations in natural science education require constant 

updating of knowledge by teachers to provide students with the most up-to-date and 

effective education. With the emergence of new technologies in a fast-changing world, 

teachers must follow innovations and be ready to integrate them into their pedagogical 

practice. Furthermore, recent studies emphasize the importance of introducing modern 

technologies, such as VR, into the educational process. 

Digitization has significantly changed education as one of the most important 

spheres of the modern world. This has become an effective strategy in all aspects of the 

educational process, eliminating the difference between virtual and physical 

environments and introducing more scientific learning methods (Rosak-Szyrocka, 2024). 

Dalimunthe and Simanjuntak (2023) point out that knowledge transfer now goes beyond 

traditional lectures, as new technologies enable exponential expansion of access to 

information. Besides, digital technology is constantly evolving, encompassing video 

projectors, smart boards, mobile devices, e-books, downloadable music, seamless audio 

and video networks, and online social networks. 

The growing use of technological devices as tools for education has significantly 

changed the educational landscape (Li; Li, 2024). Introducing new technologies has 

disrupted traditional teaching methods, creating a need for innovative approaches to 

knowledge transfer to meet modern technological advances. The theory of connectivism 

is the best framework for this study as it encompasses the concept of learning in the 

digital age (Kadmos; Taylor, 2024). It emphasizes the importance of interaction in 

networks as a key element for exchanging knowledge and developing technological skills 

(Rodrigues, 2022). Ideally, its prospects are important for understanding the challenges 

of digital learning in the 21st century and for bridging these gaps (Carabregu-Vokshi et al., 

2024; Zhylin et al., 2023). 
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Teachers also need access to professional development programmes in the field 

of new technologies. Without such opportunities, the use of technology to effectively 

transfer knowledge in the classroom will remain unrealized (Theodorio, 2024). 

Researchers emphasize that technology is constantly evolving; therefore, teachers need 

to keep their knowledge up to date through regular in-service training to keep their 

technology expertise current. 

Internal factors that prevent teachers from using digital technologies in the 

classroom may include their attitudes and beliefs and resistance to technology 

implementation (Ratnawati et al., 2023). It is believed that if teachers do not realize the 

usefulness and experience of digital technologies, they will persist in traditional teaching 

methods (Dayal, 2023). 

Regardless of the level of education, digital skills have become necessary for 

effective communication with the global community, performing administrative and 

educational tasks, and developing creative and innovative abilities (Stofkova, 2022). 

Therefore, technologies play a key role in the learning process. 

Research confirms that using modern technologies (VR, 3D modelling or 

simulation) enhances students’ motivation and involvement in achieving higher academic 

performance (Carabregu-Vokshi, 2024). Therefore, teachers must have the necessary 

digital competencies and the skills to use modern technologies during classes and use 

them more effectively at work. 

Al Breiki et al. (2023) emphasize the importance of examining teachers’ attitudes 

toward VR. The researchers, however, determined that teachers are concerned about 

introducing VR into the classroom. Nevertheless, the teachers demonstrated better 

opportunities for introducing modern technologies, which contributed to a more effective 

educational process. 

The studies of most researchers demonstrate that VR use has a high potential for 

more effective training (Hoai et al., 2024; leBrasseur, 2023). The conducted literature 

analysis shows that many researchers study the use of innovative technologies to 

improve the educational process, which indicates the relevance and appropriateness of 

conducting a more in-depth study (Han, 2023; Marougkas et al., 2023). 
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3  Methods 

 

The research design is presented in Figure 1.  
 

Figure 1 – Research design 

 
Source: Own preparation (2024). 

 
The developed STEM course was delivered to improve the professional 

competencies required for using several digital technologies (Figure 2). The developed 

course is created based on educational classes planned for 2023/2024. The duration of 

the course was 60 hours. 

 
Figure 2 – Integrated STEM learning to improve professional competencies of natural science teachers 

 
Source: Own preparation (2024). 
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The STEM Immersive Virtual Reality course combines active learning methods 

incorporating inquiry-based science education with STEM teaching strategies. This 

course was delivered in a hybrid format where the 60 hours of instruction were split 

evenly between in-person and virtual workshops. The in-person seminars lasted 30 hours 

and included theoretical and practical sessions, focusing on using the latest technologies, 

such as VR, simulations, and virtual laboratories. There was also specialized training on 

using the CoSpaces platform to create a 3D virtual learning environment that could be 

visualized using a VR headset. 

 

3.1  Sample 

 

The study involved 160 students (f = 90 women; m = 70) from the following 

departments: The Department of Natural Sciences and Teaching Methods of Hryhorii 

Skovoroda University in Pereiaslav; the Department of Biology, Human Health and 

Teaching Methods, who voluntarily participated in a course on the VR use in natural 

science teaching. The sample was selected randomly. The sample included students in 

the second and third years of the bachelor’s programme. 

 

3.2  Intervention 

 

1) Pre-testing (Appendix A). Before the course, the participants filled out the STEM 

questionnaire, which contained 28 closed-ended items and 4 open-ended questions. The 

pre-testing aimed to determine the initial level of knowledge and skills in using VR. The 

STEM questionnaire included questions on a 5-point Likert scale to assess skills, confidence, 

and attitudes toward VR technologies. The omega coefficient for 28 points on the Likert scale 

showed acceptable reliability (ω = 0.752). Besides, five open-ended questions described 

participants’ views on aspects related to new technologies in STEM education. 

2) Educational intervention. The participants participated in a specially designed 

training course that included lectures, hands-on activities, and group projects that used 

VR to teach natural science. The course lasted 8 weeks, with classes twice a week. The 

course used VR headset, special educational programmes and simulations covering 

topics in biology, chemistry, physics and earth sciences. 
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3) Post-testing. After completing the course, participants completed the STEM 

questionnaire again to assess changes in their knowledge and skills following the 

educational intervention. 

4) Interview. Upon completing the course, semi-structured interviews were 

conducted with a sample of participants to collect qualitative data on their experiences 

and attitudes towards VR use in education. The interview questions sought to elicit 

participants’ experiences of using VR, the challenges they encountered, and their views 

on VR’s effectiveness in enhancing natural science learning. Interviews were estimated to 

last between 15 and 20 minutes each. 

 

3.3 Instruments 

 

Quantitative analysis. Quantitative data from the questionnaires were analyzed 

using descriptive statistics (means, standard deviations) and inferential statistics (t-tests) 

to test the significance of changes between pre-test and post-test. SPSS was used for 

data analysis. 

Qualitative analysis. Qualitative data from the interviews were analyzed using 

thematic analysis to identify major themes regarding the use of VR in science education. 

NVivo was used for qualitative data analysis. 

 

Table 1 – Categories of closed-ended elements of the STEM questionnaire 

Categories Interpretation 

A. Attitude 
towards technologies 
(1-7) 

Studying people’s skills and attitudes towards modern technologies. The category 
assesses the level of interest in technology, personal use of technology, and 
technological competencies for educational purposes. The questions also make it 
possible to assess the ability to think critically about digital content, particularly the 
ability to assess the quality and reliability of information on social networks and the 
Internet. 

B. Frequency of 
using VR for 
educational purposes 
(8-14) 

Examining the frequency and personal purpose of using VR for personal 
entertainment or learning. It aims to determine the extent to which participants 
incorporate technological tools and devices into their daily routines. 

C. The 
possibility of using 
VR for STEM 
education (15-21) 

Studying the appropriateness of using technologies such as virtual labs, immersive 
VR, and sensors to collect data in a laboratory setting. The main emphasis is on 
assessing the potential practicality and ease of integration of these technologies 
into education 

D. The VR potential as 
a resource for STEM 
learning (22-28) 

This category focuses on exploring the possibilities of using various technologies in 
the teaching and learning of STEM subjects 
 

Source: Own preparation (2024). 
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4  Results 

The results of the quantitative analysis that were obtained are grouped 

and presented in Table 2. The descriptive analysis before the test shows the students’ 

initial ideas regarding various aspects of the use of modern technologies in education. 

Table 2 – Results of the statistical analysis of the STEM questionnaire categories (A;C;D) 

Categories 
Yes answers, % Mo Wilcoxon signed-rank test ES 

Before After Before After Sig. Z d 

А. Attitude towards 
technologies 

65 72 2 3 0.007 ** −2.687 1.125 

B. Frequency of using
VR for educational

purposes 
30 70 15 7 0.186 -1.298 0.555 

C. The appropriateness
of using STEM learning

technologies in education
55 80 9 7 0.193 −1.311 0.542 

D. The VR potential as a
resource for STEM

learning in elementary 
education 

45 55 1 3 0.263 −1.123 0.510 

Note: Mo is the standard deviation; D - effect size based on Cohen’s d; 
* statistically significant

Source: Own preparation (2024). 

The obtained results indicate the positive impact of VR on various aspects of 

teacher training. The table shows that the attitude towards technology has improved 

significantly after the introduction of VR. The percentage of positive responses increased 

from (p=7%), which is statistically significant (p=0.007) and accompanied by a large effect 

size (d = 1.125). The frequency of using VR for educational purposes also increased 

(p=40%), although this result is not statistically significant (p = 0.186). Despite this, the 

size effect is moderate (d = 0.555). The appropriateness of using STEM learning 

technologies in education improved by 25%, but this indicator also did not reach 

statistical significance (p = 0.193), although the effect size remains moderate (d = 0.542). 

Finally, the potential of technology as a resource for STEM learning increased by 10%. 

So, VR positively affects attitudes towards technology and certain aspects of use in the 

educational process, although not all changes are statistically significant. 
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Table 3 shows the results of a student survey on the VR use. The responses 

were collected before and after the delivery of the STEM course to assess their impact on 

different aspects of learning. 

Table 3 – Results of statistical analysis of dichotomous elements of the STEM (B) questionnaire category 

Questions 
f before f after 

Yes, % No, % Yes, % No, % 

8. Do you use VR in your learning? 31 65 55 44 

9. Do you use VR for laboratory work or
experiments?

39 62 80 46 

10. Do you use VR to learn complex concepts or
topics?

33 74 84 55 

11. Do you use VR to participate in virtual tours or
field research?

40 71 59 17 

12. Do you participate in classes using VR
headsets for educational simulations?

32 75 69 16 

13. Do you use VR for practical tasks or training? 18 64 65 21 

14. Do you use VR to visualize educational
material, for example, to view 3D models?

20 61 79 49 

Category B ∑ 30,4 67,4 70,1 35,4 

Note: f - frequency. 
Source: Own preparation (2024). 

The table shows that before the VR introduction, only a small part of students 

used them in their educational classes, laboratory works or experiments to study complex 

concepts or topics, participate in virtual excursions or field studies, educational 

simulations, perform practical tasks or trainings, and also for visualization of educational 

material. However, after the introduction of VR, these indicators have increased 

significantly, which indicates the high efficiency and usefulness of these technologies in 

the educational process. 

The overall rate of VR use among students increased from 30.4% to 70.1%, while 

the proportion of those who did not use VR decreased from 67.4% to 35.4%. This 

indicates a significant increase in the implementation of VR technologies in the 

educational process after their integration. 

It is interesting to note the scale of changes in students’ answers. For example, 

the use of VR for laboratory work or experiments achieved the maximum growth from 

39% to 80%, a significant increase of 41 percentage points. The use of VR to learn 

complex concepts or topics also showed a significant increase, from 33% to 84%, a 51 
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percentage point increase. This emphasizes a significant role of VR in improving 

students’ understanding of complex topics. 

In addition, the use of VR to visualize educational material increased from 20% to 

79%, a 59 percentage point increase. This confirms that VR is a powerful tool for creating 

visual and interactive materials that help students learn information better. 

In general, the survey results show that the introduction of VR has significantly 

improved the quality of the educational process, increasing not only the number of 

students using these technologies but also their effectiveness in various aspects of 

learning. 

The qualitative analysis of the STE” section gives grounds to draw several 

interesting conclusions (Figure 3).  

 

Figure 3 – Distribution of respondents’ answers before and after the experiment

 
Source: Own preparation (2024). 

 

The figure above shows that at the beginning of the study, the participants mostly 

considered traditional technologies useful for STEM learning. However, the post-test 

revealed a significant shift towards more modern technologies such as VR, 3D printing 

and simulations, which have become more important. This shows a shift in perspective 

among participants who are beginning to recognize the potential of VR and other 

innovative technologies to enhance STEM learning. 
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Interactive board
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Next, the participants of the experiment identified several advantages of using VR 

technologies. Disadvantages, such as the need for significant investment in technology 

and training, were also noted. 

Additional observation, both before and after testing, focused on discussing the 

importance of teacher training and ongoing introduction to new technologies. Some 

participants expressed the need for ongoing in-depth workshops rather than short 

courses. The post-test responses emphasized the satisfaction and practicality of classes 

using new technologies. 

The results of the qualitative analysis indicate a positive shift in the participants’ 

understanding of the attitude towards new technologies in STEM education. The 

developed STEM course helped to improve their awareness of the potential benefits and 

challenges associated with these technologies, which is confirmed by quantitative data 

and emphasizes the importance of comprehensive training of teachers in digital 

competencies for the effective implementation of technologies in the educational process. 

 

5  Discussion 

 

The obtained results testify to the positive impact of VR use on various aspects of 

the professional training of natural science teachers. The study found that attitudes 

towards technology improved significantly after introducing VR technologies, with positive 

responses increasing from 65% to 72%. The percentage of positive responses regarding 

the feasibility of using STEM technologies in education increased by 25%. 

The results of the student survey confirm that after the introduction of VR, its use 

has increased significantly in various aspects of the educational process. For example, the 

use of VR for laboratory work increased from 39% to 80%, and for learning complex 

concepts — from 33% to 84%. This demonstrates the high effectiveness of VR in education. 

The results that were obtained correspond to the conclusions of other 

researchers in this field. For example, a study conducted by Chen and Syu (2024) 

showed that using VR in education significantly increases student engagement and 

improves learning outcomes. Similar conclusions were also drawn by Gorman et al. 

(2022), who noted that VR facilitates a better understanding of complex topics through 

interactive and visual elements. 
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However, some researchers, such as Agbo et al. (2023), emphasized the high 

costs and the need for specialized training to effectively use VR, which was also noted in 

our study. These findings emphasize the importance of investing in teacher training and 

infrastructure to maximize the VR potential in education. 

In general, the obtained results are consistent with previous studies and 

emphasize the positive impact of VR on the educational process, as well as the high need 

for comprehensive training of teachers for the effective implementation of these 

technologies in educational programmes (Huang et al., 2023; Romano et al., 2023). There 

is an urgent need for such programmes because of the gap between the educational 

process and the rapid development of technology (Huo et al., 2023; Rojas-Sánchez et al., 

2023). Teachers often lack the necessary skills and training to use technology in education 

effectively (Cukur, 2023; Raja et al., 2023). This imbalance between the growing demand 

for technology in education and the teachers’ readiness to do so has long been a concern 

(Weidlich; Kalz, 2023). Positive feedback from students demonstrates the success of the 

course and emphasizes the importance of such initiatives in the initial training of teachers. 

Instructors also noted positive aspects of the course, indicating potential demand for more 

specialized technology integration courses. 

6  Final considerations 

The conducted research confirmed that the need for additional professional 

training of future natural science teachers using modern technologies, such as VR, is still 

relevant. Students demonstrate a positive attitude towards technologies in education and 

recognize their potential for improving the educational process. However, it is determined 

that teachers need thorough training to implement these technologies in their pedagogical 

activities effectively. 

The study revealed a gap between the perception of the potential of new 

technologies and their practical use during education. Training programmes should not 

only introduce these technologies but also provide practical experience and guidance on 

their effective application. 

Participants’ feedback emphasizes the importance of integrating new 

technologies into STEM education. Despite the enthusiasm and recognition of the 
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benefits, there is also an awareness of challenges, particularly regarding ease of use and 

implementation of technology in education. 

In summary, the results of the study emphasize the importance of technology-

oriented education, especially for future teachers. Special educational programmes are 

required that will be able to overcome the gap between technological potential and its 

practical application. The integration of modern technologies corresponds to modern 

pedagogical approaches, such as STEM education, supporting students’ active 

participation and developing problem-solving skills. To maximize the potential of new 

technologies, it is important to provide educators with appropriate training and support. 

It is also worth noting that the high potential of new technologies, particularly VR, 

contrasts with the difficulties in their use. Curriculum development involving these 

technologies can bridge the gap between technology and its effective use as a learning 

resource. 

Further research should examine the training needs of STEM teachers in different 

educational contexts, explore effective technology integration strategies, and assess their 

impact on students’ performance.  

7  References 

AGBO, F. J.; OYELERE, S. S.; SUHONEN, J.; TUKIAINEN, M. Design, development, 
and evaluation of a virtual reality game-based application to support computational 
thinking. Educational Technology Research and Development, [S.l.], v. 71, n. 2, p. 505-
537, 2023. DOI: https://doi.org/10.1007/s11423-022-10161-5. 

AL BREIKI, M.; AL ABRI, A.; AL MOOSAWI, A. M.; ALBURAIKI, A. Investigating science 
teachers’ intention to adopt virtual reality through the integration of diffusion of innovation 
theory and theory of planned behaviour: The moderating role of perceived skills 
readiness. Education and Information Technologies, [S.l.], v. 28, n. 5, p. 6165-6187, 
2023. DOI https://doi.org/10.1007/s10639-022-11367-z. 

CARABREGU-VOKSHI, M.; OGRUK-MAZ, G.; YILDIRIM, S.; DEDAJ, B.; ZEQIRI, A. 21st 
century digital skills of higher education students during Covid-19 - Is it possible to 
enhance digital skills of higher education students through E-Learning? Education and 
Information Technologies, [S.l.], v. 29, n. 1, p. 103-137. 2024. DOI: 
https://doi.org/10.1007/s10639-023-12232-3. 

CHEN, C. H.; SYU, J. Y. Effects of integrating a role-playing game into a virtual reality-
based learning approach on students’ perceptions of immersion, self-efficacy, learning 

https://doi.org/10.1007/s11423-022-10161-5
https://doi.org/10.1007/s10639-022-11367-z
https://doi.org/10.1007/s10639-023-12232-3


ARTICLE 
EDUCAÇÃO & FORMAÇÃO 

Journal of the Graduate Program in Education 
from the State University of Ceará (UECE) 

Educ. Form., Fortaleza, v. 9, e13866, 2024 
DOI: https://doi.org/10.25053/redufor.v9.e13866 
https://revistas.uece.br/index.php/redufor/index 
ISSN: 2448-3583

15 

motivation and achievements. British Journal of Educational Technology, [S.l.], v. 55, n. 
5, p. 2339-2356. DOI: https://doi.org/10.1111/bjet.13436.  

CUKUR, H. S. Technology integration beliefs and practices of Turkish novice EFL 
teachers after online practicum. Turkish Online Journal of Distance Education, [S.l.], v. 
24, n. 3, p. 294-310, 2023. DOI: https://doi.org/10.17718/tojde.1138742. 

DALIMUNTHE, H. F.; SIMANJUNTAK, P. Android-based computer hardware introduction 
application using augmented reality. Computer and Science Industrial Engineering, [S.l.], 
v. 9, n. 2, 2023. DOI: https://doi.org/10.33884/comasiejournal.v9i2.7624.

DAYAL, S. Online education and its effect on teachers during COVID-19 - A case study 
from India. PLoS ONE, [S.l.], v. 18, n. 3, 2023. DOI: 
https://doi.org/10.1371/journal.pone.0282287. 

GORMAN, D.; HOERMANN, S.; LINDEMAN, R. W.; SHAHRI, B. Using virtual reality to 
enhance food technology education. International Journal of Technology and Design 
Education, [S.l.], v. 32, n. 3, p. 1659-1677, 2022. DOI: https://doi.org/10.1007/s10798-
021-09669-3.

HAN, Y. Virtual reality in engineering education. SHS Web of Conferences, [S.l.], v. 157, 
02001, 2023. https://doi.org/10.1051/shsconf/202315702001 

HE, M.; RATANAOLARN, T.; SITTHIWORACHART, J. Design and implementation of 
online gaming for learning motivation and achievement improvement in computer 
information technology curriculum. Computer-Aided Design and Applications, [S.l.], v. 21, 
n. s5, p. 268-280, 2024. DOI: https://doi.org/10.14733/cadaps.2024.S5.268-280.

HOAI, V. T. T. et al. The current state of virtual reality and augmented reality adoption in 
Vietnamese education: A teacher’s perspective on teaching natural sciences. 
International Journal of Information and Education Technology, [S.l.], v. 14, n. 3, p. 476-
485, 2024. DOI: https://doi.org/10.18178/ijiet.2024.14.3.2068.  

HORBAN, O.; BABENKO, L.; LOMACHINSKA, I.; HURA, O.; MARTYCH, R. A knowledge 
management culture in the European higher education system. Naukovyi Visnyk 
Natsionalnoho Hirnychoho Universytetu, [S.l.], v. 2021. n. 3, p. 173-177, 2021. DOI: 
https://doi.org/10.33271/nvngu/2021-3/173. 

HORBAN, O.; PROTSENKO, O.; TYTARENKO, V.; BULVINSKA, O.; MELNYCHENKO, 
O. Cultural economics: The role of higher education institution in shaping the value
systems. Naukovyi Visnyk Natsionalnoho Hirnychoho Universytetu, [S.l.], v. 1, p. 128-
132, 2022. DOI: https://doi.org/10.33271/nvngu/2022-1/128.

HUANG, Y.; RICHTER, E.; KLEICKMANN, T.; RICHTER, D. Comparing video and virtual 
reality as tools for fostering interest and self-efficacy in classroom management: Results 
of a pre-registered experiment. British Journal of Educational Technology, [S.l.], v. 54, 
n. 2, p. 467-488, 2023. DOI: https://doi.org/10.1111/bjet.13254.

https://doi.org/10.1111/bjet.13436
https://doi.org/10.17718/tojde.1138742
https://doi.org/10.33884/comasiejournal.v9i2.7624
https://doi.org/10.1371/journal.pone.0282287
https://doi.org/10.1007/s10798-021-09669-3
https://doi.org/10.1007/s10798-021-09669-3
https://doi.org/10.1051/shsconf/202315702001
https://doi.org/10.14733/cadaps.2024.S5.268-280
https://doi.org/10.18178/ijiet.2024.14.3.2068
https://doi.org/10.33271/nvngu/2021-3/173
https://doi.org/10.33271/nvngu/2022-1/128
https://doi.org/10.1111/bjet.13254


ARTICLE 
EDUCAÇÃO & FORMAÇÃO 

Journal of the Graduate Program in Education 
from the State University of Ceará (UECE) 

Educ. Form., Fortaleza, v. 9, e13866, 2024 
DOI: https://doi.org/10.25053/redufor.v9.e13866 
https://revistas.uece.br/index.php/redufor/index 
ISSN: 2448-3583

16 

HUO, Y.; WANG, A.; ZHAO, Y. PBL-based VR course for preservice teachers’ designing 
skills in applied university under coronavirus. Interactive Learning Environments, [S.l.], 
v. 31, n. 6, p. 3647-3663. DOI: https://doi.org/10.1080/10494820.2021.1939061.

KADMOS, H.; TAYLOR, J. No time to read? How precarity is shaping learning and 
teaching in the humanities. Arts and Humanities in Higher Education, [S.l.], v. 23, n. 1, 
p. 87-105, 2024. DOI: https://doi.org/10.1177/14740222231190338.

LEBRASSEUR, R. Virtual site visits: Student perception and preferences towards 
technology enabled experiential learning. International Journal of Emerging Technologies 
in Learning, [S.l.], v. 18, n. 2, p. 115-140, 2023. DOI: 
https://doi.org/10.3991/ijet.v18i02.32013. 

LI, C.; LI, Y. Feasibility analysis of VR technology in physical education and sports 
training. IEEE Access, [S.l.], 2024. DOI: https://doi.org/10.1109/ACCESS.2020.3020842. 

MAROUGKAS, A.; TROUSSAS, C.; KROUSKA, A.; SGOUROPOULOU, C. Virtual reality 
in education: A review of learning theories, approaches and methodologies for the last 
decade. Electronics, [S.l.], v. 12, n. 12, 2832, 2023. DOI: 
https://doi.org/10.3390/electronics12132832.  

RAJA, G. P.; SARAVANAKUMAR, A.; SIVAKUMAR, P. Perceptions and prospects: 
Technology-enabled teacher education in the digital age. European Journal of Theoretical 
and Applied Sciences, [S.l.], v. 1, n. 5, p. 969-973, 2023. DOI: 
https://doi.org/10.59324/ejtas.2023.1(5).84.  

RATNAWATI, D. et al. Synchronous and asynchronous learning activities as alternative 
distance learning models that are oriented to outcome-based education. Jurnal Dinamika 
Vokasional Teknik Mesin, [S.l.], v. 8, n. 1, 63, 2023. Available at: 
https://journal.uny.ac.id/index.php/dynamika/article/view/60742.   

RODRIGUES, A. L. Integrating digital technologies in accounting preservice teacher 
education: A case study in Portugal. International Journal of Technology and Human 
Interaction, [S.l.], v. 18, n. 1, 2022. DOI: https://doi.org/10.4018/IJTHI.293200.  

ROJAS-SÁNCHEZ, M. A.; PALOS-SÁNCHEZ, P. R.; FOLGADO-FERNÁNDEZ, J. A. 
Systematic literature review and bibliometric analysis on virtual reality and education. 
Education and Information Technologies, [S.l.], v. 28, n. 1, p. 155-192, 2023. DOI: 
https://doi.org/10.1007/s10639-022-11167-5.  

ROMANO, M.; FROLLI, A.; ALOISIO, A.; RUSSELLO, C.; REGA, A.; CERCIELLO, F.; 
BISOGNI, F. Exploring the potential of immersive virtual reality in Italian schools: A 
practical workshop with high school teachers. Multimodal Technologies and Interaction, 
[S.l.], v. 7, n. 12, 2023. DOI: https://doi.org/10.3390/mti7120111.   

ROSAK-SZYROCKA, J. The era of digitalization in education where do universities 4.0 
go? Management Systems in Production Engineering, [S.l.], v. 32, n. 1, p. 54-66, 2024. 
DOI: https://doi.org/10.2478/mspe-2024-0006. 

https://doi.org/10.1080/10494820.2021.1939061
https://doi.org/10.1177/14740222231190338
https://doi.org/10.3991/ijet.v18i02.32013
https://doi.org/10.1109/ACCESS.2020.3020842
https://doi.org/10.3390/electronics12132832
https://doi.org/10.59324/ejtas.2023.1(5).84
https://journal.uny.ac.id/index.php/dynamika/article/view/60742
https://doi.org/10.4018/IJTHI.293200
https://doi.org/10.1007/s10639-022-11167-5
https://doi.org/10.3390/mti7120111
https://doi.org/10.2478/mspe-2024-0006


ARTICLE 
EDUCAÇÃO & FORMAÇÃO 

Journal of the Graduate Program in Education 
from the State University of Ceará (UECE) 

Educ. Form., Fortaleza, v. 9, e13866, 2024 
DOI: https://doi.org/10.25053/redufor.v9.e13866 
https://revistas.uece.br/index.php/redufor/index 
ISSN: 2448-3583

17 

SHEREMET, O. S.; VOLUIKO, O. M.; POSMITNA, V. V.; PODA, T.; BIDZILYA, Y. M. 
Sociocultural dominants of developing students’ value intentions: Context of civilization 
challenges. Amazonia Investiga, [S.l.], v. 10, n. 45, p. 31-41, 2021. DOI: 
https://doi.org/10.34069/AI/2021.45.09.3.  

STOFKOVA, J.; POLIAKOVA, A.; STOFKOVA, K. R.; MALEGA, P.; KREJNUS, M.; 
BINASOVA, V.; DANESHJO, N. Digital skills as a significant factor of human resources 
development. Sustainability, [S.l.], v. 14, n. 20, 2022. DOI: 
https://doi.org/10.3390/su142013117. 

THEODORIO, A. O. Examining the support required by educators for successful 
technology integration in teacher professional development program. Cogent Education, 
[S.l.], v. 11, n. 1, 2024. DOI: https://doi.org/10.1080/2331186X.2023.2298607.   

WEIDLICH, J.; KALZ, M. How well does teacher education prepare for teaching with 
technology? A TPACK-based investigation at a university of education. European Journal 
of Teacher Education, [S.l.], 2023. DOI: https://doi.org/10.1080/02619768.2023.2243645. 

ZHYLIN, M.; MARAIEVA, U.; KRYMETS, L.; HUMENIUK, T.; VORONOVSKA, L. 
Philosophy of mass culture and consumer society: Worldview emphasis. Amazonia 
Investiga, [S.l.], v. 12, n. 65, p. 256-264, 2023. DOI: 
https://doi.org/10.34069/AI/2023.65.05.24.  

Iryna Truskavetska, Hryhorii Skovoroda University in Pereiaslav 
i https://orcid.org/0000-0001-6605-7948  
Ph.D. in Historical Sciences, Associate Professor of the Department of Biology, Methodology and 
Teaching Methods, Hryhorii Skovoroda University in Pereiaslav, Ukraine.  
Authorship contribution: Writing - First Draft, Writing - Proofreading and Editing, Research, 
Methodology. 
E-mail: iryyna222@gmail.com

Olena Kyryienko, Oleksandr Dovzhenko Hlukhiv National Pedagogical University 
ii https://orcid.org/0000-0002-1688-7991  
Postgraduate Student, Assistant of the Department of Biology, Human Health and Teaching Methods, 
Faculty of Natural and Physical and Mathematical Education, Oleksandr Dovzhenko Hlukhiv National 
Pedagogical University, Ukraine.  
Authorship contribution: Writing - First Draft, Writing - Proofreading and Editing, Research, 
Methodology.. 
E-mail: zablen7@ukr.net

Lesia Buslenko, Lesya Ukrainka Volyn National University 
iii https://orcid.org/0000-0002-4262-9019  
Candidate of Biological Sciences, Associate Professor of the Department of Zoology, Faculty of 
Biology and Forestry, Lesya Ukrainka Volyn National University, Ukraine.  
Authorship contribution: Escrita inicial e final, análise, investigação e metodologia. 
E-mail: Lesybuslenko3@gmail.com

https://doi.org/10.34069/AI/2021.45.09.3
https://doi.org/10.3390/su142013117
https://doi.org/10.1080/2331186X.2023.2298607
https://doi.org/10.1080/02619768.2023.2243645
https://doi.org/10.34069/AI/2023.65.05.24
https://orcid.org/0000-0001-6605-7948
mailto:iryyna222@gmail.com
https://orcid.org/0000-0002-1688-7991
mailto:Zablen7@ukr.net
https://orcid.org/0000-0002-3591-6401


ARTICLE 
EDUCAÇÃO & FORMAÇÃO 

Journal of the Graduate Program in Education  
from the State University of Ceará (UECE)  

 

 

 

Educ. Form., Fortaleza, v. 9, e13866, 2024 
DOI: https://doi.org/10.25053/redufor.v9.e13866 
https://revistas.uece.br/index.php/redufor/index 
ISSN: 2448-3583 

18 

 

 
Borys Hrudynin, National University of Life and Environmental Sciences of Ukraine 
iv https://orcid.org/0000-0001-8084-653X  
Doctor of Pedagogical Sciences, Associate Professor, Acting Head of the Department of Physics, 
Education and Research Institute of Energetics, Automation and Energy Efficiency; National University 
of Life and Environmental Sciences of Ukraine.  
Authorship contribution: Writing - First Draft, Writing - Proofreading and Editing, Research, 
Methodology. 
E-mail: b74.hrudynin@nubip.edu.ua 

 
Oksana Hurska, Kremenets Taras Shevchenko Academy of Humanities and Pedagogy 
v https://orcid.org/0000-0003-0565-3265  
Candidate of Biological Sciences, Senior Lecturer of the Department of biology, ecology and methods 
of teaching, Faculty of Physical Education, Biology and Psychology, Kremenets Taras Shevchenko 
Academy of Humanities and Pedagogy, Ukraine.  
Authorship contribution: Writing - First Draft, Writing - Proofreading and Editing, Research, Methodology. 
E-mail: gurskaoksana84@gmail.com 

 

Responsible editor: Lia Machado Fiuza Fialho 

Ad hoc experts: Leandro Araújo de Sousa and Candice Helen Glenday 

 

How to cite this article (ABNT):  
TRUSKAVETSKA, Iryna; KYRYIENKO, Olena; BUSLENKO, Lesia; HRUDYNIN, Borys; 
HURSKA, Oksana. The role of virtual reality in improving the quality of professional 
training of natural science teachers. Educação & Formação, Fortaleza, v. 9, e13866, 
2024. Available at: https://revistas.uece.br/index.php/redufor/article/view/e13866  
 
   

 

Received on July 28, 2024. 

  Accepted on October 8, 2024. 

Published on October 30, 2024. 

https://orcid.org/0000-0001-8084-653X
mailto:b74.hrudynin@nubip.edu.ua
https://orcid.org/0000-0003-0565-3265
mailto:gurskaoksana84@gmail.com
https://revistas.uece.br/index.php/redufor/article/view/e13866



