International Journal of Management, Technology, and Social SRINIVAS
Sciences (IJMTS), ISSN: 2581-6012, Vol. 10, No. 1, June 2025 PUBLICATION

Virtual Reality's Expanding Horizons: Impact
On Education And Industry

DM Arvind Mallik * & Shailashri V T 2

! Post-Doctoral Research Fellow, Institute of Management & Commerce, Srinivas University,
Mangalore-575001, India, and Associate Professor, Dept of MBA PESITM, Shivamogga. Karnataka
State, India, ORCID- 0000-0002-7405-6942; aravind.mallik@gmail.com

2Research Professor, College of Management and Commerce, Srinivas University, Mangalore, India
Orchid ID: 0000-0002-1684-238x, shailashrivi@gmail.com

Area/Section: Management

Type of the Paper: Regular Paper

Type of Review: Peer Reviewed as per |C|O|P|E| guidance.
Indexed in: OpenAIRE.

DOI: https://doi.org/10.5281/zen0d0.15696274

Google Scholar Citation: IJMTS

How to Cite this Paper:
Mallik, D. M. A. & Shailashri ,V.T.(2025). Virtual Reality's Expanding Horizons: Impact
On Education And Industry. International Journal of Management, Technology, and Social
Sciences (IJMTS), 10(1), 303-318 . DOI: https://doi.org/10.5281/zenod0.15696274

International Journal of Management, Technology, and Social Sciences (IJMTYS)
A Refereed International Journal of Srinivas University, India.

CrossRef DOI: https://doi.org/10.47992/1JMTS.2581.6012.0388

Received on: 22/01/2025
Published on: 19/06/2025

© With Authors.

This work is licensed under a Creative Commons Attribution-Non-Commercial 4.0
International License subject to proper citation to the publication source of the work.
Disclaimer: The scholarly papers as reviewed and published by Srinivas Publications
(S.P.), India are the views and opinions of their respective authors and are not the views or
opinions of the SP. The SP disclaims of any harm or loss caused due to the published
content to any party.

DM Arvind Mallik, et al. (2025); www.supublication.com PAGE 303


mailto:Aravind.mallik@gmail.com
mailto:shailashrivt@gmail.com
https://doi.org/10.5281/zenodo.15696274
https://scholar.google.com/citations?user=bphF0BQAAAAJ
https://scholar.google.com/citations?user=bphF0BQAAAAJ
https://doi.org/10.5281/zenodo.15696274
https://doi.org/10.47992/IJMTS.2581.6012.0388

International Journal of Management, Technology, and Social SRINIVAS
Sciences (IIMTYS), ISSN: 2581-6012, Vol. 10, No. 1, June 2025 PUBLICATION

Virtual Reality's Expanding Horizons: Impact On
Education And Industry

DM Arvind Mallik * & Shailashri V T 2

! Post-Doctoral Research Fellow, Institute of Management & Commerce, Srinivas University,
Mangalore-575001, India, and Associate Professor, Dept of MBA PESITM, Shivamogga. Karnataka
State, India, ORCID- 0000-0002-7405-6942; aravind.mallik@gmail.com

2Research Professor, College of Management and Commerce, Srinivas University, Mangalore, India
Orchid ID: 0000-0002-1684-238x, shailashrivi@gmail.com

ABSTRACT

Learning technologies have traditionally aimed to improve access to knowledge, facts, and insights
about the world. In today’s digital era, these technologies present an opportunity to revolutionize
learning experiences. With seamless global connectivity shaping how we interact and analyze
information, Virtual Reality (VR) emerges as a cutting-edge innovation poised to redefine customer
engagement and foster advancements in competitive business environments. VR enables enterprises to
enhance product visualization, streamline processes, and deliver high-quality solutions that drive
creativity and performance. Its growing adoption, fueled by the availability of affordable and user-
friendly headsets, reflects immense potential across industries. Businesses leverage VR to create safe,
cost-effective simulations that improve operational efficiency while encouraging innovation. This study
delves into the fundamental concepts of VR, its applications in fields like education, human resources,
and retail, and the challenges organizations face in integrating VR into their practices. By exploring
these dynamics, the paper emphasizes the transformative role of VR in reshaping modern learning and
business practices.

Keywords: Virtual Reality(VR), Business, Consumer experience, Retail, HR, Education, Challenges
1. INTRODUCTION:

In the technology industry, researchers and innovators emphasize the transformational potential of
virtual reality (VR) in reshaping business practices and creating substantial opportunities. But how
exactly does VR achieve this? The growing interest in VR is fueled by the decreasing costs of VR
headsets and the increasing exploration of its revenue-generating capacity by industry visionaries.
Bowman and McMahan (2007) describe VR as the latest buzzword in technology—a concept that,
while not entirely novel, continues to generate significant excitement for its practical applications and
future market relevance. Similarly, Bitner, Brown, and Meuter (2000) highlight the potential of VR to
redefine business strategies, showcasing its importance as an emerging technological frontier.

VR innovation has transcended its entertainment roots, finding application across diverse fields such as
medicine, construction, education, planning, and training. As Bracken, Summers, and Fleenor (1998)
suggest, VR is a computer interface that mimics real-world environments, transforming traditional static
displays into dynamic, immersive 3D visuals. This capability is particularly beneficial in scenarios
where reproducing spatial relationships and scales in two-dimensional images proves challenging.
Moreover, VR's third-dimensional features enhance the perception of depth, enabling users to interact
with objects lifelike. Advanced VR systems integrate sensory feedback mechanisms, such as vibrations
and other tactile stimuli, delivered through controllers or specialized devices. These systems, often
referred to as haptic technologies, bridge the gap between virtual simulations and physical sensations.
According to Brasil et al. (2011), such immersive experiences have found applications in training
simulations and critical operations, revolutionizing how professionals prepare for real-world
challenges.

VR redefines teaching methodologies in education by creating interactive, engaging, and immersive
learning environments. Students can explore historical landmarks, conduct virtual experiments, and
engage with complex concepts in ways traditional teaching tools cannot replicate. Similarly, in business,
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VR is opening doors to innovative applications in product design, employee training, customer
engagement, and marketing.As the accessibility and sophistication of VR technologies continue to
grow, their adoption in education and business is expected to accelerate, making VR a pivotal driver of
transformation in these sectors.

1.1 Meaning- Virtual Reality

The concept of Virtual Reality (VR) derives from the two distinct wordsa, "virtual” and "reality." VR
refers to a computer-generated experience that allows individuals to interact with an artificial, 3D( Three
Dimensional) world using specialized digital tools, such as goggles equipped with displays or gloves
embedded with sensors. The term "virtual" implies something that is near or close, while "reality"
represents the experiences we perceive as human beings. Consequently, "Virtual Reality" essentially
translates to "near reality."

Table 1: Summarizing the definitions of Virtual Reality (VR) by different authors

Author(s) Year Definition of Virtual Reality

Bowman & | 2007 | “Virtual Reality refers to a simulated environment created with

McMahan immersive technology where users can interact naturally.”

Lau, Kan, & Lau 2013 “VR is a virtual simulation that allows consumers to shop in an
immersive and interactive virtual environment.”

Sala 2006 | “ VR as the integration of multimedia technology to provide
immersive experiences in architecture and engineering.”

Berg & Vance 2017 | “VR is a technology extensively used in industry for product
design and manufacturing, offering immersive visualization.”

Park, Im, & Kim 2018 | “VR is a simulated 3D environment that enhances user
experience in virtual fashion stores.”

Vrechopoulos,, 2009 | “Virtual Reality retailing refers to web-based immersive

Apostolou, & environments influencing consumer behaviour.”

Koutsiouris,

Brasil et al. 2011 | “VRis used as an intelligent, agent-based virtual training system
for professionals like oil drilling operators.”

Erensoy et al. 2024 | “VR in e-commerce provides an immersive experience for
customers, influencing their decision-making process.”

Baltierra 2023 | “VR integrates advanced technology to deliver immersive and
high-tech experiences for training and development.”

Martinez-Navarro et | 2019 | “VR as a tool used in e-commerce for improving customer

al. engagement through immersive online interactions.”

Safadel & White 2020 | “Virtual Reality is defined as a computer-generated simulation
providing a three-dimensional environment for user interaction.”

1.2 Timeline History

Virtual Reality (VR) has a deeper history than often recognized, with its roots dating back to the 1860s
and formalized as a concept in the 1950s. Ivan Sutherland’s groundbreaking work in the 1960s
established VR as a learning tool (Kenwright, 2019). In the 1990s, Jaron Lanier and Tom Zimmerman
advanced VR by popularizing the term and developing early technologies, but high costs, technical
limitations, and unfulfilled expectations led to a decline in interest (Basu, 2019). Over the last decade,
significant improvements in hardware and software, driven by companies like Amazon, Apple, and
Google, have revived VR's potential, addressing earlier issues through Al, 5G, and cloud computing.
However, high equipment costs continue to hinder widespread consumer adoption (Huang, 2022).
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Table 2: VR Timeline

Time Period Event/Development Key Figures/Entities Challenges

1860s Precursors to VR concepts - Limited by non-
emerged before the digital age. digital tools

1950s VR formally began as a - Early technological
concept. constraints

Late 1960s Ivan Sutherland pioneered VR | Ivan Sutherland Limited hardware and
as a tool for learning and applications
interaction.

1990s Jaron Lanier coined the term | Jaron  Lanier, Tom | High costs, unfulfilled
"Virtual Reality" and developed | Zimmerman promises, declining
VR tools; Tom Zimmerman interest
collaborated on projects.

2000s-2010s | VR saw a resurgence with - Latency, nausea, and
improvements in technology, underdeveloped
hardware, and software. ecosystems

2010s- Tech giants like Amazon, | Amazon, Apple, | High prices, limited

Present Google, and Microsoft | Facebook, Google, | consumer adoption
advanced VR/AR technologies. | Microsoft, Sony,

Samsung

Source- Secondary

1.3 Scope and Importance

Researchers and technologists in virtual reality (VR) remain cautious about overhyping the technology,
often using the term "virtual environments" to provide a more neutral perspective. This rebranding has
allowed VR to evolve and uncover new applications across various industries. In aviation, for instance,
three-dimensional virtual prototypes enable the testing and refinement of aircraft designs, reducing the
need for costly and time-intensive physical models (Bennett, 2014). VR has also proven valuable in
healthcare, where it supports surgical simulations and rehabilitation therapies, and in construction,
where architects and engineers use immersive 3D environments to refine designs. Educators leverage
VR to create interactive and engaging learning experiences, while the entertainment industry uses its
immersive capabilities to enhance gaming and storytelling (Wohlgenannt, Simons, & Stieglitz, 2020;
Anthes et al., 2016; Kavanagh et al., 2017). These diverse applications highlight the transformational
potential usage of VR across disciplines.

1.3.1 Importance

Virtual Reality(VR) is poised to influence various features of human life and business profoundly.
While it is largely seen as a positive innovation, it brings with it challenges that require careful
consideration. As a rapidly evolving technology, VR has the potential to introduce unforeseen issues.
For instance, poor ergonomics can lead to physical discomfort, while the immersive nature of VR raises
psychological concerns such as motion sickness and potential detachment from reality (Bennett, 2014).

Baker, B. J. (2024). Additionally, VR overlaps with other technological domains such as biotechnology,
animation, and gaming, amplifying its influence and raising ethical and moral questions. For example,
the immersive nature of VR may blur the lines between reality and simulation, leading to debates about
its impact on human behaviour and decision-making. Addressing these issues is critical to ensuring the
responsible development and application of VR technology Bonetti, F., Warnaby, G., & Quinn, L.
(2018). Despite these challenges, VR offers unparalleled advantages in prototyping, design, and
analysis. With VR, products can be meticulously designed, tested for functionality, and refined multiple
times before entering the market. This ability to iterate quickly and cost-effectively makes VR an
invaluable tool across industries, ensuring higher-quality outcomes and greater innovation (Bennett,

2014)
PAGE 306
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2. OBJECTIVES:

Virtual Reality (VR) has emerged as a transformative tool in education and industry, offering immersive

experiences that redefine learning, training, and consumer engagement. However, its adoption faces

challenges such as technological accessibility, content development costs, and organizational

preparedness. This study aims to bridge theoretical insights with practical solutions by exploring VR’s

applications, evaluating barriers, and proposing strategies for sustainable integration. The following

objectives guide this research to unlock VR’s socio-economic potential while addressing ethical,

technical, and collaborative imperatives. Here is a set of objectives

(1) To investigate the transformative applications of Virtual Reality (VR) in education and business
sectors

(2) To evaluate the relationship between independent and dependent variables by designing a conceptual
framework.

(3)To analyse the challenges and barriers hindering VR adoption in educational institutions and
industries

(4) To propose actionable implications for integrating VR into education and industry?

3. REVIEW OF LITERATURE AND CONCEPTUAL FRAMEWORK

Our understanding of reality is shaped entirely by sensory input and the brain's interpretation of that
data. Virtual reality (VR) systems integrate advanced technologies like head-mounted displays,
immersive environments, and non-immersive computer-based applications to create engaging
experiences (Galanaki, 2002). Immersive technologies( especially VR) have transitioned from niche
innovations to mainstream adoption after years of evolution. With major tech companies such as
Google, Samsung, and HTC introducing their VR products, the popularity of these devices and
interactive content has surged. VR's applications now span various industries, from enterprise training
to online gaming, reflecting its adaptability and growth. Non-immersive VR programs, increasingly
tailored for internet retail, offer users a digital reality that feels authentic and seamless. These
developments underscore VR's flourishing role in enterprise and consumer markets, where its practical
uses continue to expand, supported by robust hardware advancements (Lau, Kan, & Lau, 2013).

Table 3: Various authors keyinsights and remarks

Sl Author(s) Year | Focus Area Key Insights Remarks
No.
1 Xu and Xiao 2020 | VR in HR|VR enhances | VR is a
Management productivity, transformative tool
communication, for HR processes in
hiring, and training | modern
processes in HR. organizations.
2 Martinez-Navarro, 2019 | VR in  E- | Studies presence, | Effective VR
Bigne, Guixeres, Retailing brand recall, and | implementation
Alcafiz,& Torrecilla, purchase intention | influences

in VR retail | consumer behavior
environments (V- | positively.

commerce).

3 Byram 2021 | VR in Retail Emphasizes Retailers must
customer experience | prepare for a future
and VR’s market | driven by
adoption tipping | immersive VR
point in retail. shopping

experiences.
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4 Arvind Mallik 2016 | VR in| VR as a branding | VR supports both
Education tool for management | pedagogy and
institutes and | institutional
innovation in | branding.
education.

5 Dang,Nguyen,Van 2022 | Facial Combines facial and | Highlights
Huy, Tran, & Nguyen Recognition in | eye tracking for | technological

Retail improved retail | advancements  in
analytics. retail customer
insights.

6 Wohlgenannt,, 2020 | Virtual Reality | Explores VR’s role | VR is effective in
Simons, & Stieglitz. in Business as a management | business operations

tool in targeted | and decision-
business design. making.

7 Sinesio, 2019 | Immersive Explains VR’s | Consumers
Moneta,Porcherot, Consumer immersive increasingly expect
Abba, Dreyfuss,, Experience in | experiences through | engaging digital
Guillamet, & VR HMD and other | experiences.
McEwan, gadgets.

8 Hansen, & Mossberg, | 2013 | Consumer Studies consumer- | Early exploration of

Interaction in | technology digital engagement
Digital relationships in | in retail settings.
Environments | digital shopping

environments.

9 Lavoye, Mero,& | 2021 | VR Retail | Explores VR | VR retail adoption

Tarkiainen, Behavior retailing as alis still in its
channel for | experimental phase.
entertainment  and
socialization.

10 | Enyejo,Obani,. 2024 | AR and VR in | Discusses Calls for
Afolabi, Igha, & Retail fragmented research | interdisciplinary
Ibokette, and applications of | approaches to

AR and VR in retail.

streamline AR/VR
research and
applications.

3.1 Conceptual Framework

Virtual Reality (VR) is revolutionizing interactions with technology for individuals and organizations,
offering groundbreaking opportunities in various sectors, particularly education and business. As a
computer-generated immersive three-dimensional environment, VR is increasingly recognized for its
ability to transform traditional practices by delivering dynamic, interactive, and cost-effective solutions
that enhance learning and business strategies. In educational settings, VR promotes active learning
through realistic simulations and virtual environments that boost student engagement and
understanding. In the business realm, it is reshaping customer experiences, employee training, and
operational efficiency. However, the effective implementation of VR relies on factors such as
technological advancements, content quality, cost, and organizational readiness through by an
conceptual framework influencing, independent and depedent Variables this study investigates how
these factors impact user engagement, a crucial indicator of VR's effectiveness in fulfilling its goals in
education and business. By examining these dynamics, the research seeks to underscore VR's
transformative potential in shaping the future of these sectors.
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Dependent Variable (DV):
e User Engagement
o Measured by the level of active participation, satisfaction, and time spent interacting
with VR systems in educational or business settings.

Independent Variables (1Vs):

1. Technology Adoption

o The availability and usability of VR hardware and software.
2. Content Quality

o Relevance, interactivity, and realism of VR applications.
3. Cost Efficiency

o Financial feasibility, including initial costs and return on investment.
4. User Experience

o Immersion, ease of interaction, and reduction of discomfort.
5. Organizational Readiness

o Infrastructure and preparedness for VR integration.

Table 4: Conceptual Framework details

Independent Variables (1Vs) Dependent Variable (DV)
- Technology Adoption
- Content Quality User Engagement
- Cost Efficiency
- User Experience
- Organizational Readiness

This framework examines how Virtual Reality (VR) influences User Engagement—the dependent
variable—across educational and business contexts. The independent variables include Technology
Adoption, ensuring the usability of VR tools; Content Quality, focusing on the relevance and
interactivity of VR experiences; Cost Efficiency, addressing the financial feasibility of VR systems;
User Experience, highlighting immersion and comfort; and Organizational Readiness, reflecting the
infrastructure and preparedness for VR integration. Together, these factors determine the extent to
which users actively engage with VR systems, paving the way for innovative applications in learning
and business environments.This simplified conceptual framework demonstrates how specific
independent variables directly influence user engagement in VR applications for education and business
purposes.

4. VIRTUAL REALITY FOR BUSINESS :

The excitement around the introduction of mainstream VR headsets in recent years has largely revolved
around their ability to elevate entertainment experiences. However, research by Tractica suggests that
the adoption of VR in industries beyond entertainment is expected to grow rapidly. While Virtual
Reality (VR) began as a niche product in the gaming sector, its applications and advantages have now
expanded significantly into broader business domains (Martinez-Navarro et al., 2019). VR enables
organizations to create cost-effective, risk-free, and realistic simulations, with its applications limited
only by human imagination. Similarly, Augmented Reality (AR) continues to complement and enhance
these opportunities. The integration of interactive media into everyday contexts is finally taking shape.
While quasi-VR technologies, such as 2.5D digital environments seen in platforms like Second Life or
multiplayer online role-playing games (e.g., World of Warcraft), are prevalent, fully harnessing the
potential of VR for education and other fields remains a complex challenge. This involves not only
creating realistic and affordable interfaces but also addressing broader experiential factors.

Humans perceive the world through their senses, commonly acknowledged as taste, touch, smell, sight,
and hearing. However, we also rely on other sensory mechanisms, such as balance, to navigate and
interact with our environment (Apostolou et al., 2023). Virtual Reality leverages these sensory
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perceptions to create immersive environments, making it a valuable tool for both business and
educational applications. These applications, discussed in detail below, highlight VR's growing
importance across various industries. However, we can continue to focus on the significance of VR for
business and they are discussed below —

4.1 Virtual Reality(VR) in retail

Virtual Reality (VR) is now widely utilized across various fields, extending from advanced industrial
replication to the preservation of cultural heritage. Recently, VR has been applied to emerging domains
such as retail support, these applications demonstrate VR's versatility in enhancing operational
efficiency and consumer engagement in the retail industry (Berg et al., 2017). One notable application
is the customization of POS designs, enabling the configuration of product classifications and brand-
specific displays. However, this area still faces a lack of standardized tools and methodologies. Park,
Im, & Kim (2018) highlight how the adoption of 3D modeling and VR technologies offers
transformative solutions for store design and optimization. By simulating retail environments,
businesses can reconfigure large sales spaces, adjust bulky fixtures, and organize countless products
virtually, significantly reducing the time and costs associated with traditional market entry strategies.
VR enables the creation of detailed 3D models of retail spaces, allowing stakeholders to visualize and
interact with layouts at real-world scales (Sala, 2006). This approach enhances product showcasing for
manufacturers, simulates placements for retailers, and offers consumers immersive shopping
experiences (Khandelwal & Upadhyay, 2021). By reshaping retail planning and operations, VR fosters
innovation, bridges gaps between stakeholders, and boosts customer satisfaction through real-time,
interactive engagement (Herumurti et al., 2019).

Table 5: VR impact on Human Resources

Sl Parameters Remarks References

No

1 Consumer Consumer Experience (CX) arises from | Orus, Ibéafez-Sanchez, &
Experience interactions between the customer and | Flavian, C. (2021).

the brand, shaped by touchpoints and
circumstances, reflecting advanced
technologies and experiences.

2 Consumers Measures how products/services meet or | Pizzi, Scarpi, , Pichierri, &
fulfilment exceed customer expectations, gauged | Vannucci, (2019).
through engagement and satisfaction
metrics.
3 Rising Online retailers use parameter-based | Demirkan., & Spohrer (2014).
advances recommendation tools to provide
utilized in | tailored information, aiding distracted
web-based consumers in  making informed
shopping decisions.

They are the most appropriate storage condition for learning data objects in so far as this information
enables VR customers to be interested in quickly altering the content and structure of a situation that
has already happened. Virtual reality gives online clients a hands-on encounter with publications, along
with better learning prospects. It enables online shoppers to evaluate an article in the same way that
they could if they were in a physical store. Setianingrum, H. W., Bisri, B., Widyastuti, T., & Fitra, S.
(2023) note that although consumers are still unable to examine the actual products before making a
purchase, virtual reality (VR) enhances their decision-making confidence, assisting online businesses
in overcoming the largest barrier to online shopping.
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4.2 VR In Education

Virtual Reality (VR) in education, while still in its early stages, has immense potential to transform
learning by enhancing engagement, retention, and motivation among students. To harness its benefits,
educators must be equipped with the necessary knowledge and methodologies to make knowledgeable
decisions (Jain et al., 2018). In classrooms, VR can be implemented through standard workstations or
interactive devices like joysticks and controllers, enabling students to explore virtual environments.
Teachers play a critical role in this transformation, requiring continuous updates on technological
advancements to effectively integrate VR and maximize its impact on learning outcomes.

Table 6: Virtual Reality in Education

Aspect Description References
Enhanced VR provides immersive simulations, enabling studentsto | Vats &  Joshi
Learning experience real-world scenarios virtually, fostering better | (2023).

Experience understanding and retention.

Skill Development | Interactive VR environments support practical training, | Ruthenbeck. &
such as medical simulations or architectural modeling, | Reynolds (2015).
reducing the risk of real-world errors.
Accessibility VR overcomes geographical and physical barriers, | Slater & Sanchez-
allowing students to explore global landmarks or perform | Vives (2016).
experiments virtually in any location.

Opportunity technologies are outwardly referred to as no experience in converting the way we train
with VR-enabled technology that can be carried and used anywhere to allow novices to enjoy access to
new and wealthy individuals. Boyles, B. (2017) concludes as for the subsequent technology of getting
to know, teachers, college students and instructors must be coordinated to meet this need as it can be
used to clear up the traditional getting-to-know system problems as Virtual Reality merges and joins
between possible generation and training. Christou, C. (2010) says in A shared collaborative
atmosphere, it's a way that brings individual private enjoyment to a greater level. While rather
optimistic, the academician's experiment with new-age teaching by technology is still bogged down by
difficulties. Although he says the experience is appreciated by his students, and they find it hard to
reconcile his approaches with the broader framework that is still trapped in the world of textbook
information and grade points.

Table 7 : VR in education and its expectation

SI No Parameters Remarks

1 Creating The absence of suitable content is a significant barrier to the
Appropriate widespread adoption of VR in education, especially given the field's
Content evolving nature.

2 Visionary Top-level recognition and participation are essential to promote VR
Management as a tool for enhancing educational experiences for students.
Board

3 Localization VR developers need to focus on the most popular platforms to ensure

widespread usage among facilities and consumers.
4 Creating Powerful | Educational publishers should design apps that maximize the benefits

Learning of VR and form partnerships with VR developers to enhance
Experiences application awareness and compatibility across different platforms.
5 Headset Cost The introduction of affordable headsets like Oculus Rift and HTC
Vive allows educators to create immersive 3D environments for their
students.

Source- Author's own creation
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Human Resource (HR) managers are continuously seeking technologies that enhance efficiency and
communication for their teams, particularly those that are impactful and easy to implement. Virtual
reality (VR) meets these criteria, with its applications spanning recruitment, training, and employee
engagement in both large corporations and agile startups. The success of an organization heavily relies
on its workforce, making it crucial for HR departments to attract the right talent.

According to Arvind Mallik (2016) articulates as COVID-19 pandemic has significantly altered the
landscape of work. This crisis has initiated a behavioral shift, especially as Generation Z enters the
workforce, a group characterized by their comfort with technology. As a result, these new employees
expect their potential employers to adopt the latest technological advancements. His article provides an
overview of recent literature on how VR can be utilized in various applications, particularly its
substantial impact on HR during the COVID-19 pandemic.

The concept of a virtual organization, derived from "virtual reality," refers to a computer-generated
environment that enhances physical presence in real or imagined scenarios. While there are numerous
applications for immersive technologies like VR and AR, their strengths lie in visualization, with
significant uses in sales, marketing, remote assistance, training, and education. Xiao, R. (2024) argues
the evolving technology landscape and societal shifts have made companies like Google, Amazon, and
various tech startups more attractive to top graduates. According to Khandelwal, K., & Upadhyay, A.
K. (2021). Millennials desire flexible work environments, engaging career development opportunities
supported by non-traditional learning, and workplaces that prioritize social causes and a sense of
purpose as usage of VR in HR are clear: it is cost-effective, scalable, and location-independent as VR
effectively conveys information while also exciting new hires about their roles. Its applicability is
particularly beneficial in high-stress or hazardous job environments, leading to increasing integration
of this technology into HR practices (Priya, S. 2022).

Table 8: Following are some of the key applications of VR that have shown a positive impact on Human
Resource Management:

Sl VR used for Remarks References
No
1 onboarding new | VR provides new hires with a realistic | Torres,Carneiro,Correira,.Costa,
employee glimpse of the workplace, allowing | Ferreira., Figueiredo, & Valente,

them to experience the environment | (2019)
and workflow.
2 Hiring Candidates can take virtual tours and | Crone, & Kallen, (2022).
participate in interviews from home,
making the hiring process more

accessible.
3 Employee VR helps orient new employees by | Fernandes,(2023).
Induction facilitating introductions and

familiarizing  them  with  the
organization, easing the onboarding
process for HR staff.

4 Continual VR creates immersive and engaging | Monahan,McArdle,&
Employee training  experiences, enhancing | Bertolotto,(2008).
Education  and | employee interaction and focus
Communication | compared to traditional video content.
6 Training and | VR training equips customer service | Smith, , Boteler Humm, |,
Development employees with essential skills for | Fleming,, Jordan,., Wright,.,
improving customer  satisfaction, | Ginger, & Bell. (2015)
including communication and body
language.
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Virtual reality (VR) technology is one of the most emerging innovations in this decade and is no longer
confined to gaming directly or the gaming industry in general, as VR implementations are spreading to
many other fields and organisations, including:

Commercial (Retail — E-commerce)

Education

Tourism

Engineering & Manufacturing

Training

Healthcare

Construction

Architecture & Interior design

9. Real Estate

10.Marketing & Advertising

11.Sports

N~ E

5. IMPLEMENTING VR CHALLENGES:

The era of virtual reality is upon us and continues to evolve rapidly. The challenge now is to adapt
individuals to the conventional elements of organizations. Whether you are a global player or a start-up
in Silicon Valley, it's essential to stay updated with the ongoing changes within the virtual landscape.
We eagerly anticipate the future of human resources and the business world! Over the years, business
environments have undergone numerous adjustments to enhance cultural values while maintaining
green competitiveness.

For brand marketers, operations directors, business owners, or HR leaders, there are multiple ways to
leverage this technology to drive significant revenue, boost productivity, or improve safety. The market
size for VR/AR is projected to reach between $108 billion and $215 billion by 2021. Although these
predictions vary widely, it is clear that this emerging technology is set to become a substantial industry.
Imagine leaving a note suspended in mid-air at a construction site to highlight a discrepancy in the
blueprints or using AR for step-by-step guidance on repairing complex machinery. Companies like
Walmart, Farmers Insurance, and Boeing have already begun implementing this technology for training
across their organizations. The impact of COVID-19 on all aspects of business has highlighted the
importance of introducing virtual workplaces as a way to maintain productivity. This approach allows
for the recruitment and retention of top talent regardless of geographic location, promotes work-life
balance among employees, and offers cost-effective strategies to expand or enhance workforce
capabilities.

6. RESULTS & DISCUSSION:

The study results highlights the increasing significance of Virtual Reality (VR) in education and
business. In education, VR has shown strong potential to transform traditional teaching methods by
offering immersive learning experiences that enhance student engagement, understanding, and
retention, particularly in complex subjects like science and engineering. Similarly, in business
environments, VR is effectively used for training, onboarding, and employee engagement, leading to
improved organizational performance. However, challenges such as technology access, cost,
maintenance, and the need for proper teacher and trainer preparedness remain critical barriers to its
widespread adoption.

Addressing these challenges requires strategic efforts from all stakeholders. In education, effective
integration demands investment in teacher training and necessary resources to ensure VR's sustainable
use. In business, aligning VR initiatives with organizational goals and managing associated costs are
essential for success. Ongoing research is necessary to understand the long-term impacts of VR on
learning outcomes and workforce readiness. Collaboration among educators, technology developers,
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business leaders, and policymakers will be key to overcoming integration barriers and maximizing VR's
transformative potential in both sectors.

7. IMPLICATIONS:
7.1 Theoretical Implications:

The integration of Virtual Reality (VR) in education and business necessitates a reevaluation of existing
learning theories and frameworks. VR promotes experiential learning, which emphasizes hands-on
experiences and active engagement rather than passive reception of information. This shift challenges
traditional pedagogical approaches, encouraging researchers to explore new dimensions of learning,
such as cognitive load theory and constructivist learning models. The immersive nature of VR also
raises questions about how it influences retention, motivation, and emotional responses, prompting
further investigation into its impact on learning outcomes.

7.2 Managerial Implications:

For managers, the adoption of VR technology presents opportunities to enhance training and
development programs, improve employee onboarding processes, and facilitate more effective
communication and collaboration among teams. VR can provide realistic simulations for high-stress
scenarios, allowing employees to practice and refine their skills in a risk-free environment. By
embracing VR, organizations can foster a culture of innovation and adaptability, leading to improved
employee performance, job satisfaction, and retention rates. Additionally, managers must consider the
costs and resource allocation for implementing VR solutions, ensuring that they align with
organizational goals and employee needs.

7.3 Policy Implications:

Policymakers play a crucial role in shaping the landscape for VR adoption in education and business.
There is a need for funding and support for educational institutions to integrate VR into their curricula,
ensuring that all students have access to these advanced learning tools. Policies should also address data
privacy and security concerns related to the use of VR technology, establishing guidelines to protect
users' information. Furthermore, policymakers should promote research and development initiatives to
drive innovation in VR applications, ensuring that the technology remains accessible, affordable, and
effective for a wide range of users.

8. CONCLUSION AND SCOPE FOR FUTURE RESEARCH:

Virtual Reality (VR) is poised to revolutionize both education and business applications, offering
immersive experiences that enhance learning, training, and engagement. By fostering active
participation and creating realistic simulations, VR has the potential to improve knowledge retention
and skill development in various fields. Its applications range from enhancing classroom experiences
to streamlining employee onboarding and training processes. As organizations increasingly recognize
the value of VR, they must also navigate challenges related to content creation, technology costs, and
user accessibility. Addressing these challenges will be critical to maximizing the benefits of VR in
education and business contexts.

8.1 Scope for Future Research:

Future research should focus on several key areas to further explore the implications of VR in education
and business. First, studies could investigate the long-term effects of VR on learning outcomes and
employee performance, providing empirical evidence of its efficacy compared to traditional methods.
Additionally, research can explore the development of customized VR content that caters to diverse
learning styles and organizational needs. The integration of emerging technologies, such as artificial
intelligence and machine learning, with VR to create adaptive learning environments presents another
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promising area for investigation. Moreover, examining the ethical and social implications of VR use,
including data privacy and accessibility, will be essential to ensure equitable access to this
transformative technology. Finally, interdisciplinary collaborations among educators, technologists,
and policymakers will be crucial in shaping the future landscape of VR applications in both sectors,
ensuring that they align with evolving educational and organizational goals.
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