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Studying Virtual Reality in Foreign Language Learning through 
Critical Theory Lens 
 

 

 

Introduction: 

 

 

Virtual reality (VR) technology has the potential to revolutionize language learning 
experiences. It offers learners an immersive and realistic environment to practice their 
language skills and explore different cultures. By simulating authentic situations, VR 
provides students with a unique opportunity to practice using a foreign language in a way 
that is impossible in a traditional classroom setting. However, integrating VR into foreign 
language education raises complex questions and concerns. These concerns are similar to 
those related to curriculum development, power dynamics, access, training, and the 
reproduction of social inequalities. 

 

The proposed research aims to explore how virtual reality (VR) can enhance equity and 
inclusiveness in foreign language learning. The study will examine VR language learning 
platforms from a critical perspective, focusing on the underlying ideologies and power 
structures. Unlike previous studies, which have primarily focused on the benefits and 
challenges of VR in language education, this research takes a unique approach by applying 
critical theory to explore the implications of VR language learning platforms for educational 
equity, social liberties, and opportunities. The research will investigate how underlying 
doctrines and power structures affect VR language learning access, training, and learning 
outcomes, including educational equity. 

 

The proposed study will employ a mixed-methods approach that combines qualitative and 
quantitative data collection methods, including surveys, interviews, and observations. The 
study will actively seek out language students from diverse backgrounds, including those 
from marginalized communities, and will use appropriate sampling techniques to ensure a 
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well-balanced representation. The study aims to provide valuable insights into the potential 
of VR technology to transform language learning experiences regarding how VR can promote 
educational equity and social justice in language education. 

 

 

Background: 

I have searched and found a total of 221 resources that are directly related to the use of 
virtual reality (VR) for foreign language learning. These resources are diverse and include 
articles, books, dissertations, and newsletter articles. The majority of these resources focus 
on enhancing the foreign language learning experience, particularly in areas such as 
vocabulary acquisition, speaking skills, and cultural competence. For instance, some 
resources explore using VR to simulate real-life scenarios, such as ordering food in a foreign 
restaurant or navigating a foreign city. Other resources examine the potential of VR for 
developing language learners' grammar, pronunciation, and fluency. In addition to these 
aspects, some resources discuss making VR language learning accessible to address the 
learners' pedagogical needs. These resources provide insights into designing VR 
environments that are inclusive and supportive of diverse learners' needs. 

 

Furthermore, some resources investigate the use of VR for distance learning in foreign 
language education. By enabling students to engage in immersive language learning 
experiences from remote locations, VR can help overcome geographical barriers and 
facilitate access to language education. Although these resources offer valuable insights 
into the use of VR for foreign language learning, there is still room for further exploration. 
Specifically, there is a need to investigate how VR language education can be approached 
through a critical theory lens. Such an approach could enable language learners to develop 
a critical understanding of language use's social and political dimensions, which is essential 
for becoming effective communicators in multicultural and multilingual contexts. 

 

Language learning is a multifaceted process that involves various factors that can influence 
learners' experiences and outcomes. These factors include socio-cultural, political, and 
economic factors that can impact language acquisition in different ways. For instance, 
socio-cultural factors such as beliefs, attitudes, and values can shape how learners 
perceive and interact with the language they are trying to learn. Political and economic 
factors such as language policies, funding, and access to resources can also significantly 
affect language learning.  
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However, amidst the excitement surrounding VR's potential for language learning, the need 
to address equity and accessibility is urgent. Issues such as unequal access to technology, 
representation, and cultural relevance can exacerbate existing inequalities in language 
education and further marginalize already underserved communities. For example, VR 
technology may not be accessible to learners from low-income households who cannot 
afford the necessary equipment. 

 

Additionally, VR environments and activities may not represent the cultural backgrounds of 
all learners, which can impact their motivation and engagement.  

 

To address these issues, it is essential to adopt a critical approach that examines the 
underlying dominion dynamics and principles that shape language education practices and 
outcomes. Critical theory provides a robust framework for interrogating these issues, 
enabling educators and policymakers to identify and address the root causes of inequities 
in language education. Doing so can create more equitable and accessible language 
learning environments that benefit all learners. 

 

Rationale: 

1. To thoroughly analyze the ideologies and power dynamics present within virtual reality (VR) 
language learning platforms, with a specific focus on their impact on learners' experiences 
and opportunities. 

2. To explore how VR can enhance language acquisition for diverse learners, including 
marginalized communities. 

3. To promote linguistic diversity, cultural sensitivity, and educational equity in language 
education, innovative approaches for leveraging VR technology are explored to empower 
learners to engage critically with language and culture. 

 

Incorporating Virtual Reality (VR) in language education can potentially transform learning 
outcomes and experiences significantly. It offers learners engaging and immersive 
opportunities to practice language skills and explore diverse cultures. This research study is 
among the first to apply critical theory to investigate VR in language education. Its unique 
approach aims to uncover the underlying power structures, ideologies, and effects on 
educational equity embedded within VR language learning platforms. As a result, it 
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advocates for language education approaches that prioritize equity, diversity, and social 
justice, providing a positive outlook for the future of language learning. 

 

 

 

 

Methodology and Design:   

This research aims to critically explore the potential of virtual reality (VR) as a tool for foreign 
language learning. The study will employ a comprehensive mixed-methods approach, 
combining qualitative and quantitative methods to investigate VR's effectiveness in 
language learning thoroughly.    

 

Various qualitative research methods, such as content analysis and participant observation, 
will be employed to accomplish the research's goal. The design, content, and pedagogical 
approaches of VR language learning platforms will be examined through content analysis.  

 

Participant observation will allow real-time monitoring and analysis of how language 
learners interact with these platforms.  

 

In addition to content analysis and participant observation, semi-structured interviews and 
focus groups will be conducted with language learners and educators. These interviews will 
help gain insights into their experiences with VR technology and how it has impacted their 
language learning.  

 

Themes such as engagement, motivation, and cultural relevance need to be explored to 
understand better the impact of VR language learning on the learners' educational path.    

 

Through this research, I hope to comprehensively review and evaluate VR language learning 
and offer recommendations to improve pedagogical effectiveness considering DEI in the 
digital realm. 
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The project will use surveys and pre-post assessments as quantitative methods to measure 
the impact of VR on language learning outcomes and student engagement. These methods 
will provide data on VR as a language learning tool and its potential to increase student 
motivation.      

 

Combining these research methods will provide a comprehensive understanding of the 
potential of VR in language learning. 

 

This study will be grounded in critical theory. This theoretical framework examines power 
relations and social structures, drawing on the works of scholars such as Paulo Freire. 
Freire's concept of conscientization, which refers to the process of developing a critical 
awareness of one's social reality, will inform the exploration of how VR language learning 
platforms can empower learners to critically engage with language and culture.  

 

Also, Foucault's power relations analysis will be used to examine how VR technologies may 
reproduce dominant doctrines and hierarchies within language education. For instance, VR 
can be used to provide equal access to language learning resources for students from 
different linguistic backgrounds.  

 

Additionally, Hooks' intersectional feminist perspective will guide the study of how VR can 
be leveraged to promote linguistic diversity and challenge linguistic hegemony. For example, 
VR can be used to create immersive language learning environments that reflect diverse 
cultural contexts and languages. 

 

This research aims to contribute to our understanding of the potential of VR in foreign 
language learning and its implications for educational equity and social justice. By critically 
examining the ideologies and power dynamics embedded within VR language learning 
platforms, this study seeks to identify opportunities for leveraging VR technology to promote 
linguistic diversity, cultural sensitivity, and educational equity. The potential of VR to 
revolutionize language learning is a beacon of hope for a more inclusive and equitable 
education system.  

 

However, it is essential to note that this research may have limitations, such as the potential 
for bias in participant selection or the limited generalizability of findings due to the specific 
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context of the study. These limitations could impact the generalizability of the findings. The 
findings of this research will inform the development of inclusive language education 
practices that empower learners from diverse backgrounds. 

 

 

 

Significance and Conclusion:   

 

With its profound implications, this research aims to significantly influence the development 
of inclusive language education practices that prioritize equity, diversity, and social justice. 
The findings of this research, which critically examine the ideologies and dominion dynamics 
embedded within VR language learning platforms, have the potential to shape the future of 
language education and educational technology.  

 

The research findings may lead to the development of more equitable and inclusive VR 
language learning platforms, thereby contributing to the broader discourse on educational 
equity, technological innovation, and social transformation.  

 

At its core, this study is driven by the mission to empower learners from diverse backgrounds 
to engage critically with language and culture, fostering a sense of inclusivity and social 
impact.  

I hope this mission inspires and motivates all stakeholders in language education and 
educational technology. 

 

The preliminary findings of this research underscore the need for caution in integrating VR, 
as it can enhance language learning experiences but must be approached carefully to avoid 
exacerbating existing inequalities within learners, the target language nation, and culture.  

 

This research, which will be conducted in collaboration with language learners, educators, 
and stakeholders, aims to catalyze positive change within language education and 
contribute to the broader discourse on educational equity and social justice in the digital 
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age. The collective responsibility is to ensure that VR integration into education is done with 
utmost care and consideration. 
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