
Computer science - virtually engaging?

Overview

Our aim was to create a fully enabled Virtual Reality 

(VR) application for the purpose of teaching how 

hardware in computational devices actually work and 

how they really make things happen. The application 

would allow students to go inside a virtual computer 

and interact with the components to understand how 

the computer functions and the steps required for the 

computer to process and execute instructions.

The effect of using VR on students learning and 

engagement in computer science was to be analysed.  

Aims

• To work in software development teams using an 

agile methodology to create VR assets and  

develop a VR world based on the inner workings of 

a computer

• Use the application to teach students in their 

computer science lessons. Use questionnaires to 

record progress and then use this data to gauge 

the impact.

• To develop the test data to check and analyse 

students’ engagement and learning using the VR 

application. 

• To compare data sets, present findings, look at 

trends, and draw conclusions from the results.

Background information

Studies on the impact of digital technology have 

shown it to provide learners with moderate learning 

gains in some subjects, but this can be larger in some 

areas such as English. Computer science is a subject 

where technology is heavily used, however there is 

little research into the impact of technology on the 

subject. 

VR is used widely in areas such as medicine and 

even the building trade to teach new skills and 

techniques; yet the field where this technology is 

actually developed has been left behind.

Methodology

The software was developed using the Unity 

programming environment in C# and Blender 

software for the graphics. There were two main 

control samples, each consisting of 30 mixed ability 

Key Stage 3 students. We surveyed the students’ 

interest in computer science before and after they 

used the VR app.  The results were analysed by Year 

10 students to see the impact on KS3 students’ 

progress and commitment.  Other KS3 students were 

also involved at the design and testing stages.

Results and Conclusion

After using the VR app the results were conclusive; 

100% of students found this way of learning more 

engaging than traditional methods. Girls in particular 

were more engaged

Next Steps

The project was handed over to the new computer 

science A-level group who have worked on adding 

more features. They have added a server room where 

users can act on faults that appear on the server help 

desk. This adds a new dimension to the app; to show 

how the network acts and what a network manager 

might do. We are also working on adding new aspects 

such as a virtual printer and connection to different 

virtual network topologies which we hope to finish 

soon.


