[bookmark: _Hlk149309097]Virtual Reality (VR) Technology
[1] Virtual Reality (VR) is a computer technology used to produce an environment that looks like reality. With VR, students, for example, can imagine themselves flying through space, diving deep under the sea, or traveling the world without stepping foot outside their classroom. In VR, a user wears a headset connected to a computer or mobile device to explore a three-dimension (3D) setting. The user can move around in the space. Sights and sounds seem real. Some say the VR experience feels like jumping into a video game.
[2] Google is one of the companies creating VR experiences for students. It launched Google Expeditions in 2015. Now it offers more than 600 virtual field trips. Ben Schrom who works at Google Expeditions told Time for Kids magazine (TFK) “Teachers’ faces light up because we’ve given them a superpower; they can transport their classes somewhere else.”
[3] Katelyn Flanagan, 12 years old, used VR to jump to the surface of the moon. She also visited Jupiter and Mars. “It was so cool and so lifelike,” she says. Monica, a teacher at Morris Plains School, says her students loved the experience. “I think they enjoyed it so much because it’s different from watching a video. It broadens what I teach them,” she says. Chris Chin, who works for a VR company, says VR can also be used to teach real-world tasks. “People can learn how to fight fires or to become a doctor. A VR experience is a safer way to learn to treat patients,” Chin told TFK magazine.
[4] Research suggests that virtual reality could reach 15 million students by 2025. In a research conducted by TFK magazine, nearly 70% of school administrators have a positive view of VR in the classroom. Of those who do not have VR in their school or region, almost half say they are very interested in using it in different subjects in the future. However, not everyone is excited about VR. Some people are concerned about its effects on kids’ eyesight. Dr. Martin Banks, a professor of vision science at the University of California, says “we’re looking for evidence, but so far, we haven’t found any.” However, Dr. Banks has found proof of discomfort. “It can lead to headaches and nausea in a small number of people,” he adds.
[5] VR can also be costly. The best headsets cost more than $500. Google Cardboard viewers are more affordable. They cost less than $15 each but must be used with a smartphone. Classrooms would need a smartphone for every student, or kids would need to share one. Students like Katelyn hope that schools can overcome these obstacles and bring VR to the classroom. “I would like to go places I’ve never been to,” she says. “You don’t have to tell students about things anymore; you can show them.”
Adapted from www.timeforkids.com

Comprehension Questions:
1. CHOOSE THE RIGHT ANSWER.
1. “without stepping foot outside their classroom” (paragraph 1) means :
a. without leaving their classroom.
b. without getting into the classroom.
c. without making noise in their classroom.

2. “teachers’ faces light up” (paragraph 2) means:
a. teachers get confused
b. teachers get worried.
c. teachers feel excited.

2. ARE THESE STATEMENTS TRUE OR FALSE? JUSTIFY.
1. Google made it possible for students to have access to Virtual Reality.
2. Ben Schrom is a teacher.
3. School administrators disagree with the use of VR at school

3. COMPLETE THE FOLLOWING SENTENCES.
1. Doctors haven’t yet found any evidence of ………………………………………
2. …………………………………… are some of the health problems of using VR.

4. ANSWER THE QUESTIONS
1. What is Virtual Reality (VR), and how is it used to create an environment that resembles reality?
2. Can you describe the typical equipment used in VR, and how does a user interact with the 3D setting in VR?
3. How do sights and sounds in a VR experience compare to reality, and what are some common comparisons people make to describe the VR experience?
4. How has Google contributed to VR experiences for students, and what is the purpose of Google Expeditions?
5. What are some examples of destinations or experiences students like Katelyn Flanagan have had using VR?
6. How do teachers, such as Monica, feel about incorporating VR into their classrooms, and why do they believe it enhances their teaching?
7. In what ways can VR be used to teach real-world tasks, according to Chris Chin?
8. What does the research suggest about the potential reach of virtual reality in education by 2025, and how do school administrators generally perceive VR in the classroom?
9. What are some concerns and potential side effects associated with VR, particularly related to children's eyesight, as mentioned by Dr. Martin Banks?
10. What are the cost considerations associated with VR in education, and what are some of the challenges schools may face in implementing VR in classrooms, as mentioned by students like Katelyn?
11. How do students like Katelyn see the value of VR in education, and what advantages do they believe it offers in terms of learning?

5. Match the terms in the text with their definitions.
	1. Virtual Reality (VR)
2. 3D setting
3. Google Expeditions

4. Real-world tasks
5. School administrators
6. Side effects
7. Affordability
8. Enhances
9. Perception
10. Implementing

	a. The act of carrying out or putting into effect.
b. The way in which something is regarded or understood.
c. Unintended consequences or reactions to a particular action or treatment.
d. A three-dimensional environment or space.
e. A technology that creates a simulated reality.
f. Individuals responsible for managing and overseeing schools.
g. The quality of being improved or made more effective.
h. A program or initiative by Google for creating VR educational experiences.
i. The practical, real-life activities or jobs.
j. The quality of being reasonably priced or within one's financial means.




6. Fill in the blanks with the appropriate words from the text.
1. __________ is a computer technology used to produce an environment that looks like reality.
2. In VR, a user wears a headset connected to a computer or mobile device to explore a __________ setting.
3. Some say the VR experience feels like jumping into a __________.
4. Google is one of the companies creating VR experiences for __________.
5. Katelyn Flanagan used VR to jump to the surface of the __________.
6. Teachers' faces light up because we've given them a __________; they can transport their classes somewhere else.
7. VR can also be used to teach __________.
8. Nearly 70% of __________ have a positive view of VR in the classroom.
9. Dr. Martin Banks has found proof of __________ like headaches and nausea in a small number of people.
10. The best headsets cost more than $500, and Google Cardboard viewers are more __________.

7. a) Choose a suitable word for each collocation.
Certainly, here are three collocations for each of the provided words related to the topic of virtual reality (VR):

To launch – to investigate – to light up – to communicate a training program
To buy – to cost – to offer – to arrive at VR education modules
[bookmark: _Hlk149304327]To finish – to experiment – to improve – to broaden students' horizons with VR
To be stimulated by – to rely on – to be concerned about – to rescue VR-induced motion sickness
[bookmark: _Hlk149304899]Ambitious – abstract – accelerated – affordable VR headsets for education
To pour – to lose – to overcome – to rise VR content development challenges

b) Choose any four collocations and use them in your own sentences.
To launch a groundbreaking VR headset; to launch a VR gaming platform; to offer immersive VR experiences; to offer real-time VR simulations; to broaden the application of VR technology; to broaden the range of VR content; to be concerned about VR safety measures; to be concerned about the impact of VR on children; affordable VR apps and experiences; affordable VR solutions for healthcare; to overcome VR hardware limitations; to overcome motion sickness in VR experiences



