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Abstract

The purpose of this study is to examine how intermediate-level English as a
foreign language learners' pragmatic competence is developed using virtual
reality-supported education. With the sample split into two groups—one taught
using virtual reality applications and the other using the conventional
approach—the study used a quasi-experimental methodology. Along with a
questionnaire to gauge teachers' and students' attitudes towards utilising the
technology, pre-, post-, and delayed examinations were given. The experimental
group outperformed the group on all exams, according to the data,
demonstrating how well virtual reality works to give pupils more precise and
socially important pragmatic abilities. The results of the postponed tests also
showed the experience's ongoing educational value, demonstrating virtual
reality's capacity to promote long-term learning. Additionally, questionnaire
answers showed that teachers and students had favourable opinions of this
technology since it helped them become less nervous when speaking and
increased their interest and involvement in class. As a result, the study
demonstrates that incorporating virtual reality technologies into English
language instruction is a viable strategy for fostering students' genuine
communication abilities and is a qualitative enhancement of conventional
teaching techniques.

Keywords: Virtual reality, pragmatic competence, modern teaching methods,
motivation, oral communication.

4318 4y 5ulay) Al alatia (o0l 43 glail) BoliSl) dpali b (oual ji8Y) aB) g1y o g al) G a1 ) g0
Ll
CL}AJ\ ‘_A.c Q gana )Su 91@-& e
£ S A 5 4y e

oailall
A gl 3Ll A A aal Y a8l ) Ay a genall ol S elialinl ) Canll 138 Cangy
(it Al aranal e Gl adie) das giall Aa pall 8 dpia 4308 4 5lanl) ARl aleia s
aliny ool Y1 @810 kel ARl i R et 100 sena ) Aal) Caand Cua
Claladl (uld) i) ) ddlia) s 5o 5 dgany 5 40l ol JLia) Gakai 5 Al 45, Hhally s
g (2 Bale IS5 L el e sanall (3588 il < jedal A aladiul sad Cpalaall g 4k
LagDle s 48y ST 4 515 ol Hlga Allall L) 6 aal Y1 a8 gl Ade s )y L acl s
58 [uSay Laa edy yaill alaill Y1 ) e Ja el JUERY il iy LS RpeLaia ) il
Claladl e AilauY) clilaiul CidS Al caila e sl Jish alxidll acs el @) £8) )
Al Baly 5 5 aail) (38 JlE 8 Cragud Cum Al o2a olad Allall 5 Cpaalaall o JS (52l dulay

804



mailto:englishteacher8791@gmail.com

P
=4 0

Journal fSludles in Humanities and E(Iucmloul Sciences
Print ISSN 3006-3256 Online ISSN 3006-3264

Jias 3 3alai¥l) Aal) adad 3 o) 81 8 sl LS e o Cmall 2 cale 5 dudall AS_Laall
Aol (35l de g5 L) ISy eopalaiall gal il Jual ) &l jlga skl Tael s San
el 8 saciaal

Jual il cAgadlal) Apasd) Gy yuil) 335k A gl 8Lkl ¢ al YY) &8 1) Aalidall cilalsl)
el

Introduction

Despite significant advances in English as a foreign language (EFL) teaching
methods, the focus of educational programs remains on the structural dimension
of language—qgrammar and vocabulary—rather than on the pragmatic dimension
that enables learners to use the language in real-life communicative situations.
Learners often find it difficult to choose the appropriate language choices when
performing linguistic acts such as requesting, apologizing, refusing, or offering a
compliment, which can lead to misunderstandings or socially inappropriate
speech. With technological advancements, virtual reality (VR) environments
have emerged as a promising tool that offers learners the opportunity to immerse
themselves in realistic situations and allows them to practice the language in
natural contexts while receiving immediate feedback. However, previous studies
in this area remain limited, often focusing on developing fluency or reducing
stuttering without systematically addressing pragmatic competence specifically.
This is where the problem of this research emerges. It aims to investigate the
effect of virtual reality-assisted instruction on developing pragmatic competence
among English language learners, comparing its effectiveness with traditional
teaching, studying the sustainability of the effect after a follow-up period, and
exploring students' and teachers' perceptions of the effectiveness of this
technology.

The research is based on the main assumption that virtual reality-based
instruction contributes significantly to developing pragmatic competence among
English language learners compared to traditional methods. Accordingly, the
study hypothesizes that students in the experimental group who receive training
in virtual reality environments will perform statistically significantly better than
students in the control group in the post-test, controlling for pre-test variables. It
also hypothesizes that this effect will not only be permanent, but will persist
during the post-test several weeks later, indicating virtual reality's ability to
enhance the retention of pragmatic knowledge. Furthermore, the study suggests
that students' and teachers' perceptions of the experience are positive, as virtual
immersion is expected to contribute to reducing speaking anxiety and enhancing
motivation to participate, which positively impacts the effectiveness of the
educational process.

The importance of this research stems from its focus on an essential dimension
of foreign language learning, namely pragmatic competence. This dimension is
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no less important than structural aspects such as grammar and vocabulary, and
may even surpass them in realistic communicative contexts. A student who
possesses a strong and broad vocabulary but is often drawn to socially
appropriate knowledge remains unable to achieve effective communication.
Hence, the research represents a serious attempt to bridge the existing gap in the
literature, which often only addresses aspects of fluency and accuracy, without
delving into developing pragmatic competence in a systematic manner. The
importance also lies in integrating a modern technology such as virtual reality
into the context of language teaching, which provides an interactive
environment full of similarities to life situations and increases students’
motivation and engagement. He added that the results of the research can be
used in developing curricula and teaching strategies in line with modern
technological  transformations, in addition to providing practical
recommendations for teachers and listening to educational decisions on how to
integrate virtual reality tools into language teaching programs to achieve
tangible results. From a theoretical perspective, the research aims to combine
studies related to language buds and educational technology with new
experimental evidence. As for the applied aspect, it presents A framework that
can be used to design realistic and implementable pragmatic activities in
university classrooms.

Ve N . 4

This research aims to investigate the impact of employing virtual reality data in
teaching English as a foreign language from a pragmatic competence
perspective, by addressing the weaknesses that traditional methods suffer from
in this regard. The research, based on the sublime title, aims to verify the extent
to which virtual reality-supported classroom activities can develop learners'
ability to use language socially appropriately in real-world situations, such as
requesting, apologizing, refusing, or offering a compliment. It also seeks to
compare the effectiveness of this immersive learning environment with its
traditional counterparts, which rely on classroom role-playing, with the aim of
identifying significant differences between the two approaches. Furthermore, the
research seeks to explore the sustainability of the impact that virtual reality can
have on learning pragmatics by conducting a delayed test that measures the
persistence of learning effects over a period of time. Finally, The goal is not
limited to the quantitative aspect, but rather extends to the qualitative dimension
by clarifying the perceptions of both students and teachers regarding the
experience, especially with regard to the degree of engagement, reducing
anxiety, and classroom effectiveness.

Based on these objectives, the research examples focus on three main questions:

eHow effective is virtual reality-supported instruction in developing English
language learners' pragmatic competence compared to traditional teaching
methods?
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eDoes this method lead to significant differences in students' performance in the
post-test?

eDoes the learning gained through virtual reality persist after the experiment
ends?

eIn other words, can learners maintain an advanced pragmatic level in the post-
test?

The research aims to understand students' and teachers' perceptions of this
experience, their sense of belonging, comfort, and engagement, and the impact
of this on their motivation to participate in communicative situations.

Theoretical Background
Pragmatic Competence

One must develop pragmatic competence—the ability to communicate and
comprehend meaning in a social setting—in order to become a skilled speaker in
the global community. The importance of pragmatic competence has been
stressed in both theory and practice. In the 1980s and 1990s, theoretical models
of L.2 communication competence emerged in the field, drawing from Hymes'
(1972) notion of communicative competence. As an alternative concept to the
theories of communicative competence, interactional competence and "symbolic
competence,” which emphasise the dialogic element of communication, have
been put out more recently. By positioning pragmatic and sociolinguistic
competence as a unique, essential element, these theoretical frameworks have
improved the subject. The models have also functioned as a foundation for the
empirical investigation competency. It was necessary to operationalise the
capacity to use language and the understanding of socially acceptable language
usage in some way as a measurable concept. To do so, particular activities,
tools, and analytical techniques were investigated (Taguchi, 2009).

Pragmalinguistics and sociopragmatics are components of pragmatic
competence (Leech, 1983; Thomas, 1983). Thomas (1983) distinguished
between two categories of pragmatic failure: sociopragmatic failure and
pragmatic failure.  While sociopragmatic failure arises from "differing
perceptions of what constitutes appropriate linguistic  behaviour,"
pragmaticlinguistic failure is really a linguistic issue, "caused by differences in
the linguistic encoding of pragmatic force” (Thomas, 1983).

The differentiation between these two categories of failure is comparable to the
division between pragmalinguistics (the functional component of pragmatic
competence) and sociopragmatics (the social component of pragmatic
competence), which is present in Bachman and Palmer's (2010) model of
communicative competence's definition of pragmatic knowledge. Bachman and
Palmer (2010) claim that sociolinguistic and functional information are included
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in pragmatic knowledge. Sociolinguistic knowledge is the ability to use
language forms appropriately based on various situational variables (e.g., social
status, familiarity, power relationship, and degree of imposition), such as using
polite forms when speaking to people of higher social status. Functional
knowledge is the ability to use language forms to realise pragmatic functions,
such as using would you to make a request (Xiao, 2015).

Task-Based Language Teaching — TBLT

The teaching methodology known as Task Based Language Teaching (TBLT) is
predicated on the use of interactive and communicative tasks to organise and
carry out instruction. The features of communicative language teaching are
expanded upon by task-based language teaching, which aims to apply L2
principles to instruction. It has been considered a novel strategy. This method
is "a development of CLT. This approach relies on three major notions in terms
of tasks. Richards and Rogers (2002) introduce such criteria as:

“l.Activities involve real language communication are essential for language
learning.

2. Activities in which language is used for carrying out meaningful tasks
promote learning.

3. Language that 1s meaningful to the learner supports the learning process.”

Many people are said to get the confidence and willingness to communicate
effectively in a foreign language through TBLT, which is considered a vital
basis. This is true even for people whose grammar and form skills fall short of
what is expected of them. With TBLT, students are given many of chances to
use the language they already know in the classroom without worrying about
making mistakes. Stated differently, it encourages students' self-assurance and
zeal. Both the task activity and the subsequent accomplishment are to blame for
this. Contrary to popular belief, TBLT does not exclude form-focused activities.
In fact, the goal of these exercises is to improve oral proficiency in the target
language. To put it another way, TBLT emphasises meaningful interaction that
empowers students while drawing their attention to language form when and
when it is needed. SLA research has shown that exposure to "comprehensible
input" is not the primary factor in second language acquisition; engaging
learners in meaningful and naturalistic conversation is crucial. The main
focusses of a TBLT classroom are teacher-tailored assignments, group projects,
and pair work. Such a teacher is expected to be receptive; even a novice who
can facilitate communication among students can manage such a class.
However, for such a teacher, creativity can be a significant value (Motlagh et al.,
2014).
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Since the 1980s, when it motivated a generation of language teachers looking to
effectively implement Communicative Language Teaching, task-based language
teaching (TBLT) has had a significant impact. It has since evolved into a
methodology, assessment, and syllabus design approach. As TBLT has gained
traction, it has also expanded, embracing several theoretical perspectives on
language acquisition (Ellis, 2017).

Ve N . 4

For the past 30 years, language instructors have been interested in task-based
language teaching, or TBLT. This method of teaching languages is process-
oriented and places communicative language education at the center of syllabus
design and learning objectives. The core tenet of TBLT is that communicative
tasks are the fundamental units of the curriculum and the only components of
the pedagogical cycle where meaning is prioritized. It is anticipated that
focusing language instruction on activities will provide students with an
experiential learning process where they will use the target language to make
sense of it. This process of negotiative language use will encourage and support
the students' language learning (Lai & Li, 2011).

TBLT views language as a tool for communicating meaning, despite its greater
focus on learning theories than language theories. To put it another way,
meaning is crucial. Language display is not a concern of this method. The term
"language focus" describes deliberate consideration of language within the
framework of an activity that is meaning-focused. In other words, learners
consider the language or collaborate to solve their language challenges as they
prepare for a meaning-focused activity. Items are chosen for a more focused
attention on form based on the task's nature and relevant texts. Here, the
components that need to be addressed are picked and selected carefully. Because
it is obviously unrealistic or impossible to cover every word in a book or
assignment, this is done selectively. Language is referred to by TBLT
proponents as having structure, function, and interactional value. This indicates
that TBLT gains from each of the three models collectively rather than from
each one separately. One of the fundamental ideas behind the benefits of ELT
tasks is that they can connect all other instructional units, including syntactic,
lexical, and functional ones. One of the underlying assumptions here is that
language's lexical units are fundamental to language learning and usage. TBLT
places more of an emphasis on language than conventional methods do
(Motlagh et al., 2014).

Virtual Reality in Language Education

A cutting-edge technology called virtual reality (VR) has been used in language
instruction to raise student motivation, engagement, and academic achievement.
The unmatched speed of technological advancement in recent years has driven
scholars and practitioners to better understand how technologies are used in
education. Virtual reality (VR)-enhanced learning environments have been
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recognised as beneficial learning spaces among new technologies that may
further impact learner psychology and actual learning. VR-enhanced digital
environments, which are primarily powered by computer-generated simulation
technologies, mimic real or imagined worlds in terms of sight, sound, and touch.
They use computer-mediated communication (CMC), displays, tracking, and
other technology to create fictional, interactive, and immersive experiences for
consumers. The affordances, opportunities, and challenges of using virtual
reality (VR) in education have been covered in a number of review articles. It
has been demonstrated that the new immersive experiences that VR tools offer
increase participant interest, inspire students to try new things, and encourage
active learning (Zheng, 2023).

Numerous academics have discussed the possible advantages of virtual reality in
the context of language instruction. Scholars have also emphasised the
importance of examining the process of "second language learning in the
specific complexity of innovative computer-mediated contexts,” as well as the
"complex way language learning technologies and virtual environments mediate
learners’ acquisition of a second language" (Kramsch & Steffensen, 2008).

Previous Studies

Recent research has shown that virtual reality (VR) is an effective tool for
enhancing English as a second language learning, particularly in terms of
fluency, interaction, and learner motivation. For example, Akay & Kessler
(2024) conducted a quasi-experimental study involving an experimental group
using a VR-enriched environment and a control group taught in a traditional
way. The researchers found that the experimental group demonstrated
significant improvements in their communicative skills, along with a significant
increase in self-confidence and student engagement within the virtual classroom.
The study highlighted the importance of full immersion in the learning
environment, which supports the hypothesis that VR enhances communicative
competence more than traditional methods. In another study, G (2025) analyzed
the effect of using semi-immersive VR environments on the learning of speech
acts among university-level English learners. The results showed that students
trained in VR environments were able to use speech acts (such as requests,
apologies, courtesy, and refusals) more socially appropriately than students in
traditional classrooms. They also found that responding to feedback was faster
and more effective, enhancing students' ability to adapt to real-world situations.

Some studies have focused specifically on pragmatic competence and its
association with virtual reality or other interactive learning methods. Taguchi
(2021) found that students exposed to pragmatic situations in interactive
learning environments demonstrated a greater ability to select appropriate social
behaviors and behaviors than their peers taught using traditional methods. The
study indicated that short-term experiences were sufficient to enhance students'
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awareness of social appropriateness, but the continuity was limited, suggesting
the need to examine the long-term impact of learning.

Vakhobova et al. (2005) conducted a comprehensive systematic review of the
use of technology in English as a second language learning, including VR and
CALL. The results showed that the use of these tools increases the effectiveness
of pragmatic learning and enhances students' awareness of speech acts in various
communication situations. However, the researchers noted that most studies
focused on fluency and general discourse, without delving into specific actions
such as apologies or refusals, leaving an important research gap.

In a study published on the MDPI platform (2024), the researchers demonstrated
that integrating digital games with language learning provides practical
opportunities for applying speech acts within classroom contexts, reduces the
fear of making mistakes, and increases motivation to participate. However, the
study noted that the assessments were short-term and did not address retention
of pragmatic skills after a specific period of time.

Locally, we found that Arab studies on virtual reality and pragmatic competence
are limited, but some studies focused on educational technology in general. For
example, a master’s thesis at the University of Baghdad (2023) showed that the
use of electronic simulation in teaching English improves student interaction and
reduces anxiety, but the pragmatic effect was not measured systematically. This
finding confirms the need to conduct a field study based on VR to develop
pragmatic competence in the Arab race.

Despite the progress of studies on virtual reality in English language teaching,
there are several research gaps:

eThe limited coverage of specific speech acts, such as requests, apologies,
courtesy, and refusals, in VR environments.

eThe lack of studies that used a quasi-controlled experimental design with a
delayed test to measure the continuity of learning.

eThe limited scope of studies in Arab or local university contexts limits the
generalizability of the results to these settings.

eThe need to integrate quantitative and qualitative analysis to understand the
impact comprehensively, rather than just assessing learners' performance or
perceptions separately.

Methodology
Research Methodology

The research relied on a quasi-experimental design to measure the impact of
virtual reality (VR)-supported instruction on developing pragmatic competence
among English language learners. The sample was divided into two groups:
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Research Population and Sample

eThe research population consists of students from Al-Asbat Intermediate
School for Boys in Karbala Governorate for the academic year (2024—2025).

e A purposive sample of (60) students from the second intermediate grade was
selected and randomly distributed as follows:

+* (30) students in the experimental group.

+ (30) students in the control group.

Table (1): Distribution of sample members by group

Group NO. Percent%
Experimental (VR) 30 %50
Control 30 %50
Total 60 %100

Research Tool

ePragmatic Competency Test: This test included (20) pragmatic situations to
measure students' ability to select appropriate linguistic expressions (request,
apology, refusal, compliment).

eQuestionnaire: This test was designed to measure students’ and teachers'
attitudes toward virtual reality teaching using (15) items on a five-point Likert
scale.

NO. | Items Likert Scale
1 Virtual reality helped me reduce | Strongly agreeC"agree
my anxiety when speaking Nutral 2 disagree
English. strongly disagree
2 It encouraged me to participate Strongly agree.lagree
more in classroom situations. Nutral = disagree
strongly disagree
3 It made me more motivated to Strongly agree”"lagree
learn English. Nutral C= disagree
strongly disagree
4 It provided me with opportunities | Strongly agreeCJagree
to practice realistic, everyday Nutral ) disagree
situations. strongly disagree
5 It helped me choose appropriate Strongly agree"lagree
language expressions (such as Nutral 2 disagree
requests, apologies, refusals, and | strongly disagree
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6 It enhanced my ability to interact | Strongly agree.lagree
with my classmates and teacher in | Nutral ) disagree
English. strongly disagree

7 It helped me remember Strongly agree”"lagree
information for a longer period of | Nutral =) disagree
time compared to traditional strongly disagree
methods.

8 It reduced my fear of making Strongly agree”"lagree
mistakes during conversation. Nutral 2 disagree

strongly disagree

9 It made the class more fun and Strongly agree”agree
exciting than traditional methods. | Nutral C= disagree

strongly disagree

10 | It helped me use language in a Strongly agree”—lagree
socially appropriate way in Nutral 2 disagree
different situations strongly disagree

11 | It made me more confident when | Strongly agreeC"Jagree
speaking English. Nutral £ disagree

strongly disagree

12 | | believe that virtual reality isan | Strongly agreeC"Jagree
effective way to develop Nutral £ disagree
pragmatic competence. strongly disagree

13 | Using virtual reality makes the Strongly agree”—lagree
class more interactive and lively. | Nutral C= disagree

strongly disagree

14 | | prefer using virtual reality in Strongly agree.lagree
language learning more than Nutral = disagree
traditional activities (role- strongly disagree
playing.(

15 | I recommend continuing to use Strongly agree”agree
virtual reality in English language | Nutral 1 disagree
lessons. strongly disagree

Validity and Reliability

eThe validity and content validity of the questionnaire were verified by
presenting it to a group of judges specialized in language teaching methods.

e The reliability coefficient (Cronbach's alpha) for the questionnaire was (0.87),
which is statistically acceptable.

Research Procedures
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oA pre-test was conducted for both groups to measure the level of pragmatic
proficiency before treatment.

eImplementation of the teaching program (8 weeks, at a rate of two sessions per
week).

o A post-test was conducted for both groups.

oA delayed test was administered after 4 weeks to measure the continuity of the
effect.

Pre-test Results

Table (2) shows no statistically significant differences between the two groups
in the pre-test.

Table (2) Mean and Standard Deviation of the Pre-test

Group Number | Mean | Standard t-value | Significance
Deviation
Experimental 30| 124 2.1 0.41 Not
(VR significant
Control 30] 121 2.3

Pre-test Results

12

10

Mean Score
o

N

Expenmental (VR) Control {Traditional)

Figure (1) shows the similarity of the two groups' results in the pre-test:
Post-test results

Table (3) shows that the experimental group outperformed the control group to a
statistically significant degree (p < 0.05).

Group Number | Mean | Standard t-value | Significance
Deviation
Experimental 30| 17.8 1.9 4.62 | Significant
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Control

30

14.2

2.2

Table (3) The arithmetic mean of the post-test

Experimental (VR)

Post-test Results

Conurol (Traditional)

Figure (2) shows the significant difference in favor of the experimental group.

Delayed Test Results

The results of the delayed test after (4) weeks showed that the experimental
group maintained a high level of deliberative efficiency, while the control group

experienced a slight decline.

Table (4) Delayed Test Results

Group Mean | Standard | difference from
Deviation | post

Experimental 172 | 1.8 0.6-

(VR)

Control 135 |24 0.7-
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140

135

Experimental (VR) Control (Traditional)

Figure (3) illustrates the continued impact of virtual reality training compared
to traditional methods.

Survey Results (Student and Teacher Attitudes)
The results of the survey responses showed that:

e  %8&50f students believed that virtual reality contributed to reducing
speaking anxiety.

e  %90confirmed that it enhanced their motivation to participate.

e %3800f teachers believed that integrating VR increases the effectiveness
of the classroom.

Table (5) Key Survey Results

Item approval rate
Reduced speaking anxiety 85%
Increased motivation to participate 90%
Help in choosing appropriate expression | 88%
Effectiveness of the class 80%

Figure (4) illustrates students’ and teachers' attitudes toward virtual reality-
based teaching.
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Survey Results: Students' and Teachers' Perceptions (%)

Improved Lesson Effectivencss

Helped Choose Appropriate Eapression

Aeducmd Speaking Anxiety

20 40
Agrecment %

80

The results showed that virtual reality-supported teaching was more effective
than traditional methods in developing pragmatic competence among English
language learners at Al-Asbat Intermediate School for Boys. The results also
demonstrated the persistence of the effect after the experiment ended,
demonstrating virtual reality's ability to consolidate pragmatic knowledge.
Furthermore, the results revealed highly positive attitudes among both students
and teachers toward this technology, considering it a stimulating tool that
reduces anxiety and increases engagement.

Conclusions

The study's findings demonstrated that virtual reality-supported instruction was
superior to conventional approaches in fostering pragmatic competence in
English language learners, as evidenced by the outcomes of the pre-, post-, and
delayed examinations as well as the examination of questionnaire responses.
Compared to students in the control group, students in the experimental group
shown a greater ability to utilise language in acceptable social settings, such as
when apologising, making requests, refusing requests, or receiving compliments.
The post-test results validated the ongoing impact of virtual reality training,
indicating that this technology not only fosters pragmatic competence but also
aids in the longer-term consolidation of pragmatic knowledge.

Responses from both students and teachers indicated that virtual reality helps to
improve motivation and engagement in classroom settings and lessen speaking
anxiety, which is a behavioural and psychological aspect that aids in the learning
process. This study adds to the body of knowledge in the field of foreign
language instruction by showing how virtual reality technologies can be
included into the curriculum to make up for the current deficiency of realistic,
practical instruction in traditional classroom settings.

Recommendations

Based on the findings of the research, the following recommendations can be
made:
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eSystematically integrate virtual reality into English language curricula at
various educational levels, especially when training students in pragmatic
situations.
eProvide teachers with specialized training courses on how to employ virtual
reality applications in the classroom in a manner consistent with educational
objectives.
eEncourage educational authorities (Ministries of Education and Higher
Education) to adopt virtual reality technologies within strategic plans for
developing education to keep pace with global technological transformations.
Develop classroom programs and activities based on simulating real-life
situations (such as interviews, service situations, and social situations) using
virtual reality to enhance students' ability to communicate effectively.
eConduct further applied studies examining the impact of virtual reality on other
aspects of language learning (such as fluency, pronunciation, and vocabulary
development), focusing on Arab and local contexts to enhance the
generalizability of the findings.
eEncourage future research to study the long-term effects of virtual reality on
learners, as well as its integration with other methods such as task-based
learning (TBLT) or collaborative learning.
eProvide technical infrastructure in schools and universities (VR devices,
advanced language labs) to enable the sustainable use of these educational
tools.
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