



Frequently Asked Questions About Using VR Technology in Vocational and Technical Education Schools

A. TECHNICAL QUESTIONS (1–25)

1. What should be the minimum technical specifications of VR glasses?
At least 6GB RAM, 128GB memory, 90Hz refresh rate, 1832×1920 resolution and inside- out tracking is sufficient.

2. What is the difference between standalone and PC- tethered VR?
Standalone glasses are wireless and don't require a PC. Tethered glasses offer more powerful graphics but are connected to a computer.

3. What should be the specifications of the computer used in the school laboratory for VR?
i7 processor, 16GB RAM, RTX 2060 or higher GPU is sufficient.

4. Are there any tools that allow me to create VR content for free?
Yes: Unity Personal , Blender, Insta360 Studio and some 360° video editors are free.

5. What is the difference between SimLab VR and Unity ?
SimLab VR requires low code and enables rapid content creation, while Unity is for more advanced and professional VR applications.

6. What is the difference between 360° video and fully interactive VR?
In 360° video, the user can only look around; interaction is minimal. In full VR applications, objects can be manipulated, movement can be made, and selections can be made.

7. What should I do if the image in the VR headset appears blurry?
Adjust the lens distance (IPD), fit the glasses to your face and clean the lenses.

8. What causes connection problems with VR glasses?
weak Wi -Fi, outdated software, cable failure or storage full.

9. Do VR videos work without internet?
Yes, if it is installed on the device, no internet is required.

10. What should be the file size of VR content?
Generally, 300–700 MB is ideal; anything over 1 GB reduces performance.

11. What should I do if the VR headset becomes hot during long-term use?
Let it cool down briefly, lower the brightness, and close any apps running in the background.

12. How to clean VR glasses hygienically?
Special alcohol-free VR cleaning wipes and face pad covers are used.

13. Can I integrate VR content into the school's LMS system?
Yes, you can upload as a link or file; SCORM packages are also possible.

14. Is user tracking data recorded in VR headsets?
Some devices record basic usage data; this can be turned off in privacy settings.

15. How many VR headsets would be enough for students?
2–4 pieces per class are sufficient for a start; use alternately.
16. What should be the FPS value of VR applications?
At least 60 FPS is preferred, ideally 90 FPS.

17. Can I project VR glasses onto a projector or screen?
Yes, most devices have screen sharing capabilities.

18. Which camera should be used to shoot 360° video?
Insta360 One X2, GoPro Models like Max are common.

19. Can I add a hotspot to a VR scenario ?
SimLab Studio, Unity , and some video editors support adding hotspots .

20. Is it possible to watch VR content on a phone?
Yes, 360° content can be watched in cardboard mode.

21. Can VR lessons be held if the school internet is slow?
Yes, you can use the content offline by downloading it to the device beforehand.

22. Can I control VR glasses from the admin panel?
Some professional models (Meta, Pico ) offer remote management tools.

23. How should we record technical issues regarding VR use in school?
A “VR Usage Logbook” or online tracking form can be created.

24. How long is the lifespan of VR devices?
Generally 3–5 years; varies depending on the intensity of use.

25. Can I use VR content on different glasses?
Yes, MP4/360 videos work on all devices; compatibility is checked for apps.

B. PEDAGOGICAL QUESTIONS (26–45)

26. How does VR affect student learning?
Provides realistic experiences, increases retention and develops motor skills.

27. In which courses is VR used more effectively?
Applied fields such as electrical, machinery, health, occupational safety, tourism, CNC, food technology are most suitable.

28. Which model should I use when preparing a VR scenario?
ADDIE, Dick & Carey , and experiential learning models are suitable.

29. How long should a VR lesson be?
5–10 minutes is ideal; prolonged use causes eye fatigue.

30. Does VR reduce distraction in students?
Yes, it provides complete focus; it eliminates external stimuli.

31. Is VR suitable for students with special needs?
It is suitable if planned carefully, but should be used limitedly for those with epilepsy or balance problems.

32. Can skills assessment be done with VR?
Yes, step tracking, selections, and interactions can be measured.
33. Does VR increase students' motivation?
Yes, learning by doing increases motivation.

34. Is it necessary to have a class discussion after the VR lesson?
Yes, it is important for the reinforcement of learning.

35. How to integrate VR lesson plan into regular lesson flow?
It is implemented in the following format: theoretical explanation → VR experience → evaluation → discussion.

36. Does VR create risk awareness in students?
Yes, it is very effective, especially in occupational safety scenarios.

37. Does VR support students to learn at their own pace?
Yes, it provides the opportunity to watch again.

38. Is there a warm-up activity that will provide preliminary information before starting the VR lesson?
Yes, the concepts need to be explained in advance.

39. What is the role of the teacher in VR lessons?
It is the facilitator who guides, monitors and ensures safety.

40. Does VR allow students to make mistakes?
Yes, it supports learning by making mistakes in a safe environment.

41. How should instructions be given in VR scenarios?
It should be short, clear, visually supported and step by step.

42. How long does VR leave an impact on students' memories?
Because it is experiential, it remains in the mind for a long time.

43. Do VR courses increase exam success?
Most studies show that it increases.

44. Can group work be done with VR?
Yes, common scenario discussions can be held with glasses + screen mirroring.

45. Does VR improve students' communication skills?
Indirectly yes, especially in joint problem-solving activities.


C. CONTENT PRODUCTION QUESTIONS (46–65)

46. How long should a good VR scenario be?
5–7 minutes is the ideal time.

47. What is the standard format for a screenplay?
Topic – Purpose – Learning outcomes – Scene plan – Shooting steps – Safety notes.

48. How should the lighting be in the shooting location?
Natural or soft artificial light; free of shadows and glare.
49. How do I improve sound quality?
Use an external microphone and reduce ambient noise.
50. Should camera movement be reduced in 360° videos?
Yes, a steady tripod is best.

51. Should I use a narrator in a VR scenario?
Voice narration is recommended for technical procedures.

52. How should student directions be given in the scenario?
It should be clear, like “Now do this step.”

53. What is the best angle for VR shooting?
Having the camera at the operator's eye level provides a natural experience.

54. Can the VR scenario be made multilingual?
Yes, subtitles and different voice-overs can be added.

55. Can graphic overlay be used in a VR scenario?
Yes, hotspot , arrow and icons can be added.

56. How are student errors shown in the scenario?
Red flags, short warnings and re-directions can be used.

57. What should be the ideal size of the venue for VR shooting?
At least 2×2 meters of free space is required.

58. What format should VR videos be saved in?
MP4 5.7K or 4K is preferred.

59. How many people should be in the crew for the shoot?
At least two people: camera person + content specialist.

60. How long does it take to prepare VR content?
It varies between 3–7 days.

61. Can I reuse the script?
Yes, it can be used for years with the necessary adjustments.

62. Can teachers produce VR content themselves?
Yes, it is possible with short trainings.

63. How to make interactive content with SimLab Studio?
hotspot adding, routing, quiz and evaluation tools.

64. Is it easy to update VR content?
Yes, audio, text or scene can be re-edited.

65. What methods can be used to share VR content?
QR code , link, LMS, USB, cloud storage.

D. CURRICULUM & COURSE INTEGRATION (66–80)

66. How to match VR content to curriculum?
It is associated with course outcomes and ECVET/EQF outcomes are specified.

67. How should VR learning outcomes be written?
It is written in a clear action-oriented format, with the format “The student will be able to perform the skill of ...”.

68. Where does VR class fit into your weekly plan?
To practice classes, workshops or project-based learning.

69. Can VR courses be evaluated through exams?
Yes, with quizzes , observation forms and skill checklists.

70. Can VR content be used in pre-internship training?
Yes, it is very effective, especially for learning dangerous jobs.

71. Can we simulate the workplace with VR?
Yes, environments such as factories, hotels, hospitals can be simulated.

72. What materials should the teacher prepare in a VR lesson?
Lesson plan, orientation form, safety warnings and evaluation rubric.

73. Does VR increase the professional skill level of students?
Yes, it is especially effective for order of operations and motor skills.

74. How is VR used in the program development process?
To create new modules and integrate scenarios into the curriculum.

75. How should VR lecture notes be prepared?
Introduction – theoretical knowledge – VR scene – evaluation – summary.

76. Can VR content be compatible with ECVET?
Yes, it is clearly mapped to learning outcomes.

77. Can VR content replace an exam?
For some skills, yes; it is officially accepted in some countries.

78. Can VR content be exchanged between teachers?
Yes, all teachers in the same program can share.

79. Does VR affect the school's accreditation process?
Yes, schools with innovative methods are more successful.

80. Does VR require teacher training?
Yes, basic technical and pedagogical training is required.

E. HEALTH, SAFETY, AND ETHICS (81–90)

81. What to do if VR glasses cause headaches?
Take a short break, reduce the brightness and check the IPD setting.

82. What causes motion sickness ?
Image lag is caused by low FPS and fast camera movement.

83. How to prevent motion sickness ?
High FPS, stable camera and short usage times.

84. Can students with eye problems use VR?
Yes, but for short periods of time and in a controlled manner.

85. What is the maximum duration of VR use?
10–15 minutes of use + 5 minutes break.

86. Could VR content pose a privacy risk?
Yes; personal data should not be recorded and facial recognition should not be enabled.

87. Is there a risk of students falling while using VR?
Yes, a safe area of at least 2x2 meters must be opened.

88. Where should the teacher stand in the classroom during VR?
Close to the student and in a position to control the area.

89. Are ethical warnings necessary for VR content?
Yes, especially for dangerous operations.

90. Are VR devices safe in terms of hygiene after the pandemic?
Yes, regular cleaning with face pad protector and disinfectant should be done.

F. FIELD-BASED APPLICATIONS (91–100)

91. What can be done with VR in the field of Electrical and Electronics?
Circuit assembly, panel introduction, fault detection, occupational safety.

92. How can VR be applied in the field of mechatronics?
Robot arm programming, sensor recognition, production line simulation.

93. Can VR be used in the CNC field?
Yes, machine introduction, tool change, machining sequence can be displayed.

94. Is VR useful in the field of motor vehicles?
Engine removal, brake system and electrical failure simulations can be performed.

95. How is VR used in healthcare?
First aid, patient transportation, injection preparation, dental hygiene practices.

96. How can VR be applied in the tourism field?
Hotel room preparation, reception procedure, restaurant layout.

97. What are the VR contents for the food technology field?
Pasteurization, hygiene control, food packaging processes.

98. Is VR effective in occupational health and safety training?
Yes, falling from heights, fire, and chemical hazard simulations are very effective.

99. Can VR be used in agriculture?
Yes; tractor use, fertilization, greenhouse management.

100. Does the VR environment increase students' professional self-confidence?
Yes, they gain self-confidence as they experience the real environment without risk.




