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ABSTRACT
The new educational content framework Skola2030, which was implemented from 2020 to 2023 
in Latvia, made it possible to improve the teaching of geography at the secondary level in order 
to deepen students’ understanding of the intricate relationships between natural environments 
and human activities. All traditional educational tools, such as textbooks, infographics, movies, 
maps, and simulations focusing on the movement of plate tectonics, are available to students. Still, 
they address only a small portion of the complex internal operations. Textbooks may provide 
simplified diagrams of volcanoes that do not accurately portray their many characteristics, and 
videos showing volcanic disasters could misinterpret the true nature of volcanic eruptions. There 
are also examples when simulations, as well as cartographic resources, just disregard many unique 
features of some types of volcanoes, overlooking the diverse attributes of different volcano types, 
concentrating merely on their geographical occurrences. This well-designed education model 
allows students to carefully explore a vast number of such features as part of a useful learning 
experience. This can help in fostering a deep awareness of internal processes and their real-world 
ramifications.
The study question focuses on the educational and technological principles needed to create 
an interactive learning tool for comparing various types of volcanoes in a virtual reality setting. 
These concepts were identified through a systematic literature review. The established principles 
can be used as recommendations for developing interactive learning aids to compare different 
types of volcanoes or to assess similar educational resources.
Keywords: education technologies, geography education, learning experience, technology enhanced 
learning, virtual reality.

Introduction

The rapid development of educational technologies and the potential to integrate 
virtual reality technologies (VR) into the learning process have marked the necessary 
changes in the methodology of teaching subjects (Hu-Au & Lee, 2017; Kavanagh et al., 
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2017). Historically seen as an emerging technology for over six decades, VR’s potential 
in education has become increasingly tangible in the last ten years (Wohlgenannt et al., 
2020; Allcoat  et  al., 2021), paralleling advancements in technology and pedagogi-
cal approaches (Hu-Au & Lee, 2017). When introducing the new education program 
Skola2030, the geography subject emphasizes the need to visualize the processes taking 
place on Earth (Skola2030, 2019) in order to achieve the goals set in the educational 
standard of both elementary schools (Latvijas Vēstnesis, 2018, 249) and secondary 
schools (Latvijas Vēstnesis, 2019, 197). The achievable results of the educational curricu-
lum Latvijas Vēstnesis, 2019, 197) foresee a practical, experience-based learning process, 
the aim of which is to deepen students’ understanding of complex and abstract natural 
processes. However, it is not feasible to observe all the topics and processes covered in 
the high school geography course in Latvia or to create a learning experience based on 
these processes. Virtual Reality (VR) technologies offer a unique opportunity for students 
to gain the necessary experience by depicting processes and phenomena that, without 
technology, would be logistically challenging, expensive, or impossible due to security 
concerns, such as visiting the historic Robben Island prison in South Africa or witnessing 
the construction of the Statue of Liberty in New York (Google Arts & Culture, n. d.).

In order to judge the possibilities of VR for providing a meaningful learning pro-
cess, it is necessary to define the concept of “virtual reality” and what essential elements 
characterize it. Virtual reality is a computer graphics simulation close to the real world, 
characterized by three main elements: presence, interactivity, and immersion (Walsh & 
Pawlowski, 2002; Rusilo, 2019). These three elements provide an opportunity to “experi-
ence” and “learn” with the help of VR technology, creating learning experiences in a VR 
environment. On the other hand, we can ensure the meaningful use of technology in 
the learning process by implementing a technology-enchanced learning process, which 
involves integrating technology with other learning methods (Dror, 2008; Kirkwood & 
Price, 2014; Dreimane, 2020). This approach creates a learning environment in which 
technology serves as a tool to support the learning process.

In order to find out the best way for implementing VR technology based teaching tool 
in secondary school geography eduacation, two research questions were raised:
1. What are the  key pedagogical principles that should guide the  development of 

VR-based educational tools to ensure they align with the educational standards and 
learning outcomes in geography?

2. What technological and GIS (geographic information systems) principles are essential 
in designing a VR learning tool that accurately represents and simulates the diverse 
characteristics of different types of volcanoes?
The research draws attention to the limitations of the materials available so far (for 

example, textbook images and diagrams and video materials), which are not always able 
to cover the dynamic nature of geological phenomena. The research outlines the princi-
ples that should be followed when creating a VR learning tool for the secondary school 
stage for comparing types of volcanoes, exploring the possibilities of creating a detailed 
and interactive learning experience that is capable of depicting the characteristic features 
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of different types of volcanoes, and ensuring the  meaningful use of technology in 
the learning process.

Methodology

This study utilizes a systematic literature review methodology (Booth et al., 2016) 
designed to investigate the principles needed to develop interactive VR learning tools, 
with a specific emphasis on geography education.
1. Search strategy: The literature search was conducted through several well-estab-

lished academic databases – Google Scholar, Web of Science, Scopus and Primo. These 
platforms were selected due to their comprehensive coverage of peer-reviewed aca-
demic journals and their significance to the field of educational technology research. 
The search started with broad keywords such as “virtual reality in education.” As 
the search progressed, additional keywords were identified and utilized to refine and 
expand the search, i.e., “technology-enhanced learning,” “VR in geography educa-
tion,” “learning cognitive tools,” and “interactive learning environments.” Findings 
and terminologies prevalent in initial search results guided the evolution of search 
terms. Boolean operators (i.e., “and”, “or”) were used to combine and refine search 
terms.

 In order to propose pedagogical principles, literature was searched that covers ped-
agogical theories and strategies mentioned in the technology-enhanced learning 
process, such as constructivist theory (Piaget, 1956) and experiential learning (Kolb, 
1984). The latest trends in the production of digital teaching materials, multimedia, 
VR and cartography design were considered to establish the technological and GIS 
principles.

2. Selection Criteria: The studies included in this review were selected based on their 
focus on VR applications within educational contexts, relevance to enhancing stu-
dents’ understanding, and contributions to pedagogical methods. Most studies 
published between the 2014 and 2024 were considered to ensure the relevance of 
the technology discussed. This review included studies focusing on VR applications 
in education, their relevance to enhancing students’ understanding, and empirical 
evidence supporting their effectiveness. Exclusion criteria included lack of rigorous 
research methodology, and articles that do not specify computer, VR or technology 
learning. The final review included articles based on these criteria.

3. Quality Assessment: Each source was assessed for quality and relevance based 
on the rigor of the research methodology, the clarity of the data presentation, and 
the impact of the findings on the field of educational technology. Quality criteria 
included research methodology, data presentation, and the study’s contribution to 
educational technology and VR-based learning tools. Articles not meeting the quality 
threshold were excluded from the final analysis, ensuring a strong understanding of 
pedagogical and technological principles for VR learning tools.
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The systematic approach ensured comprehensive coverage of relevant academic liter-
ature, providing a robust foundation for understanding pedagogical and technological 
principles that need to be applied in the developing of VR learning tools. The review 
aimed to identify key pedagogical, technological, and geographic information systems 
(GIS) principles for developing effective VR-based learning tools in geography education. 
It focused on student engagement, knowledge construction, and experiential learning. 
Pedagogical and technological requirements were determined, and GIS integration was 
explored to enhance geographical learning.

Pedagogical Principles for Enhancing VR Learning 
Experiences in Geography Education

The integration of virtual reality (VR) in the learning process needs to be carefully 
coordinated with pedagogical principles that promote effective learning and meaningful 
use of technology. This section will outline key pedagogical principles that need to be 
followed when designing VR learning experiences. Despite the study’s focus on geog-
raphy learning, developing any learning tool in a VR environment should adhere to 
pedagogical principles.

According to Piaget (1956) and Kolb (1984), the learning tool must facilitate progress 
towards a specific, achievable result. The design of a VR learning tool should directly or 
indirectly link each element to the student’s expected result while also incorporating 
additional elements that heighten the student’s interest in the subject (Jonassen, 1992; 
Bacca-Acosta et al., 2022). When developing a learning tool in a VR environment, it is 
essential to follow a student-centered approach, which forms the basis of effective learn-
ing process design (Mor & Winters, 2007; Aiello et al., 2012). This means that the VR 
learning tool serves as one of the methods used in the learning process to move towards 
an achievable result.

A VR learning tool should not only focus on simple knowledge acquisition or 
a one-dimensional achievable result but also promote higher-level cognitive thinking, 
problem solving, and synthesis (Jonassen, 1992; Chen & Teh, 2013). Taking into account 
the complex results that can be achieved in learning the subject of geography (Latvijas 
Vēstnesis, 2019, 197), the VR teaching tool for learning natural science subjects should 
be such that it reflects real-world problems and complex natural phenomena, thus allow-
ing students to transfer and apply the newly acquired knowledge in different contexts 
(Lajoie & Derry, 2013; Hu-Au & Lee, 2017).This method is in line with Kolb’s (1984) ideas 
about experiential learning, which say that solving realistic, difficult problems that are 
like real-life situations is the best way to learn (Kolb, 1984; Gentry, 1990; Sharlanova, 
2004; Fromm el al., 2021). A number of scientific sources (Aiello et al., 2012; Chen & Teh, 
2013; Fowler, 2015; Dreimane, 2020) say that constructivism is one of the most important 
ways to think about how VR can be used to help people learn (Piaget, 1956). Depending 
on the field of application, constructivism can take on various definitions, but funda-
mentally, it unifies with the creation or ‘construction’ of new knowledge from existing 
knowledge or experiences (Piaget, 1956; Winterbottom & Blake, 2008; Aiello et al., 2012). 



HUMAN, TECHNOLOGIES AND QUALITY OF EDUCATION, 2024
I. Tenberga. Enhancing Geography Education through Virtual Reality: Exploring Pedagogical and ..

285

By basing the learning process on the constructivist approach (Piaget, 1956), the role of 
the educator changes from “main source of knowledge” to “coordinator of the learning 
process,” (Holt-Reynolds, 2000) rather supporting students’ learning needs. This implies 
that the educator must adapt the teaching tool to assist the student in self-constructing 
new knowledge, drawing from their life experiences or prior knowledge (Piaget, 1956; 
Winterbottom & Blake, 2008), enabling them to consolidate the newly acquired knowl-
edge over time. The VR learning tool should be the next logical step in learning the sub-
ject, so that the student can independently move towards the desired result.

In order for the student to be able to independently construct knowledge, accord-
ing to the framework of constructivist theory (Piaget, 1956), the VR learning tool must 
include additional elements supporting the learning process, or cognitive tools (Jonassen, 
1992; Chen & Teh, 2013). These tools help the learner understand new concepts and 
build understanding through interaction rather than passive perception (Jonassen, 1992; 
Mayes, 1992; Huitt & Hummel, 2003). Students can deepen their understanding of a topic 
by using charts, simulations, and exercises that require data analysis.

In order for an effective learning process to take place, it is essential to provide appro-
priate feedback for the learning process (Winterbottom & Blake, 2008; Chen & Teh, 2013; 
Hu-Au & Lee, 2017). Feedback is crucial for both the student and the educator, as it helps 
them understand what they still need to learn and the extent to which they have achieved 
the intended learning goal (Winterbottom & Blake, 2008; Chen & Teh, 2013; Hu-Au & 
Lee, 2017). One can provide feedback by incorporating it into the learning tool, providing 
immediate feedback on task performance, or utilizing other methods in the learning 
process, such as teacher feedback (Lee & Wong, 2008; Schartel, 2012). Therefore, it is 
crucial to consider the method of providing feedback when developing a teaching tool.

This section outlines the main pedagogical principles for creating interactive learning 
tools in VR environments. When developing a learning tool, it’s crucial to start with 
a single achievable goal that the student can work towards. With the learning tool and 
the teacher’s support, students can also progress towards a more complex, achievable 
goal, fostering a student-centered approach.

Technological Principles for Enhancing VR Learning 
Experiences in Geography Education

Creating a comprehensive and meaningful virtual reality (VR) learning experience 
involves not only the use of pedagogical principles but also technological principles that, 
when integrated into the learning tool, can facilitate or hinder the student’s progress 
toward the desired outcome (Lee & Wong, 2008). This section will define the main tech-
nological principles involved in the development of a VR learning tool. These principles 
are very important when developing VR learning tools because the VR environment not 
only supports learning but is also able to meet the student’s cognitive abilities and needs.

The VR environment offers a variety of ways to display necessary information, foster-
ing an interactive environment that allows the student to select their preferred method 
of information acquisition, including images, cartographic material, and audio format 
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(Dalgarno & Lee, 2010; Chen & Teh, 2013; Fowler, 2015). Understanding the appropriate 
amount of information to display, given the variety of options available, is crucial to 
avoid creating an overabundance of information and interactive elements. The visual 
representation is the main information in the VR environment, so overflowing the visual 
field with excessive elements can overload their cognitive abilities and interfere with pro-
gress towards the achievable result (Mayer, 2008). Effectively placing additional elements 
in the design of VR learning experiences can serve as cognitive tools (Jonassen, 1992; 
Mayer, 2008). A successful VR learning tool provides enough interactive elements to 
engage students without causing cognitive overload. When implementing the technology 
enhanced learning process in school, the teacher should remember that the teaching 
material should be based on the results achieved by the student and the construction of 
knowledge, not on the technological possibilities that a solution can provide (Dror, 2008). 
Resources such as audio explanations, images, and navigation tools should be intuitively 
located and easily accessible (Mayer, 2008). According to Lee & Wong (2008) and Chen & 
Teh (2013), it’s crucial to consistently deploy these resources to enhance the duration of 
information searches and maintain the learning process.

Considering the possibilities offered by the VR environment for displaying informa-
tion, a VR learning experience should present information in a way that facilitates infor-
mation acquisition processes without requiring students to split their attention between 
different methods of information perception. Mayer (2008) mentions that it is best to 
display visual and audio format in technological teaching aids, in which it is possible 
to insert a variety of multimedia information – if it is necessary to obtain information 
from visual aids, then, without dividing attention, it is impossible to read information 
in text format, so audio information perfectly complements the possibilities of obtaining 
information. The technical quality of VR information sources also plays an important 
role (Dalgarno & Lee, 2010; Newman et al., 2022). Clear visuals and high-quality audio 
are required to maintain a sense of presence in the VR learning experience and bring it 
as close as possible to the real-life experience.

For the VR experience to be a constructivist-based learning process, students must be 
able to freely and intuitively use virtual spaces. Navigation is necessary to enable the user 
to use the required VR environment at their own pace, promoting an active learning 
process and knowledge construction process (Van Joolingen, 1999; Winterbottom & 
Blake, 2008; Fowler, 2015). Good navigation promotes spatial sense and facilitates a sense 
of presence, which is important for experiential learning to occur (Dror, 2008; Chen & 
Teh, 2013).

This section outlines key technological principles for creating interactive learn-
ing tools in VR environments. When integrating these technological principles into 
the design of VR learning experiences, it is very important to align with the pedagogical 
principles defined above. It is crucial to fully utilize the pedagogical potential of tech-
nology and other teaching methods. Instead, supplementing existing learning materials 
with appropriate learning methods is needed, enabling students to construct knowledge 
and progress towards achievable outcomes.
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Geographic Information Systems (GIS) principles for Enhancing 
VR Learning Experiences in Geography Education

When creating a teaching aid with cartographic data in the geographic information 
systems (GIS) environment, it’s crucial to consider the specifics of the topic and subject 
of the chosen learning tool and adhere to certain principles. The process of incorporating 
real-world objects or views into a virtual environment demands a detailed and accurate 
representation to reflect the complexities observed in nature. This precision is required 
to avoid oversimplification of visual information and authentically present the diverse 
characteristics and processes (Aiello et al., 2012; Weber et al., 2021; Newman et al., 2022).

Using GIS technologies for the creation of a VR learning tool, it is also necessary 
to display cartographic data that would reflect the processes of the lithospheric plates 
and the processes taking place within their boundaries, which would direct the student 
to the complex achievable result. When representing GIS data, symbols and colors are 
necessary to promote intuitive understanding and cognitive efficiency (Semmo et al., 
2015). Representation is important, as is creating a system of associative symbolism that 
allows students to grasp information without constant reference to the map legend or 
symbolism. The challenges also stem from the fundamentals of good cartography and 
the need to balance the information in the cartographic material without oversaturation 
(MacEachren, 2004). This means that while we represent related data like lithospheric 
plate boundaries and volcano locations in a single cartographic material, we do not 
include geospatial data on the most common plant species, as it lacks a direct connection 
to endogenous processes.

By following the principles of a realistic environment—apparence and proportions 
close to reality—it is possible to increase the sense of presence during the VR learning 
experience (Newman et al., 2022). Displaying objects of true-to-life size within a VR 
environment facilitates an authentic experience, fostering a deeper connection with 
the subject matter (Chan et al., 2022). When considering scale, a user of a VR learning 
experience may struggle to comprehend the actual size of natural objects, even when 
represented at a real 1:1 scale. Adding a geospatial data layer as a cognitive tool could 
address this issue by numerically displaying the relative height of an object or the dis-
tance between objects.

Selecting the appropriate viewpoint for each object is critical to highlighting natural 
objects’ defining features. By manipulating the viewing angle and perspective, the VR 
experience can emulate the learner’s vantage point if they were observing the features in 
reality (Newman et al., 2022). This allows for a more profound exploration of the spatial 
relationship and physical characteristics of the geographical elements.

This section defines the main principles of the GIS environment, outlining the steps 
to follow when developing a learning tool for geography in a VR environment. To get 
the best results, it’s important to connect the rules of the GIS environment with both 
the pedagogical rules that tell you how to teach and the technological rules that show you 
how to use multimedia materials effectively in the VR environment.
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Discussion

The literature analysis highlights three principle groups that influence the learning 
process in the VR environment: five pedagogical principles, four technological princi-
ples, and three GIS environment principles. These principles are crucial to adhere to 
when developing a virtual reality learning tool for comparing volcano types (see Table 1). 
Despite the focus on a specific geography subject, the principles apply to the development 
of VR learning tools in other natural science subjects that require the representation of 
natural objects and cartographic data.

Table 1 Pedagogical, technological and GIS principles to follow when 
developing a VR learning tool for comparing volcano types

Group Principle Explanation

Pe
da

go
gi

ca
l p

ri
nc

ip
le

s 

The principle of 
progress towards 
the achievable result

The VR learning experience guides the student towards achiev-
ing a specific outcome. The main principle when developing 
a VR learning tool is to focus on the achievable result and how 
the developed learning tool facilitates the student’s path to it.

The principle of 
the complex achievable 
result

The VR learning experience intermediately helps the student 
move towards the complex achievable result by including 
elements that contribute to the achievement of higher levels of 
cognitive thinking.

The principle of knowl-
edge construction

VR learning experiences enable the construction of knowledge 
according to constructivist theory (Piaget, 1956).

The principle of cogni-
tive tools

The design of VR learning experiences incorporates cognitive 
tools that support the student’s learning process.

The principle of 
feedback 

To ensure a continuous learning process and knowledge trans-
fer, it is essential to provide the student with feedback on their 
progress towards the achievable result.

Te
ch

no
lo

gi
ca

l p
ri

nc
ip

le
s 

The principle of spatial 
communication

To reduce cognitive load, it is necessary to consistently present 
sources of additional information.

The principle of element 
saturation 

To reduce cognitive load, pay attention to the saturation 
of complementary elements when creating a VR learning 
experience.

The principle of infor-
mation representation

When designing a VR learning experience, it is important 
to choose information sources that do not require students 
to divide their attention in order to acquire meaningful 
information.

The principle of 
navigation

Navigation tools enable the student to freely navigate VR learn-
ing experience to promote a sense of presence and motivation.

G
IS

 p
ri

nc
ip

le
s 

The principle of 
symbolization

When displaying GIS data, follow the theme of associative 
symbols and cartographic materials.

The principle of appro-
priate scale

To promote the feeling of presence and motivation, natural 
objects should be depicted in their true size.

The principle of point of 
view on the object

The selection of appropriate viewpoints, which represent 
the characteristic features of the object, ensures the student’s 
progress towards the achievable result.
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The methods used in the learning process are constantly changing, integrating more 
and more new technologies, and the opportunities to meaningfully implement the use 
of VR technology in the learning process indicate this use. This research has outlined 
a framework of pedagogical and technological principles that underpin the development 
of VR learning tools, in the sense that these principles are inseparable and mutually 
reinforcing.

The educational tool’s development in the VR environment places a primary emphasis 
on adhering to pedagogical principles. These include constructivism, which promotes 
student-centered principles that help students achieve learning goals and actively build 
knowledge. The educator’s role shifts from “provider of information” to “coordinator of 
the learning process,” supporting students’ learning according to these principles.

The technological principles that emerge from VR’s possibilities serve pedagogical 
purposes. The technological element they provide enables the achievement of learning 
goals, emphasizing that the selection of technology should prioritize the student’s needs 
and learning objectives while also taking into account existing technological possibilities. 
The process of developing VR educational resources follows pedagogical principles.

Despite being a smaller component of VR learning design, any educational resource 
that incorporates geospatial or cartographic data can utilize GIS principles. These prin-
ciples must be linked to the pedagogical and technological principles used in the devel-
opment of VR learning experiences.

Figure 1  Application of Pedagogical and Technological Principles to Compare Volcano Types of 
VR Learning Experiences in the Creation Process (Concept made after Tenberga, 2023)
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At the heart of any learning tool’s development is a focus on the student and his learn-
ing needs. The main step in the process is the application of pedagogic principles, which 
allow students to build knowledge, achieve learning goals, and promote interest and 
motivation in learning the subject, ultimately leading to a complex and achievable result 
(see Figure 1). The development of teaching aids primarily revolves around pedagogical 
principles, with technological principles playing a secondary role, chosen based on their 
capacity to support pedagogical goals.

Adhering to the conditions and adhering to all three sets of principles can ensure 
a successful VR learning experience in geography education, facilitating a technology 
enhanced educational process that meaningfully guides students toward learning goals. 
In conclusion, the paper not only provides a theoretical basis for the empirical part of 
the study and the modeling of VR educational tools, but it also serves as a blueprint for 
future efforts to create a multi-technological learning environment. As future directions 
of research, how the principles are practically used in the creation of a VR learning tool 
can be studied not only in the subject of geography but also in other subjects of the nat-
ural sciences.

REFERENCES
Aiello, P., D’Elia, F., Di Tore, S., & Sibilio, M. (2012). A constructivist approach to virtual reality for 

experiential learning. E-learning and Digital Media, 9(3), 317–324
Allcoat, D., Hatchard, T., Azmat, F., Stansfield, K., Watson, D., & von Mühlenen, A. (2021). Education 

in the Digital Age: Learning Experience in Virtual and Mixed Realities. Journal of Educational 
Computing Research, 59(5), 795–816. https://doi.org/10.1177/0735633120985120

Bacca-Acosta, J., Tejada, J., Fabregat, R., Kinshuk, & Guevara, J. (2022). Scaffolding in immersive virtual 
reality environments for learning English: an eye tracking study. Educational Technology Research 
and Development, 70(1), 339–362. https://doi.org/10.1007/s11423-021-10068-7

Booth, A, Sutton, A., Papaioannou, D. (2016). Systematic approaches to a successful literature review. 
SAGE Publications Ltd.

Chan, C. S., Bogdanovic, J., & Kalivarapu, V. (2022). Applying immersive virtual reality for remote 
teaching architectural history. Education and Information Technologies, 1–33.

Chen, C. J., & Teh, C. S. (2013). Enhancing an instructional design model for virtual reality-based 
learning. Australasian Journal of Educational Technology, 29(5). https://doi.org/10.14742/ajet.247

Dalgarno, B., & Lee, M. J. W. (2010). What are the learning affordances of 3-D virtual environments? 
British Journal of Educational Technology, 41(1), 10–32. https://doi.org/10.1111/j.1467-
8535.2009.01038.x

Dreimane, L. F. (2020). Taxonomy of learning in virtual reality. https://dspace.lu.lv/dspace/handle/ 
7/52396

Dror, I. E. (2008). Technology enhanced learning: The good, the bad, and the ugly. Pragmatics & 
Cognition, 16(2), 215–223

Fowler, C. (2015). Virtual reality and learning: Where is the pedagogy? British Journal of Educational 
Technology, 46(2), 412–422

Fromm, J., Radianti, J., Wehking, C., Stieglitz, S., Majchrzak, T. A., & vom Brocke, J. (2021). More than 
experience?-On the unique opportunities of virtual reality to afford a holistic experiential learning 
cycle. The Internet and higher education, 50, 100804.

Gentry, J. W. (1990). What is experiential learning? Guide to business gaming and experiential learning, 
9, 20.

https://journals.sagepub.com/doi/10.1177/0735633120985120
https://doi.org/10.1007/s11423-021-10068-7
https://doi.org/10.14742/ajet.247
https://doi.org/10.1111/j.1467-8535.2009.01038.x
https://doi.org/10.1111/j.1467-8535.2009.01038.x
https://dspace.lu.lv/dspace/handle/7/52396
https://dspace.lu.lv/dspace/handle/7/52396


HUMAN, TECHNOLOGIES AND QUALITY OF EDUCATION, 2024
I. Tenberga. Enhancing Geography Education through Virtual Reality: Exploring Pedagogical and ..

291

Google Arts and Culture (n. d.). Virtual reality tours. Available https://artsandculture.google.com/
story/mwJiZHf_Y7FfLg

Holt-Reynolds, D. (2000). What does the teacher do?: Constructivist pedagogies and prospective 
teachers’ beliefs about the role of a teacher. Teaching and teacher education, 16(1), 21–32.

Hu-Au, E., & Lee, J. J. (2017). Virtual reality in education: a  tool for learning in the  experience 
age. International Journal of Innovation in Education, 4(4), 215–226. https://doi.org/10.1504/
IJIIE.2017.091481

Huitt, W., & Hummel, J. (2003). Piaget’s theory of cognitive development. Educational psychology 
interactive, 3(2), 1–5

Van Joolingen, W. (1999). Cognitive tools for discovery learning. International Journal of Artificial 
Intelligence in Education, 10(3), 385–397.

Jonassen, D. H. (1992). What are cognitive tools? In Cognitive tools for learning (pp. 1–6). Springer 
Berlin Heidelberg.

Kavanagh, S., Luxton-Reilly, A., Wuensche, B., & Plimmer, B. (2017). A systematic review of Virtual 
Reality in education. Themes in Science and Technology Education, 10(2), 85–119. https://www.
learntechlib.org/p/182115/

Kirkwood, A., & Price, L. (2014). Technology-enhanced learning and teaching in higher education: what 
is ‘enhanced’ and how do we know? A critical literature review. Learning, Media and Technology, 
39(1), 6–36.

Kolb, D. A. (1984). Experience as the source of learning and development. Upper Sadle River: Prentice 
Hall.

Lajoie, S. P., & Derry, S. J. (2013). Computer environments as cognitive tools for enhancing learning. 
In Computers as cognitive tools (pp. 269–296). Routledge.

Lee, E. A. L., & Wong, K. W. (2008). A review of using virtual reality for learning (pp. 231–241). Springer 
Berlin Heidelberg.

MacEachren, A. M. (2004). How maps work: representation, visualization, and design. Guilford Press.
Mayer, R. E. (2008). Applying the science of learning: evidence-based principles for the design of 

multimedia instruction. American Psychologist, 63(8), 760.
Mayes, J. T. (1992). Cognitive tools: A suitable case for learning. In Cognitive tools for learning (pp. 7–18). 

Springer Berlin Heidelberg.
Mor, Y.,  & Winters, N. (2007). Design approaches in technology-enhanced learning. Interactive 

Learning Environments, 15(1), 61–75.
Newman, M., Gatersleben, B., Wyles, K. J., & Ratcliffe, E. (2022). The use of virtual reality in environment 

experiences and the importance of realism. Journal of environmental psychology, 79, 101733.
Noteikumi par valsts vispārējās vidējās izglītības standartu un vispārējās vidējās izglītības programmu 

paraugiem. [Regulations on national general secondary education standards and general secondary 
education program samples]. 03.09.2019. Latvijas Vēstnesis, 197, 27.09.2019. https://likumi.lv/ta/
id/309597

Noteikumi par valsts pamatizglītības standartu un pamatizglītības programmu paraugiem.
Regulations on national primary education standards and sample primary education programs] 

27.11.2018. Latvijas Vēstnesis, 249, 19.12.2018. https://likumi.lv/ta/id/303768
Piaget, J. (1956). The child’s conception of space. London: Routledge & Kegan Paul.
Rusilo, Ļ. (2019). Virtuālās realitātes iespējas (360 un 180 video un foto) kultūras mantojuma izzināšanā 

vidusskolā [Opportunities of virtual reality (360 and 180 video and photo) in learning about 
cultural heritage in high school]. https://dspace.lu.lv/dspace/handle/7/48095

Sharlanova, V. (2004). Experiential learning. Trakia Journal of Sciences, 2(4), 36–39.
Schartel, S. A. (2012). Giving feedback–An integral part of education. Best practice & research Clinical 

anaesthesiology, 26(1), 77–87.

https://artsandculture.google.com/story/mwJiZHf_Y7FfLg
https://artsandculture.google.com/story/mwJiZHf_Y7FfLg
https://www.inderscienceonline.com/doi/abs/10.1504/IJIIE.2017.091481
https://www.inderscienceonline.com/doi/abs/10.1504/IJIIE.2017.091481
https://www.learntechlib.org/p/182115/
https://www.learntechlib.org/p/182115/
https://likumi.lv/ta/id/309597
https://likumi.lv/ta/id/309597
https://likumi.lv/ta/id/303768
https://dspace.lu.lv/dspace/handle/7/48095


HUMAN, TECHNOLOGIES AND QUALITY OF EDUCATION, 2024
I. Tenberga. Enhancing Geography Education through Virtual Reality: Exploring Pedagogical and ..

292

Semmo, A., Trapp, M., Jobst, M., & Döllner, J. (2015). Cartography-oriented design of 3D geospatial 
information visualization–overview and techniques. The Cartographic Journal, 52(2), 95–106.

Skola2030 (2019). Mācību satura pilnveides principi [Principles of curriculum development]. Browsed 
06.02.2023. Available https://www.skola2030.lv/lv/macibu-saturs/macibu-satura-pilnveide/
pilnveides-principi

Tenberga, I. (2023). Interaktīva virtuālās realitātes mācību līdzekļa vulkānu veidu salīdzināšanai 
izstrāde [Development of an interactive virtual reality learning tool for comparing types of volcanoes].  
https://dspace.lu.lv/dspace/handle/7/63124

Walsh, K. R., & Pawlowski, S. D. (2002). Virtual Reality: A Technology in Need of IS Research. 
Communications of the Association for Information Systems, 8. https://doi.org/10.17705/1CAIS.00820

Weber, S., Weibel, D., & Mast, F. W. (2021). How to get there when you are there already? Defining 
presence in virtual reality and the importance of perceived realism. Frontiers in psychology, 12, 
628298.

Winterbottom, C., & Blake, E. (2008). Constructivism, virtual reality and tools to support design. 
Proceedings of the 7th ACM Conference on Designing Interactive Systems, 230–239.

Wohlgenannt, I., Simons, A., & Stieglitz, S. (2020). Virtual Reality. Business & Information Systems 
Engineering, 62(5), 455–461. https://doi.org/10.1007/s12599-020-00658-9

https://www.skola2030.lv/lv/macibu-saturs/macibu-satura-pilnveide/pilnveides-principi
https://www.skola2030.lv/lv/macibu-saturs/macibu-satura-pilnveide/pilnveides-principi
https://dspace.lu.lv/dspace/handle/7/63124
https://doi.org/10.17705/1CAIS.00820
https://doi.org/10.1007/s12599-020-00658-9



