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Exploring the Impact of Different Learning Styles on Elementary Science Education Using
Virtual Reality Materials
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Abstract: This study aims to explore the application of Immersive Virtual Reality (IVR) technology in teaching the
magnetism unit of elementary school science, focusing on the impact of different learning styles (VARK) on learning
outcomes and classroom participation. Traditional teaching methods have limitations in demonstrating the dynamic
changes and three-dimensional structure of magnetic fields, often causing students to find the magnetism unit abstract.
Therefore, this study introduces virtual reality materials, hoping to provide a more intuitive learning experience through
its high immersion and interactivity, meeting diverse learning needs, and enhancing students' learning outcomes and
classroom participation.
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