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In our continuous pursuit of educational excellence, we are thrilled to propose the seamless integration of Virtual Reality (VR) technology into one of our esteemed university modules. This pioneering initiative represents development from conventional teaching methodologies to harness the transformative potential of emerging technologies to revolutionize the learning experience. Our objective is to explore the realms of possibility that VR technology unveils, thereby enhancing the educational journey for our students. By applying this cutting-edge innovation, we aspire to create highly interactive learning environments that transcend the boundaries of traditional classrooms. These virtual worlds will cater to the diverse array of learning styles that our students possess, ensuring that each individual unique needs and preferences are met with precision. Through the power of VR, we aim to foster an atmosphere of active engagement, where students are not the passive recipients of knowledge but active participants during learning. By immersing themselves in these captivating virtual landscapes, our students will have the opportunity to engage with complex concepts and learn the subject matter in a manner that is both intellectually stimulating and engaging. The nature of VR technology will enable them to grasp abstract ideas with clarity, as they navigate through visually and highly interactive environments. Moreover, this innovative approach to learning will cultivate a spirit of curiosity and exploration, encouraging our students to embrace intellectual challenges with enthusiasm and confidence. Also, they will develop a heightened sense of ownership over their educational journey, fostering passion for lifelong learning. In summary, our proposal to integrate VR technology into our university module represents a bold step towards the future of education – a future where the boundaries of knowledge are pushed ever further, and where the pursuit of intellectual growth is elevated to new and exhilarating heights.
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Working in a team of 5 people on the project “VR and Higher Education” became useful and interesting due to the different views and experiences of team members. Everyone on our team worked well with each other. Each person took responsibility for their tasks and did them, paying close attention to every detail. They all made important contributions to the success of the project. As a team, we decided to create WhatsApp, it let us share information, solve problems, and answer questions quickly. We created a good atmosphere where people felt free to share their ideas and accept helpful feedback. We could have encountered various difficulties, but after forming the group, we immediately decided to prevent them before they even appeared, such as poor communication and unclear roles and responsibilities. This was clear in how well we worked together, respected each other's different points of view, and used all our skills.
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Every single individual on our team made excellent work. However, over the course of a couple of months of working together, there were some small issues. To effectively rate and evaluate my team members I highlighted the following keys aspects:

· Team Role and Responsibilities (Completing assigned tasks and effectively collaborating with other team members)
· Skills (Problem-solving, adaptability and flexibility to project needs)
· Leadership and Teamwork (Providing clear direction and guidance)
· Commitment and Effort (Attendance and deadlines)
· Communication
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Team Role and Responsibilities & Skills
In these aspects proves challenging, every team member effectively executed their assigned responsibilities, keeping open channels of communication and providing support to each other.

Leadership and Teamwork
The overall teamwork was excellent, but I would like to highlight Ashleigh Simons, he is demonstrating great leadership qualities by taking initiative in certain moments.


Commitment and Effort
During rating I decide to check attendance. Happened that Alexander and Abdullah both missed one lecture due to illness. However, this did not have any negative impact on our team, as they maintained communication and showed interest in the progress. Therefore, I would not consider these instances in the evaluation.

Communication
While being meticulous, I could note that Alexander’s level of participation in the discussions was slightly lower. However, it is important to clarify that this does not imply a complete lack of communication on his part.

In conclusion, I would like to express that the entire team performed wonderfully, demonstrating exceptional coordination. In my opinion, the final assessment fails to accurately describe the individual contributions of each participant. This is due to the utilisation of a 1 to 5 scale in Excel, along with the (=average) command, which can lead to misleading impressions. For instance, instances of absence due to illness or occasional lack of engagement in discussions may not carry significant weight and may not have resulted in any consequences. However, it is certainly important to highlight Ashli's outstanding leadership skills, which were particularly prominent among the group.
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Within our team, each member assumed identical roles because of a well-defined allocation of tasks. I am confident that I have made a valuable contribution to our work. Initially, we had a multitude of research ideas, but ultimately, we decided on one. However, after my intervention and persuasive arguments, a collective decision was made to change the idea due to its lack of suitability for our situation. Therefore, playing a significant role in determining the research topic.

During this module/research, I gained practical experience for professional field, simulating real-life scenarios, becoming familiar with the dynamics, deadlines and problem-solving techniques that employees face in the workforce. Also developed communication and collaboration, often working in a team requires effective communication, task delegation and adapting to different communication styles for personal growth, these skills are highly valued by employers.
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Strengths of Integrating VR Technology
· Virtual reality can help people visualise and understand difficult ideas or processes that are hard to understand with traditional teaching methods. Through interactive simulations, students can look at virtual versions of molecular structures, historical events, or complicated machines, which helps them understand them better.
· VR technology allows students to experience and practice in simulated environments that may be too dangerous, expensive, or inaccessible in the real world. This can be particularly beneficial for fields such as medical training, engineering simulations, or scientific experiments.
· Students may be more interested and motivated to learn with VR technology because it is new and lets them interact with it. By making an environment that is both immersive and interesting, VR can get people interested in learning and involved in the process.

Limitations and Potential Risks
· Implementing VR technology in education can be costly because it needs special hardware, software and infrastructure. This could be a financial problem for places with limited budgets.
· Ensuring seamless integration and compatibility of VR technology with existing systems. Technical issues or errors during sessions can be disrupt the learning experience.
· Long use of VR technology may cause physical discomfort, such as eye strain or disorientation for some users.
· VR environments may become overly distracting or overwhelming, hindering the learning process.


Potential Improvements
· Investing in professional development and training programs for teachers to help them plan, implement and lead VR learning experiences well can help make sure that technology integrated well.
· Regularly checking how well VR technology is working in education, getting feedback from students and teachers and making any changes or improvements that are needed can help improve the learning experience and deal with new challenges.
· Calculate and compare prices for all possible expenses.
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In summary, the study investigated the usability of VR in teaching spaces. We have analysed the advantages and limitations of this system. Furthermore, we established the potential uses in the education sector. Overall, all participants showed hight enthusiasm and determination for the project, excellent time management and good communication. By participating in this project, I have further developed team working, time management and research skills. This experience will be highly beneficial for my future career as a cyber security analyst.
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