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Abstract

The aim of this work is to present the virtual reality — the technology itself and how it can be
applied in the secondary education to the public. It also proposes a few available Headsets for the
schools.

The work consists mainly of video presentation of the mentioned themes created for the
Technologies Contest Pilsen 2021. The video will stay on the internet and will be available for anyone
interested in VR in Education or VR in general.

There are many arguments for the usage if VR in secondary Education. The teacher has complete
control over the environment so there are less distractions and students can focus more easily on the
task at hand. Working in VR is highly creative and employs cognitive and psychomotor abilities and is
the highest level of gamification of education, based on the ideas of John Amos Comenius. Lastly it’s
also very intuitive with low learning curve and helps develop the digital literacy of the students.

To conclude, the VR is not as prevalent at schools as for example 3D printing, but it has a
potential to follow the success of 3D printing and get implemented to more and more Schools thanks
to the financial support of EU and Czech Republic aimed to upgrade the specialised classrooms to help
students find a place in the labour market.
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Abstrakt

Prace Virtudlni realita a jeji vyuziti na zakladni Skole si klade za cil seznamit Sirsi vefejnost s
technologii virtualni reality a moznostmi jejiho vyuZiti ve vyuce na druhém stupni zakladni skoly. Dale
pak prezentuje Skolam nékolik variant VR headset(.

Hlavni ndplni prace je videoprezentace vyse zminénych témat v rdmci Olympiady techniky Plzen
2021, v planu je ponechani prezentace v online prostoru a jejiho dalSiho vyuziti.

DavodU pro zapojeni VR (virtualni reality) do vyuky je hned nékolik. Prvné jde o prostredi, které
ma vyucujici plné pod kontrolou. Nejsou v ném pfitomny rusivé podnéty a Zaci se tak mohou plné
sousttedit na probihajici vyuku. Vyuka ve VR je kreativni proces zapojujici kognitivni i psychomotorické
schopnosti zakl a dale vyuziva maximalniho potencialu gamifikace vyuky, myslenky vychazejici z praci
Jana Amose Komenského. V neposledni fadé je potfeba zminit intuitivnost a rozvoj digitdlnich
kompetenci zak(, na coz je v dnesni dobé kladen stale vétsi ddraz.

Celkové jde zatim o ve Skolach nepfili§ vyuZzivanou technologii, ktera ma ale potencidl ji ve
stopach 3D tisku a do edukacniho procesu ji bude zapojovat ¢im dal vice skol i diky finan¢nim vyzvam
EU a mistnim a krajskym akénim planim zaméfenych na pofizeni vybaveni odbornych ucéeben za
ucelem zvyseni kvality vzdélavani ve vazbé na budouci uplatnéni na trhu prace v klicovych
kompetencich.
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