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A review of user experience research on VR and AR educational games
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[Abstract] The purpose of this study is to review the application and user experience of games such as VR and
AR in education and teaching over the past decade. The research results indicate that in the past decade,
educational games such as VR and AR have gradually been applied in education and teaching of different
disciplines, and are more commonly used in science and engineering. The commonly used research methods are
questionnaire and interview methods. Most users have a positive evaluation of educational games such as VR
and AR. Although VR and AR educational games have significant advantages in teaching, the shortcomings of

these devices and game designs also deserve our attention.
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