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Abstract:

The use of technology in architecture education has become essential in the current digital age. VR
is a technology that has the potential to completely transform not only how we communicate and have
fun, but also how we learn about space, design, and architecture. The immersive, participatory nature
of virtual reality offers architectural students a special chance to transform the imaginational thinking
into visual images. This study tries to find the problem in applying the VR in the classes of
Architecture and its slow interaction to be a main element of the Architectural classes. For the purpose
of examining this problem Research have been taken in Cyprus’s use of virtual reality (VR) in
architectural education. The study investigates the impact of VR on student performance and
comprehension before its practical application using a quantitative research method, along with a
targeted survey among architectural students at Cyprus International University. According to
preliminary findings, of the 28 respondents, 74% were familiar with virtual reality, and 50% thought
it had applications in architectural design. Only 23% of respondents had actual experience with VR
outside of architectural contexts, though. This study examines the pedagogical intricacies of VR,
going beyond simple technology integration to highlight the educators' duties in maximizing its
potential and the students' expectations regarding its influence on their educational journey. This
article explicitly considers the future of VR in architecture education, identifying crucial stages in the
design process where VR can have the biggest influence. VR has numerous uses in many other
sectors. The study gives insights into the potential roles and benefits of VR in shaping the future
trajectory of architectural education in Cyprus after a thorough data analysis and contextual
assessment.

Keywords: Architecture Education, Architectural Design, Virtual Reality, Northern Cyprus.
sudlall

L e 3 le ual YD &8N M) Bl gemall 8155 i ) el (g jlerall addaill i L o S aladiin) ol

pranaill 5 eliail) agil Uiy goad 48 Janass Wl LSl 5 gl 5 cailaall apay 8 T Gl JlS a3 Cilaa) e 5 )il (gl
Jsad A ye ) sea A Ll Sall o st 5y 58 daa Ay jlamal) digh) COUa i Al o8 Ayl 3 jlenall dusigll
el () (e L o 53S0 038 ey (53 La ey lamall dsnigll J g & oaal 538V a8l 1) aada JSLie (LIS Gl all 528
and 8 (o y dxala U8 (e (VR) alatind dul 50 3 A8 038 Gl ) (i iy 3 jlanall dusigll J sacd 8 Lussd ) | juaic
Ul Cangina prase ae cdlandl Clipdatll aladinly Ul elol o ol S8V a8l Sl BT 8 dul jall G 4 lanal) duigl)
Siny g (L o1 L &) 50 e 9474 DS S JLie 28 (o (e Al V) liill (a8 5 5 A0 sal) 58 Aralan B Ay lanall Auigll
T (ol 8Y) a8 gl ae dalad 3 53 agaal S Uil (e Jaih 9423 (b el a5 lanall praail) & il Ll 0 950

DOI: http://dx.doi.org/10.25098/7.2.39 407

@O0

Distributed under the terms and conditions of the License 4.0 (CC BY-NC-ND 4.0)


http://dx.doi.org/10.25098/7.2.39

The Scientific Journal of Cihan University — Sulaimaniya PP: 407-422
Volume (7), Issue (2), December 2023
ISSN 2520-7377 (Online), ISSN 2520-5102 (Print)

Jaanisaly ) A Gpaleall Ciilds g e ¢ guzall Jaglol ¢ oazal 381 o815l 4 g3 530 Jraliil) & Canll 038 Cansi (5 jlaxall (3Lasd)
il Alae & dandall Jal ) 22835 oo slerall paladll 3 al 8Y) 2l gl Jiiase & sum g 3G 028 sl (DUal)
D51 AY) clelaill e aed) 8 clidail) (e aaedl al 81 @810 ) STl Y1 @810 5SS
3y B b s lenal) adaill L) L) JSE5 8 aal Y1 @8 5l Aldinal) 23 gill o ) all e Gac 5k Al )

) a5 Ll el Jlas

oa Jlads ¢l Y1 @8l 5l ¢cs jlanall apansill (s jlanal el sdzalidall cilalsl)

1458

c

4S5 ISAT VR sy (oS 4o 553 1ot Tlhimn aod s 4 13y Shas S VA5 (503 o5y 41 L5 S5 i JlSay
5 Sl glain S Siisa S (i3 5 Olay s A (SIS Al LS4 s gl st ) K (5Ll 55 48
30 YA (IS A 4y laed oyl Sid g0 Aglan JUISAT pad (S5 pas s Sl VAT 5 (o0 5 (il Al (28
1 Sl )V iS4l 4l VR (i Sdindutia (4GS Cilasal s dgo gy 5353 pdd ) i (g4 o s (go stin S pm iy R
AL o S b B I3 Sl YA (ISAT 3yl (S s (Siad 55 i adn JMISAS 23 4SS5 ) (o L e s
A o i 351 Ao gy 53 g5 (5 b VA (5l iy Al o518 (e (5351 ¥l (VR) (i iS4y 4l o st 55
Ol Al g lanilels (S )y Ja8al  SiS) yy Aliia jlSay 4 GlSes ol JSatia (slad ] VR (ASap 45 S
OL%Y £ aSo g5 ladian YA (538 Al (lSaulio i o 4l 530 (irta . onn s I sed s (6315 Al (5 YAl SIS A
%23 LS sada e A Tyl VAT (Ll je 4l (Slia JlS40 4S50l 9l (%0 (s Ak SMISAT aad Ll
A JSoa 55 Al A Ay 553 pdi (5 VAT (50 sim )9 (55002 4l o5 sa VR JASAL (flaiaiianl ) (5 9 345 Ol 5 32l
s ol O JSasa (Ul g8 (3 Sl 5 4l () lSea o 5 g HSAS a5 s died (S35 5 co AT 00 VR (S5 Ry
4 lSed (5L Ol e (s 3y (SSARE R 48l e Ron sla sl 1y Sl )Vl (503 30 5 43 4 VR (s a5ilala s, 4
4So iy 5is8 Apa i )lSay (paian Dy S5 aS Al S50 A VR e ¢ a8 S () 28 il ey VR
o 58 Al (5 3l VAT (503 30 5 g (55 551D (5 50 iy (b )12 A VR (S RS 03 5 3ms 5 J 5y 40 il g 8 Sl 5 i
a8 3 aiBandn 5 Ul 625 S Sed )

03550 (o 8 65 Sl (o2l 5 5 Dl VAT (il 33 (5 Slu ) VAT (503 o 5 Ay 1A g ALS
1. Introduction

Like many sciences, the field of architectural education is always changing in response to societal
demands, technology developments, and pedagogical breakthroughs (Psotka, 2013). The introduction
of technology into the educational process has been one of the most significant changes in recent
decades. The line separating the real and virtual worlds is blending more and more as the digital age
goes on, presenting both opportunities and difficulties for both educators and students (Bower, Lee,
& Dalgarno, 2017).

Cyprus, which is renowned for its extensive architectural legacy, follows this pattern. Its
architectural institutions have long understood the importance of keeping up with developments
around the world, ensuring that their curricula are current and progressive (Seduikyte, Grazuleviciute-
Vileniske, Kvasova, & Strasinskaite, 2018). The incorporation of these tools into the curriculum,
however, necessitates a delicate balancing act between originality, viability, and pedagogical efficacy
due to the rapid speed of technological change.

VR is a technology that has the potential to completely transform not only how we communicate
and have fun, but also how we learn about space, design, and architecture. The immersive,
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participatory nature of virtual reality offers architectural students a special chance (Maghool, Moeini,
& Arefazar, 2018). They can experience their designs firsthand in virtual spaces (Obla & Ukabi,
2021), gain a real-time understanding of spatial relationships, and make iterative modifications as a
result.

The research problem which emerged from this paper is to investigate the obstacles and the
limitations of inserting this technology into university classes despite the technological improvements
in the Architectural field. Any new technology adoption, especially one as revolutionary as VR, is
not without its difficulties. The questions are numerous for educators in Cyprus and around the world:
What are the best ways to effectively incorporate VR into current curricula? What effects might such
an integration have on education? What do our students stand to gain or lose from this transformation,
and how prepared are our institutions for this seismic shift? This study delves into the condition of
VR's integration into Cyprus's architecture education system today to provide answers to these crucial
concerns. We want to plan a road for the future—a future where technology and education intersect
to redefine architectural learning—Dby recognizing its potential benefits, limitations, and aspirations
for both educators and students.

2. Literature Review
2.1 Evolution of Virtual Reality (VR)

Despite looking modern, the concept of virtual reality has historical roots. Morton Heilig unveiled
the Sensorama in the early 1960s, a gadget that could mimic multi-sensory experiences like riding a
bike through a metropolis (Ryan, 2015). Even though it lacked the interaction of today's VR, this
early version of VR was a revolutionary approach to immersive experience.

Ivan Sutherland's 1968 release of the first head-mounted display, the "Sword of Damocles,"” was a
crucial turning point in the evolution of VR towards a more interactive form. While simple by today's
standards, it was ground-breaking at the time and demonstrated the promise of a computerized 3D
environment (Foxman, 2018). By the 1980s and 1990s, VR had attracted a lot of interest. VR was
first described by Jaron Lanier, who established VPL Research in 1985 and created the Data Glove
and EyePhone HMD, two key pieces of VR technology. Consumer-oriented VR products like
Nintendo's Virtual Boy were also developed in the 1990s (Sherman & Craig, 2018). These initiatives,
albeit not hugely successful, showed how people are becoming more interested in virtual reality.
Significant technological progress was made in the 2000s, including developments in computing,
graphics, and sensing technologies (Roy, Stark, Tracht, Takata, & Mori, 2016). It was innovations
like Google's Street View that paved the path for the current VR environment by offering panoramic
if not fully immersive, experiences (Shih & Leonard, 2014).

The 2010s were a truly transformational decade for VR. The current era of VR was ushered in with
the Oculus Rift Kickstarter campaign in 2012, which was followed by major industry investments
(Hillmann, 2021). VR applications have spread beyond gaming, affecting industries like education
and healthcare, thanks to the development of systems like Sony's PlayStation VR and HTC Vive. The
trajectory of VR now indicates increasingly nuanced experiences as we negotiate the complexities of
the 21st century (Miah, 2017). The distinction between the virtual and the real is becoming
increasingly hazy because of advancements in Al, augmented reality, and more reasonably priced
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gear. This development points to a future in which VR will become more effortlessly integrated into
daily life, revolutionizing several industries, including architectural education (Greene &
Groenendyk, 2017).

2.2 VR in Global Architectural Education

VR integration into architectural education has been a game-changing endeavor, providing new
paradigms for design and visualization. Institutions all over the world have acknowledged the
enormous implications of virtual reality because it provides an experienced approach to building that
goes beyond conventional 2D representations (Burdick, Drucker, Lunenfeld, Presner, & Schnapp,
2016).

VR in architectural education has long been regarded as a powerful technique for building
immersive environments (Wang, Wu, Wang, Chi, & Wang, 2018). In order to evaluate the spatial
features, lighting effects, and even the tactile experience of materials, students may virtually "walk"
through the spaces they built. Beyond static drawings and scale models, the students' ability to make
design decisions has been greatly aided by this all-encompassing sensory immersion (Tang, 2018).

Previous studies have been conducted on VR and its application in construction courses at the
Architectural Department of a university in Jordan. In the study of the university researcher, he
applied a software designed to use VR for the purpose of creating and visualizing 3D Models for a
building’s construction phases with clear illustration of the critical phases. The aim of the research
was to transmit the studying approach and create an enjoyable lecture environment by changing the
teacher-centered approach to a student-centered approach (Bryson, C & Hand, L, 2007).

The collaboration opportunities provided by VR have also expanded the boundaries of
international architecture pedagogy. As students from many regions may collaborate to design,
criticize, and improve work in shared virtual spaces, geographic borders have lessened (Pak &
Verbeke, 2015). This international cooperation not only encourages design innovation but also creates
a greater comprehension of many cultures and their subtle differences in architectural style. The
interactivity of VR has also transformed feedback systems. Tutors can lead students through virtual
designs while highlighting potential improvement areas and offering on-the-fly changes. The learning
curve is sped up by this dynamic feedback method, which also encourages iterative design thinking.

It is important to realize the difficulties, though. While VR provides unmatched spatial insights,
there is a risk of over-relying on the technology and neglecting basic design principles. In many
universities, the topic of balancing technology and conventional design techniques is still quite
important. However, as VR technology improves in usability and accessibility, its incorporation into
architectural curricula around the world seems inevitable. Institutions are putting more money into
VR training, software, and labs, which points to a positive future for the integration of VR and
architectural education. This widespread adoption highlights VR's ability to shape the architects of
the future, giving them cutting-edge tools and a deep grasp of spatial design.
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2.3 Benefits and Challenges of VR in Architectural Education

By providing immersive, lifelike experiences, VR has significantly changed architectural
education (Rauf, Shareef, & Othman, 2021). The benefits of utilizing VR are numerous. In the
beginning, it gives students a physical feeling of scale and space that 2D drawings or even 3D models
can't adequately convey (GOmez-Tone, Martin-Gutierrez, Bustamante-Escapa, & Bustamante-
Escapa, 2021). Students can better comprehend how their creations will function and feel in the real
world by immersing themselves in a virtual setting (Trabelsi-Zoghlami & Touzani, 2019). Beyond
visualization, VR has also demonstrated its value for teamwork. Regardless of distance restrictions,
students can collaborate, share ideas, and alter designs in real-time in a virtual environment. The
design process is enriched by this real-time collaboration, which encourages creativity, quick
revisions, and cross-cultural interactions.

The prompt feedback method is another outstanding advantage. Tutors can lead students through
their digital creations, offering timely feedback and making suggestions for changes. This dynamic
method highlights the value of iterative design while quickening the learning process (Schulman,
Moritz, Levine, Jordan, & Abbeel, 2015). Additionally, VR can imitate different environmental
conditions, enabling pupils to comprehend how light, shadow, and materials interact. They can go
through many seasons, times of the day, and even particular weather conditions, giving them insights
into how their architectural choices affect the general atmosphere of a space.

The incorporation of VR in architecture education is not without difficulties, though. The
overreliance on technology, which may keep students from learning the fundamentals of design, is a
serious worry (Richards & Dignum, 2019). While VR enhances the sensory experience, there's a
chance that students will place more importance on aesthetics than important factors like practicality
and sustainability. Another issue is the cost. Because it can be costly to set up VR labs with top-tier
hardware and software licenses, it is a less practical tool for colleges with low funding (Ratcliffe,
Gatersleben, Sowden, & Korpela, 2022). Additionally, although VR provides an immersive
experience, prolonged use can cause physical discomfort, with users reporting symptoms including
drowsiness, nausea, and eye strain, which are known as VR sickness. Finally, any new technology
comes with a learning curve. The complexity of VR technologies must be understood by both students
and educators; this might take time and may take attention away from fundamental architectural
topics. In conclusion, while VR has the potential to revolutionize architectural education, careful and
nuanced integration is essential (Jerald, 2015). The trick is to use VR's capabilities without sacrificing
the fundamental principles of architectural design.

2.4 VR in Architectural Education in Northern Cyprus

The architectural education system in Cyprus, an island renowned for its historical and
architectural heritage, is increasingly utilizing cutting-edge technologies like virtual reality. This
change shows Cyprus's efforts to establish itself at the forefront of cutting-edge architectural
pedagogy and goes beyond simple technological adoption.

Because Cyprus' architectural landscape and history are so closely related, virtual reality has given
students an unmatched instrument to explore the past (lyendo & Halil, 2015). Students have had the
opportunity to virtually explore historic Cypriot buildings through immersive experiences, learning
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about their design, cultural value, and construction methods. Students now have a thorough
understanding of how architectural architecture in the area has evolved because of this fusion of the
antiquated and modern. Academic institutions in Cyprus have taken the initiative to incorporate VR
into their curricula. Leading institutions have established specialized VR labs with cutting-edge tools
so that students may work on complex design projects (Mula et al., 2017). These labs have developed
into centers for creativity where students not only see their concepts but also participate in

However, the process of incorporating VR into Cyprus' architecture education has yielded many
insights. An obstacle was the initial reluctance from educators, which was mostly caused by a lack of
knowledge of the technology. In order for instructors to properly lead students in this new digital
environment, workshops and training sessions become crucial in closing this knowledge gap. The
emphasis on sustainability in the Cypriot setting has been another distinctive feature. Students are
now able to comprehend and create structures that are in harmony with Cyprus's distinctive
Mediterranean climate thanks to the use of VR to mimic various environmental circumstances. These
digital simulations give students the information they need to choose building materials, layouts, and
architectural features that support sustainable practices.

Students in Cyprus have generally had favorable things to say. Many claim that VR has
democratized the design process by giving everyone access to tools that were previously exclusively
available to big architectural firms. The learning process has been greatly improved by the ability to
rapidly visualize changes, experiment with designs, and get real-time feedback. Nevertheless,
difficulties continue. It takes ongoing work to strike a balance between this new digital tool and
conventional architectural precepts. While virtual reality has many advantages, it is essential to make
sure that it enhances rather than eliminates fundamental architectural lessons.

In essence, the use of VR in architecture education in Cyprus is a symbol of the nation's goals more
generally. Cyprus is creating a distinctive architectural pedagogy that honors its past while ardently
looking to the future by fusing traditional lessons with contemporary technology.

3. Methodology

To find the main reason behind the research problem, it is necessary to collect direct feedback
inside Cyprus University’s classes from the students themselves because they are the main users of
the university’s daily lectures. Through the process of questioning the students directly and the data
collection process, afterwards analyzing these answers, valuable insights will be obtained which will
create imaginations of the existing research problem and therefore to generate specific solutions for
the universities to enhance the architectural departmen’s educational quality.

A robust methodology was chosen that was built around a guestionnaire-based approach to gain
thorough insights into the use of VR in architecture education, particularly in the Cypriot setting.

Data was primarily gathered via printed questionnaire questionnaires. These 45 forms were
routinely provided to students participating in architectural design studios as well as those frequenting
the department’s building's private courtyards. This made sure that a varied cross-section of students
was reached, all of whom were at different points in their academic careers. Of the 45 forms that were
initially sent, 38 responses were fully completed. 7 forms, however, had to be eliminated due to
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factors including tiredness from the demands of the semester and overlap with other questionnaire-
based research taking place at the same time. The latter, while creating a little obstacle for our data-
gathering process, is a sign of a vibrant research climate within the school. The study team remained
present at all times during the distribution and collection of the questionnaires. This not only
guaranteed the validity of the responses but also gave the students a direct line of communication for
any questions about the claims made on the form. The well-informed and accurate responses were
made possible in large part due to this proactive strategy.

Post-collection, all hand-completed forms were meticulously organized and prepped for analysis.
Out of the forms distributed, the response rate stood at an impressive 84.24%, calculated as (38/45)
x 100%. Grounding this methodology in recognized research norms, we anchored our findings with
a 5% error level and a commendable 95% reliability level, as indicated by relevant sources (Cohen,
Cohen, West, & Aiken, 2013).

The research was thorough and statistically significant because of this methodological technique,
which was simple but crucial in obtaining subtle thoughts on the issue.

4. Findings:

Our study delves deeply into the use of VR in architecture education within the Cypriot setting,
and it is supported by a questionnaire-based methodology. The results offer a comprehensive view of
students' experiences with and viewpoints on VR integration when combined with an advanced data
analysis performed by IBM SPSS (Statistical Package for Social Sciences) (Meyers, Gamst, &
Guarino, 2013).

4.1 Quantitative Analysis

The responses were subjected to a thorough quantitative analysis using cutting-edge software like
IBM SPSS. This not only deepened the findings but also gave an organized way to understand the
descriptive and demographic components. The data was presented in aesthetically appealing charts
and tables that reflected the percentage distributions and the main objectives of the questionnaire to
ensure clarity and ease of interpretation.

4.2 Demographics and Participant Profile

Analyzing the study's demographics revealed that a varied group of students participated in it. 25
of the 38 participants were men and 13 were women, giving the results a balanced gender perspective.

DOI: http://dx.doi.org/10.25098/7.2.39

413

@O0

Distributed under the terms and conditions of the License 4.0 (CC BY-NC-ND 4.0)


http://dx.doi.org/10.25098/7.2.39

The Scientific Journal of Cihan University — Sulaimaniya PP: 407-422
Volume (7), Issue (2), December 2023
ISSN 2520-7377 (Online), ISSN 2520-5102 (Print)

ender
g Mmale

Mfemale

Regarding educational background, a sizable 63.2 % were fourth-year bachelor students, while
36.8 % were pursuing master's degrees. This distribution was deliberate since, according to the
department's curriculum, bachelor students take design classes more frequently, typically once a
week. A distribution like this guarantees that the results are both representative and pertinent to the
study's goals.

program_level
Mbachelor
BMmaster

Figure SEQ Figure \* ARABIC 2. Shows the percentage of the

A reliability test has been conducted for the results as shown in Table 1.
Table 1. The reliability test

Reliability Statistics
Cronbach's Alpha N of Items
901 25

The Cronbach's Alpha is quite high with a value 0f.901. Cronbach's Alpha values range from 0 to
1, and generally speaking, a value greater than 0.7 is regarded as appropriate for the majority of
research objectives. Higher reliability is indicated by a number that is nearer 1.

There are 25 items on the scale or test. Because of the strong Cronbach's Alpha, it may be
concluded that the 25 items effectively assess the target construct. It's also important to keep in mind
that Cronbach's Alpha can rise as the number of objects does. A commendable Alpha of .901 for 25
items, however, indicates that the reliability of the scale might not necessarily be severely impacted
by adding or eliminating things.
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A Cronbach's Alpha of.901 suggests that the scale/test with 25 items is very dependable in terms of
internal consistency. The consistency of the scale may be relied upon by researchers and practitioners,
indicating that the scale is well-made for its intended use. However, when assessing the overall quality
and usefulness of a scale or test in research or practical applications, it's also critical to take other
factors of validity into account.

After that, a correlation test has been done as shown in the Table. 2 (see the appendix)

We can glean several observations from the presented correlation table. The correlations are
examined here:

Gender and VR Awareness: The gender and awareness of VR have a -0.394 correlation coefficient,
which is statistically significant at the 0.05 level (p = 0.014). This implies that there is a moderately
adverse relationship between gender and VR technology awareness.

Awareness and Experience with VR: Knowing about VR technology (Q1) and having used it in the
past (Q8) have a statistically significant (p = 0.003) correlation of 0.464. This suggests that those who
are familiar with VR are more likely to have first-hand experience with it.

Awareness of VR in Architecture: VR awareness (Q1) and its use in architectural design (Q7) have
a statistically significant (p = 0.015) correlation of 0.390. This demonstrates a strong link between
comprehending virtual reality and being aware of its use in architectural design.

VR Usage in Architecture: The thought that VR technology could be helpful throughout the project
design stage (Q10), awareness of VR in architectural design (Q7) (r = 0.719, p = 0.000), and use of
VR in design studio (Q11) (r = 0.710, p = 0.000) all have strong and significant correlations.

VR Benefits in Architectural Design: There are strong and significant correlations between the
advantages of using VR in architectural design lectures (Q13), from the first stage for imagination
and space (Q14), in the third and fourth stages (Q15), in master's courses (Q16), in 3D modeling
(Q17), in visualization and observation (Q18), and for understanding architectural details (Q19). This
is especially true when it comes to the general awareness of VR and its applications in architectural
design.

VR in Visualization and Observation: A very strong and substantial association (p = 0.000) exists
between the value of VR for visualization and observation (Q18) and the value of VR for
comprehending architectural and constructional aspects (Q19). This demonstrates how useful VR can
be for studying and understanding architecture.

Inferences on Gender: It seems that there are some statistically significant correlations between
gender and particular VR-related concerns. For instance, the gender and use of VR in design studios
(Q11) have a significant (p = 0.004) correlation of 0.453. This shows that the familiarity with or use
of VR in design studios may vary by gender.

VR's Application in Different Design Stages: Strong correlation exists between project design stages
(Q10) and 3D modeling (Q17) knowledge, indicating that people who appreciate the value of VR in
the design process also see its advantages in 3D modeling (r = 0.813, p = 0.000).
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Therefore, the data suggests that the respondents had a solid awareness of and respect for VR's
potential uses in architectural design. The strong positive relationships between VR awareness,
experience, and perceived benefits at various stages of architectural design emphasize the significance
of the technology. There are more underlying issues, such as gender, that may affect how VR is
perceived and used in the industry. It's important to keep in mind that correlation does not imply
causation in correlation analyses, and further study may be required to delve further into the
underlying causes of these interactions.

5. Discussion

The table demonstrates the relation between many factors that are relevant to the knowledge of
and use of VR in architectural design and design education. The conclusions from this table can be
categorized into numerous categories:

Awareness of VR in Architectural Design

There may be a gender gap in the respondents' awareness of virtual reality as a technology (Q1),
which shows a strong negative correlation between gender and awareness (-.394%).
Additionally, there is a significant positive correlation between comprehending VR's potential and
being aware of it (Q10 with a correlation of .560**), suggesting that those who are aware of VR are
also aware of its implications for design processes.

Exposure to VR in the Department

The fact that respondents are aware of VR in their department (Q2) did not significantly correlate
with the majority of the other questions. However, there is a significant link with Q11 (.397*), which
suggests that people who are aware of VR being discussed in their department may also be aware of
its actual use in their design studios.

Practical Experience with VR

Knowing about VR (Q1) and having used it (Q8 with .464**) have a strong positive correlation,
indicating that many people who are aware of VR have also used it.

However, having experience with VR does not necessarily mean that one has a great grasp of how
it may be used in architectural design (Q9), suggesting that there may be a difference between the
practical application of VR in architectural contexts and other uses.

The potential of VR in Design Education

A sizeable portion of respondents think they would benefit from VR in lectures on architectural
design (Q13), and this is significantly connected with the idea that VR is valuable during the design
process (Q10 with.491**).

The perception of VR's usefulness in particular design stages (Q14, Q15, and Q16) and its
usefulness in 3D modeling (Q17) and visualization (Q18) are perceived to be consistently highly
correlated, indicating that respondents see VR as a tool that can be integrated across different design
and modeling process stages.
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General VR Benefits in Architectural Design

According to the correlation values, people who perceive VR's potential in the early phases of
design (Q14) also see its significance in the latter stages (Q15 with .656**) and master's courses
focusing on architectural design (Q16 with .696**). This suggests that the potential of VR has been
widely acknowledged across the design education process.

Broader Implications of VR

Visualization and observation (Q18), comprehending architectural features (Q19), and knowing
3D modeling (Q17) all exhibit exceptionally strong correlations with one another. This supports the
notion that VR can be a comprehensive tool spanning a variety of architectural design aspects, from
inception through in-depth design assessments.

The correlations imply that the potential of virtual reality in architectural design and teaching has
been widely acknowledged. While there are differences in awareness depending on characteristics
like gender, once people are introduced to VR, they tend to understand its many advantages
throughout the design process. The need for more thorough VR integration in architecture education
and practice is highlighted by the apparent gap between this awareness and practical applications.

VR integration in architectural education has sparked a variety of ideas, both cautious and hopeful,
particularly in the Cypriot setting. This section, which draws on the significant findings, aims to go
deeper into the subtleties of these implications by providing a thorough examination of the function,
difficulties, and potential future of VR in architectural education.

Understanding the Paradigm Shift

We are in the midst of a technological paradigm shift in education, as evidenced by the high
response rate and the noticeable interest displayed by students. Instead of simply switching from
traditional to digital, immersive technologies are being used to reconstruct, redesign, and redefine the
educational space. The potential of virtual reality is enormous in the field of architecture, which is
firmly founded on spatial and experiential understanding.

The Gendered Lens

A crucial topic for debate is the gendered experience of virtual reality in education, which is made
possible by the study's balanced participation of male and female students. Despite the fact that both
sexes participated in the study, it is crucial to continuously assess whether male and female students
have equal access to VR technology and feel equally empowered to use it.

Traditional vs. Modern Pedagogy

Most fourth-year bachelor's students demonstrated a grasp of and acceptance of VR. But when you
contrast this with the sporadic comments on the difficulties of VR adaption, a noteworthy dialogue
between the old and the new arises. Traditional architectural methods continue to have an inestimable
worth, even as modern improvements promise increased realism and immersion. The key is finding
a balance.

DOI: http://dx.doi.org/10.25098/7.2.39

417

@O0

Distributed under the terms and conditions of the License 4.0 (CC BY-NC-ND 4.0)


http://dx.doi.org/10.25098/7.2.39

The Scientific Journal of Cihan University — Sulaimaniya PP: 407-422
Volume (7), Issue (2), December 2023
ISSN 2520-7377 (Online), ISSN 2520-5102 (Print)

Institutional Role — A Catalyst

The study highlighted the beneficial contributions made by institutional resources, including VR
labs and research assistance throughout the study. This implies that institutions must take an active
part in technology integrations like VR in order for them to be successful, acting not just as facilitators
but also as enablers and catalysts.

Addressing the Challenges

Even while the inclusion of VR in the architecture curriculum is unquestionably revolutionary,
there are still difficulties to overcome. The feedback regarding demands in the classroom and the
parallel adaptation to VR emphasize the necessity for a gradual integration that enhances rather than
confounds the learning process.

Future Forward

The publicity surrounding VR is evident. The ability to use and be comfortable with tools like VR
might be crucial when architectural students choose their future careers. To ensure that students are
not just technologically competent but also critically aware, instructional practices should advance
together with technology.

6. Conclusion:

The incorporation of VR represents a paradigm shift in the evolving field of architectural
education, particularly in the context of Cyprus. This study trip has illuminated several perspectives,
difficulties, and goals regarding the function of VR, demonstrating not only its potential but also a
futuristic vision. The students' eager participation highlights a definite desire for technology-driven
education. However, there have been obstacles for its application in classes, some of the problems
are lack of VR awareness of the students, others are the Teachers awareness of its usability and
application, also there are Gender differences in the knowledge of using VR.

It's crucial to realize that these instruments' strength lies in more than just their technical prowess,
though. Their real worth comes from encouraging profound understanding, igniting creativity, and
promoting critical thought. Leading this wave of change, educational institutions need to create an
environment where students may develop their judgment, flexibility, and creative abilities in addition
to their familiarity with cutting-edge instruments.

Therefore, gradually inserting VR to be a main element of the Architecture Department is a
necessary step for the 21st century’s educational development, despite the challenges and difficulties
involved in integrating VR into architectural education, the possibilities it provides are vast and
motivational. The current task is to follow this route with caution, adaptability, and an unwavering
commitment to excellence, shaping not only buildings but also the forward-thinking architects of the
future.
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Appendix

Table 1. The correlation test
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