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Abstract: 

One of the most important technological developments in the field of design 

is virtual reality technology, which is a modern technological innovation that has 

conquered many areas of our life, including the field of education and learning. 

There is no doubt that this technology offers unique opportunities to improve the 

learning experience and develop thinking skills among students in various 

disciplines, including graphic design students at Sultan Qaboos University, whose 

motivation towards digital art has developed after using virtual reality glasses and 

accompanying special programs. The student can produce digital works that are 

created in a fun virtual environment by wearing electronic glasses connected to the 

internet.  

The study aims to identify the extent to which contemporary technology in 

general and virtual reality technology in particular can increase the learning 

motivation toward practicing the digital arts among art education students studying 

for the course "Advanced Applications In Fine Art Disciplines'' (graphic design 

specialization) at the Department of art education at Sultan Qaboos University in 

the fall semester 2022. Methodology: the researchers applied the experiment by 

teaching the skills of digital drawing available through virtual reality glasses to a 

group of students. The method of continuous observation was applied to measure 

the extent of the development of their motivation towards digital drawing, and held 

quick interviews with them to discover the impact of this technique in their 

thinking and visions towards digital drawing as they are used to in touch screens, 

and what they experienced through virtual reality glasses. 

 

● Keywords: 

Virtual reality, motivation, digital art, technology and art, teaching graphic design 
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