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Abstract
Virtual reality (VR) technology has developed and embedded into our life in this
decade, and applied into regions like medical and entertainment by its advantage of
sensory experience like immersive and telepathy. However, the research discussing
how to apply VR technology in education and Learning environment is still very few.
Thus, how to apply VR technology in the current e-learning environment to improve
efficiency of learning is an important issue in the region of education. Following
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previous discussion, this paper would like to propose a research problem: How to
design a e-learning environment with VR technology? To get the direction of this
problem, this paper analyzes current development of VR technology and e-learning,
and builds a design framework for future e-learning environment with VR technology
to provide direction for discussing this issue in design view.

Keywords : Virtual Reality, e-Learning, Design Framework
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