
The Rise of AI and VR: Transforming Education and Entertainment 

As an Aerospace Engineering student, imagine designing a spaceship and then stepping inside your 

own creation. Or imagine watching a film where your emotions direct the storyline, allowing you to co-

write and influence the narrative. These scenarios are no longer pure science fiction. Advances in 

artificial intelligence (AI) and virtual reality (VR) are rapidly turning them into reality. Among the 

many sectors set to be revolutionised, education and entertainment stand out. This essay shows how AI 

and VR are transforming these domains, exploring their benefits, challenges, and the potential to blur 

the line between learning and play. 

AI and VR Transforming Education 

Personalised AI‑Driven Learning 

Education through the years has been designed around one‑size‑fits‑all teaching. However, every 

learner is unique: some retain information visually, others through listening or hands‑on practice. AI 

can analyse a learner’s strengths, weaknesses, pace and preferred style to deliver personalised content. 

At Lotus Valley School in New Delhi, teachers have introduced AI tutors that track students’ progress 

and adjust lessons accordingly. In my interview with science teacher Mrs Mouli Bansal, she explained 

that the algorithm identifies each student’s learning patterns and suggests personalised activities. “AI 

does not replace teachers; it acts as a tool,” she noted. The school recorded a massive 40 % 

improvement among previously under‑performing students after introducing AI tutors. 

 Microsoft’s 2025 AI in Education report notes that 86 % of education organisations now use 

generative AI - the highest adoption rate of any industry (Microsoft, 2025). In the United States the 

percentage of students and educators using AI “often” for school tasks increased by 26 and 21 points 

respectively in the last year (Microsoft, 2025), while the share of students who had never used AI 

dropped by 20 points. Nevertheless, the report also reveals a literacy gap: fewer than half of educators 

and students say they know much about AI (Microsoft, 2025). Another Microsoft survey highlighted 

that university students using an AI‑powered chatbot for revision improved their exam grades by nearly 

10 % (Microsoft, 2025). 



 

Figure 1. AI in education, organisations using generative AI. Source: Microsoft (2025). 

As shown in Figure 1, most education organisations already use AI, which explains fast classroom 

uptake. 

High AI adoption does not guarantee impact, without skills and guidance results are uneven, which is 

why teacher development and clear classroom policies matter. 

AI’s impact is not limited to tutoring. Universities such as the University of Manchester and the 

Education Authority of Northern Ireland have deployed Microsoft 365 Copilot to design curriculum, 

summarise research and prepare teaching materials (Microsoft, 2025). These tools free educators to 

focus on mentoring and teaching. They also generate accessibility tools: 33 % of educational leaders 

use AI to provide students with accessibility aids (Microsoft, 2025). 

 

Immersive Learning with VR 

While AI personalizes the learning content, VR transforms how they see the content. VR headsets 

immerse students in simulated environments where complex concepts are easier to understand. A 

biology student can perform a virtual heart surgery without a scalpel, and a history student can stroll 

through ancient Rome without leaving their classroom. VR shifts education away from memorising 

facts and towards experiential learning. According to the GoStudent Future of Education report, VR 



adoption in UK schools rose by 35 % in 2024 as headsets became more affordable (GoStudent, 2025). 

An impressive 93 % of teachers believe VR enhances teaching and boosts student engagement 

(GoStudent, 2025), and 74 % support using simulation‑based assessments to evaluate real‑world skills 

(GoStudent, 2025). VR training programmes can be four times faster and 52 % cheaper at scale than 

traditional classroom instruction (GoStudent, 2025), and VR lesson plans increased student 

engagement by 30 % in 2023 (GoStudent, 2025). For students with special educational needs (SEN), 

44 % of parents consider VR essential for personalised learning (GoStudent, 2025). 

Case studies illustrate VR’s potential. Medical schools use VR to practise surgery, enabling students to 

build muscle memory without risking patients. Engineering faculties deploy VR labs where learners 

can test prototypes in physics‑based simulations. Cultural heritage institutions provide virtual tours that 

allow learners worldwide to explore exhibits. These applications reduce geographical barriers and 

foster inclusivity. 

Challenges and Equity 

Despite these benefits, AI and VR adoption is uneven. During my interview with primary school 

principal Mrs Ritika Anand, she expressed concerns that expensive technology might widen the digital 

divide. Many rural schools in India lack the infrastructure or budget for AI tools and VR headsets. The 

GoStudent report underscores this challenge: only 63 % of IT leaders in the UK consider VR headsets 

fit for classroom use (GoStudent, 2025), and just 15-20 % of schools currently have VR equipment 

(GoStudent, 2025). While the usage of AI is high, less than half of educators understand AI well 

(Microsoft, 2025). Over‑reliance on AI may also reduce critical‑thinking skills in students. Research 

shows that AI‑only learning can produce worse outcomes than blended methods, and benefits greatly 

vary by students’ familiarity with AI and socio‑economic status (Microsoft, 2025). 

Cost and privacy are additional hurdles. VR headsets cost hundreds of dollars, and powerful computers 

are needed to run advanced simulations. AI systems require large amounts of data, raising concerns 

about student privacy and algorithmic bias. Teachers need training to integrate these tools effectively; 

yet 74 % of UK teachers are not trained in AI (GoStudent, 2025). Addressing these challenges will 

require investment, teacher training, inclusive design and policies to protect student data. 



 

Figure 2. Teacher AI training in the United Kingdom. Source: GoStudent (2025). 

Figure 2 shows that most teachers have not received formal AI training. 

Low teacher training is a bottleneck, without it benefits concentrate in well resourced schools and the 

digital divide grows. 

Future of Education 

Looking ahead, AI and VR could transform not only how students learn, but also how their 

achievements are recognised. The Digital Learning Institute predicts that micro‑credentials and digital 

badges will expand in the coming decade (Digital Learning Institute, 2025), allowing students to 

showcase niche skills.  

AI‑driven career guidance platforms could analyse student performance and recommend academic 

paths. VR could host global classrooms where learners from different countries collaborate in shared 

virtual spaces, bridging cultural divides. However, these innovations must remain teacher‑led. Most 

UK teachers (59 %) believe the best learning outcomes occur when AI/VR tools are paired with human 

instruction (GoStudent, 2025). The educators’ role will evolve from delivering content to mentoring, 

facilitating classroom discussions and ensuring ethical use. As AI literacy improves and equipment 

costs fall, the focus should shift from whether to adopt these tools to how to do so equitably. 



AI and VR Transforming Entertainment 

AI Revolutionising Content Creation and Consumption 

Entertainment has always pushed technological boundaries. AI is now redefining the landscape by 

automating content creation, improving recommendations and personalising advertising. The global AI 

in media and entertainment market was valued at US$25.98 billion in 2024 and is projected to reach 

US$99.48 billion by 2030, growing at a compound annual rate of 24.2 % (Grand View Research, 

2025). AI‑powered tools automate tasks across the production pipeline, from scriptwriting and 

storyboard generation to editing and visual effects (Grand View Research, 2025). Generative language 

models can draft dialogue or screenplays based on prompts, while image synthesis tools create 

storyboards or concept art. AI also helps fight piracy by detecting unauthorized content and even 

creates digital replicas of actors to preserve their likenesses (Grand View Research, 2025). 

Streaming services use AI to deliver hyper‑personalised experiences. Netflix’s recommendation engine 

analyses viewing habits, ratings and pauses to suggest films; as of 2025, more than 80 % of content 

watched on Netflix is discovered through automated recommendations, generating about US$1 billion 

in annual revenue (Exploding Topics, 2025). Spotify’s AI‑based DJ curates playlists that adapt to 

listeners’ moods. Advertising is also increasingly AI‑driven. A 2025 Reuters report notes that 

AI‑powered advertising is expected to boost global entertainment and media revenue to $3.5 trillion by 

2029(PwC, 2025; Reuters, 2025), with digital ad revenue rising from 72 % of total ad spend in 2024 to 

80 % by 2029(PwC, 2025; Reuters, 2025). Predictive analytics help studios and marketers profile 

audiences, forecast box‑office returns and target promotions effectively (Grand View Research, 2025). 

VR Reshaping Entertainment Experiences 

Analysts estimate that the global VR market exceeded USD 70–80 billion in 2023 and continues to 

expand across both gaming and non‑gaming uses, with household adoption and device sales rising year 

on year (Grand View Research, 2025). Live events, theme parks, and brand activations increasingly 

deploy VR to create interactive experiences. These immersive formats matter because they change not 

just how stories are consumed, but how communities participate in them. 

 



 

Energy and Innovation 

AI and VR belong in the Energy and Innovation category because they change how much energy we 

use and how we design systems to save energy. Large AI models run in data centres that draw 

significant power. Good design can lower this load with efficient chips, better cooling, and software 

that uses fewer computations. VR can reduce travel for labs and meetings. A physics class can run a 

virtual experiment without a long trip to a city lab. A studio can review scenes in a shared virtual space 

instead of flying a team to one location. These choices do not remove energy use, but they shift when 

and where it happens. The best results come when schools and studios track use, improve code and 

hardware, and choose clean power where they can. 

AI can also support energy planning. Forecasting models help schools and venues plan heating and 

cooling. Smart schedules spread compute work across time to match green power supplies. In 

entertainment, virtual pre production lowers the number of physical sets that need to be built. In 

education, remote VR practicums lower transport and light use in some buildings during off peak 

seasons. When teams care about energy, small steps add up to real gains. 

India mini case 

Schools in Delhi, Gurgaon and Noida face a mix of promise and constraint. Devices are shared, 

networks are uneven, and budgets are tight. Yet there are wins. A district can set up one shared VR lab 

and run weekly sessions for many schools. A cluster of schools can pool licences for an AI tutor and 

rotate usage by grade. Teacher development is the key. When teachers are trained to set clear goals and 

short activities, both AI and VR give a better return on time and cost. Interviews for this essay highlight 

two points. First, teachers want tools that cut admin work and raise engagement. Second, leaders want 

plans that do not leave rural schools behind. These local constraints and solutions should sit next to 

global case studies in a fair account of impact. 

Challenges, Ethics and Future 

The AI and VR revolutions raise ethical questions. AI‑generated music and film scripts challenge 

traditional notions of creativity and authorship; unions have already protested the use of digital actors. 

Recommendation algorithms can reinforce biases by feeding viewers what they already like, narrowing 

cultural exposure. Data‑driven advertising could exploit personal information and manipulate 



behaviour. VR experiences may encourage escapism, with potential impacts on mental health. 

Additionally, these technologies have environmental footprints: large AI models consume significant 

energy, and manufacturing headsets requires raw materials. 

Regulation and industry standards are still evolving. Writers’ and actors’ guilds in Hollywood are 

negotiating rules for AI‑generated content, while governments consider laws on digital privacy and 

deepfakes. Transparent algorithms, diversity in training data, and robust consent processes are crucial 

to address bias and protect users. On the accessibility front, designers must ensure that VR 

environments accommodate users with motion sickness, disabilities or limited bandwidth. The 

entertainment industry also needs to invest in equitable distribution: if only wealthy consumers can 

access VR and AI experiences, the digital divide will widen. 

The Convergence of Education and Entertainment 

The lines between education and entertainment are blurring as AI and VR merge learning with play. 

Gamification - has long been a staple of education, but AI and VR take it further. AI‑driven adaptive 

games adjust difficulty in real time, ensuring learners remain challenged but not frustrated. 

Language‑learning apps like Duolingo use AI to customise exercises and incorporate stories and 

characters to engage users. VR and augmented reality (AR) enable edutainment - interactive museums, 

virtual field trips and historical reconstructions where students learn by exploring. The Digital Learning 

Institute identifies immersive VR/AR learning and gamification as a top trend for 2025 (Digital 

Learning Institute, 2025). As the cost of VR headsets falls, more schools and families will adopt them. 

The GoStudent report emphasises that teachers remain central in these environments; 59 % of teachers 

say that combining human instruction with AI/VR yields the best outcomes (GoStudent, 2025). 

Educators curate experiences, moderate discussions and link virtual experiences to curriculum. 

Edutainment can be particularly powerful for learners with challenges: VR allows students with 

mobility impairments to travel virtually, while AI can generate subtitles and synthesise speech for 

learners with hearing or speech difficulties. Cultural institutions use VR to make exhibits accessible to 

remote audiences, promoting global cultural exchange. However, the commercialisation of education 

through gamified platforms raises concerns about data privacy and advertising to children. 

Policymakers must ensure that educational content is evidence‑based and not solely profit‑driven. 

Beyond classrooms, entertainment is adopting educational features. Video games incorporate historical 

content and problem‑solving, while streaming platforms produce interactive documentaries and 



choose‑your‑own‑adventure shows. AI‑driven recommendation systems can suggest educational 

content alongside entertainment. The convergence of these industries illustrates that learning and 

leisure need not be separate. When students look forward to learning a new concept as eagerly as they 

anticipate a new game or film, education becomes both entertaining and useful. 

I believe that AI and VR will augment - not replace - human creativity, curiosity and empathy. They 

can help learners access complex concepts, allow creators to tell stories and connect people across 

oceans. Yet the future must be collaboratively designed with educators, artists, technologists and 

communities to ensure that these powerful tools serve the common good. When used thoughtfully, AI 

and VR can transform education into an adventure and entertainment into a space for learning, bringing 

us closer to a world where learning and enjoyment are seamlessly intertwined. 
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