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Abstract 

Especially in the early 2000s, the concept of virtual reality, which evolved as a result of major changes in 
communication, was first used in 1977. When it comes today, it is obvious that many areas (medicine, pilotage, 
communication, education, simulation, production, marketing, advertising, etc.) are benefited from virtual reality 
applications and virtual worlds. These applications offer a range of possibilities for individual users or consumers and 
also provide some opportunities for enterprise users that they can not do in the real world. Firstly, the virtual reality 
applications used in the simulating of the pilots were used to eliminate the bad situations that the pilots could live in, 
and on this account some gains were made economically and systematically. These achievements later spread to many 
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areas. Today's virtual reality technology is created by computer-based graphics processors, and virtual reality 
environments attract the interest of most people and institutions, especially whom interested in education and 
communication fields, as technology develops. Although virtual reality applications in communication and education 
are yet a novel concept, many different possibilities are offered with these applications, and at the same time, space-
time limitation is getting out of the way and a novel dimension is being created by creating a new and different world. 

The main purpose of this study is to see how virtual reality applications can be used in the field of 
communication and education that has just begun to be used and to provide an insight. In this context, focus group 
study, student cohort from Anadolu University, Faculty of Communication Sciences, department of Public Relations 
and Advertsing bachelor level students were participated. In focus group design, students were asked about their views 
on incorporating virtual reality to courses as an instructional design. In particular, participants attitudes on advantages 
and disadvatages of VR, their feelings on using VR in course designs, its practicability were observed. For this 
purpose, two sets of demo courses were introduced to participating students. Later their opinions and views on topics 
described above were collected via focus group design. Despite the fact that participants have a very limited VR 
experience in c

-out application 
of VR in course design and that might  
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