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Abstract

This article aims to provide knowledge on the use of virtual reality technology for
teaching arts education and necessary skills in a changing world. Therefore, the mechanism
for driving the country with technology, creativity, and innovation is necessary to adjust the
teaching and learning process towards Thailand 4.0 era, especially in art education at all levels,
both at the school and the higher education levels. It will be the tool to measure and target
value for success in adopting new technology. It can be used as a tool to increase learning
performance and promote necessary skills in a world of change (VUCA World) by using virtual

reality technology as a new technology that challenges the development of teaching and
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learning in applying it to more significant potential. These will include the following: 1) Being
able to solve the problem of not being able to do learning activities in the real world. 2) Able
to expand the scope of creativity for students endlessly. 3) Help to encourage students to
increase their understanding of the use of digital technology. 4) Able to develop higher
learning achievement for students. 5) Able to create student satisfaction with teaching tools
in relating subjects and linking new knowledge. 6) Be able to explain abstract subjects that are
difficult to understand. 7) Able to create careers and opportunities to develop life skills for
learning in the 21% century. It is also essential knowledge for researchers to search for

information to use as a reference for further research.
Keywords: Innovation; Virtual Reality Technology; Art Education; VUCA World
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