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Abstract

The objective of this research was to design and to develop a 3D virtual laboratory
for practicing computer assembly computer virtual laboratory via oculus devices to which virtual
reality technology was applied. It was designed and developed as an interactive media sup-
plemented to computer course in form of 3D animation model displayed in 360—degree per-
spective with the sound effect so that learners are able to get an experience like being in a
real environment. Inside the virtual laboratory, the learners are able not only to learn about
computer ages but also to practice computer assembly through missions and exercises
covering computer hardware and peripherals. The development tools consisted of Blender and
Unity 3D. The virtual laboratory is run on Windows displayed via oculus rift and interacting with
models using oculus touch. It is built suitable for high school students which helps engage
learners’ interest, promote the active learning process, encourage learners’ creativity, and also
use as a learning media for teachers. Users’ opinion toward the virtual laboratory was
evaluated in our preliminary experiment by using a questionnaire collected, by accidental
sampling, from 24 students who participated in the 2019 Thailand IT Contest Festival in
Bangkok. The findings indicated that the average of students’ opinion was 4.54 (SD = 0.65).

Keywords: Virtual reality technology, Virtual laboratory, Computer assembly, Oculus
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