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Abstract 

The purpose of this research is to develop a virtual reality based studio 

lighting simulation system. The system aims to reduce the limitations of traditional 

teaching, such as the shortage of equipment for students and limited time for practice. 

It also aims to evaluate the effectiveness of the system in improving theoretical 

knowledge, practical skills and learning motivation. A quasi-experimental design was 

used with pre-test and post-test. The group of participants included 37 students in 

their second year of the Multimedia Technology undergraduate program., selected 

through purposive sampling. The experimental tools included a virtual reality 

simulation system, which had three parts: learning, practice, and assessment. 

Outcomes were measured using a knowledge test, practical skills assessment, and 

motivation questionnaire. Data were analyzed using t-test. The results showed that the 

average theoretical knowledge score increased from 8.50 to 17.50, and the average 

practical skills score increased from 4.40 to 8.40. In addition, the overall motivation 

score was 4.56, the highest level, especially in the dimensions of enjoyment and 

interest in the media. In conclusion, the virtual reality system effectively connected 

theory with practice, reduced resource limitations, and promoted experiential learning 

in a concrete way.  

 

Keywords Virtual Reality, Studio Lighting, Simulation System  
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