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Abstract: We will focus on applications that use Augmented Reality (AR) and Virtual Reality (VR) in educational 

settings, in this paper exploring the use of 5G technologies. After introducing a few scenarios using AR/VR approaches, 

it describes the characteristics of 5G and illustrates how it can be applied to education. By using AR and VR to annotate 

the environment, it facilitates the sharing of knowledge in the education field. Enhancing the learning environment with 

augmented reality (AR) will add new information. 5G technology will only be able to guarantee high-quality 360° video, 

low-latency two-way interactions, and precise location and orientation of users. Therefore, it allows educators to deliver 

educational experiences in a variety of innovative ways, including through mobile devices, remote access, and remote 

mobility. 
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I. INTRODUCTION 

 

It is useful in the field of education as it facilitates the sharing of knowledge by providing annotations of the environment 

by using AR and VR. The use of augmented reality (AR) enhances the learning environment by adding additional 

information. It facilitates integrating the learning experience of impaired students through appropriate visual, auditory, 

and haptic interfaces. VR is a technology that allows substituting a virtual environment for the real-world one it provides 

a real-time user experience using visuals. Despite both AR and VR providing users with immersive experiences, they 

require a system that guarantees high- quality 360° video, low-latency two-way interactions, and precise location and 

orientation of the users, and also it will attain only because of 5G technology. Thus, it provides educational experiences 

that can also be enjoyed via mobile devices, remote access, and remote mobility, which opens up a variety of innovative 

learning scenarios. These technologies have been used in some already-available educational experiences, which are 

discussed along with their didactic implications and limitations as a result of current technological capabilities. A study 

of the potentialities of 5G technologies is conducted, by examining the performance and contents offered by the trials so 

far conducted, and by exploring how cloud and edge infrastructures are leveraging 5G to manage content, when compared 

with the modality (in-person vs. remote vs. mobile). Through this study, we can show how AR and VR can be utilized 

for in-person and remote learning, and how advances in networking can help solve these issues and open up new avenues 

for education. 

 

II. METHODOLOGY 

 

This paper analyzes the concept of bringing the 5G in Education by implementing the emerging features of AR and VR 

for the students by deploying the Methodology of these 6 phases. It is been proven to the real-time solution brought 

before the Research, see Fig. 1. 
 

 

Fig. 1. Phases of methodology
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III. MODELLING AND ANALYSIS 

 

Fig. 2. Difference between 5g vs 4g 

 

 

 

 
 

Fig. 3. Development process of teaching 

 

IV. RESULTS AND DISCUSSION 

 
Virtual reality and augmented reality have existed in various forms for more than two decades. Additionally, the method's 

cost discouraged its use in education beyond experimental studies. Low-cost devices that use smartphones are now 

making virtual reality more accessible to the general public. Virtual reality and augmented reality are discussed and how 

they can be used to enhance teaching in this paper, which examines the benefits and drawbacks of using them in the 

classroom. It reviews how the technologies have been used in education so far and it has been increased in using the 

technologies given in Fig. 4. 
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Fig. 4. Usage of AR & VR 

 
V. CONCLUSION 

 

As a result of this study, the existing technology of Augmented Reality (AR) and Virtual Reality (VR) in the field of 

evolution was integrated with the 5G Network enabling the technology to be developed and resulting in a revolution in 

education. Utilizing a VR headset for demonstrations and educational purposes enhances the education feature to the next 

level. The flow of visual and object information within the image is efficiently transferred, bringing a deeper 

understanding to the core in the most natural way. 5G technology ensures high-speed bit transfers for online teaching 

while meeting more features. Though it was expensive it will be implemented by deploying in the big world abstract in 

the small device i.e., smartphones. Students enabled using this technology get benefitted from the speed and reliability 

of the 5G technology. 
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