
          International Research Journal of Engineering and Technology (IRJET)       e-ISSN: 2395-0056 

             Volume: 10 Issue: 03 | Mar 2023              www.irjet.net                                                                         p-ISSN: 2395-0072 

 

© 2023, IRJET       |       Impact Factor value: 8.226       |       ISO 9001:2008 Certified Journal       |     Page 132 
 
 

Comparing DSLR and Virtual Reality Cameras: Differences in Uses and 

Applications in Higher Education 

¹Niranjan Thomas M, ²S. Sampathkumar, ³ Lakshminarayanan.S.B 

¹Niranjan Thomas M Assistant Professor Vels Institute of Science Technology and Advanced Studies, India 
²S. Sampathkumar Assistant Professor Vels Institute of Science Technology and Advanced Studies, India 

³Lakshminarayanan.S.B Assistant Professor Vels Institute of Science Technology and Advanced Studies, India 
-------------------------------------------------------------------------***---------------------------------------------------------------------- 

Abstract 

This research paper aims to provide a comparative 
analysis of the uses and applications of DSLR and 
Virtual Reality (VR) cameras in higher education. 
With the rise of technology in the education sector, 
the use of cameras has become an essential tool to 
enhance the learning experience. DSLR and VR 
cameras are two types of cameras that are being 
used in higher education for various purposes, but 
each has its unique features, functions, and 
applications. 

The use of DSLR cameras in higher education can 
enhance the visual experience and provide students 
with a better understanding of the material being 
presented. DSLR cameras can be used to capture 
images and videos of lectures, presentations, and 
events, as well as for student projects such as 
creating instructional videos or documentaries. 

The comparative analysis of the uses and 
applications of DSLR and VR cameras in higher 
education shows that each has its unique strengths 
and weaknesses. DSLR cameras offer greater control 
and flexibility in shooting conditions, while VR 
cameras provide an immersive experience in virtual 
reality. Both types of cameras can be used effectively 
in higher education, depending on the intended 
purpose. 

This research paper provides an overview of the 
differences between DSLR and VR cameras in terms 
of functionality, uses, and capabilities, and their 
potential to enhance the learning experience in 
higher education. By understanding the unique 
features of DSLR and VR cameras, educators can 
make informed decisions on which camera to use for 
different learning activities, ultimately leading to a 
more engaging and effective learning experience for 
students. 

 

 

Introduction: 

The technology industry has been greatly impacted by its 
rapid advancement. Higher education technology 
integration has been found to increase student 
engagement, encourage active learning, and boost 
learning outcomes. The use of DSLR cameras and virtual 
reality (VR) cameras is one of the new technologies that 
is growing in popularity in higher education. DSLRs, or 
digital single-lens reflex cameras, enable users to take 
pictures and films of a very high caliber. Conversely, 
virtual reality (VR) cameras are made to record 360-
degree panoramic photographs and movies that let users 
experience lifelike virtual worlds. In order to compare 
the variations in DSLR and VR camera uses and 
applications in higher education, this research article 
will compare those disparities. 

In recent years, the usage of DSLR cameras in higher 
education has grown in popularity. As they allow users 
to take high-quality photos and videos, DSLR cameras 
are frequently employed in the realm of visual arts and 
multimedia. In higher education, DSLR cameras can be 
utilized in a variety of ways, including recording lectures 
and presentations, collecting student work, and 
producing multimedia materials for online courses. It 
has been demonstrated that using DSLR cameras in 
higher education increases student engagement and 
improves learning results. For instance, Zhang et al. 
(2018) discovered in a case study that using DSLR 
cameras in a business communication course boosted 
student interest and engagement. 

On the other hand, VR cameras are a relatively recent 
innovation in higher education. Users using VR cameras 
can experience immersive virtual environments by 
capturing 360-degree panoramic photographs and 
movies. By generating immersive and engaging learning 
environments, VR cameras have the potential to 
completely change the way students learn. In higher 
education, VR cameras can be utilized in a variety of 
ways, including to give students chances for experiential 
learning and to create virtual tours of campuses. It has 
been demonstrated that using VR cameras in higher 
education improves learning outcomes, encourages 
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active learning, and increases student engagement. 
According to Park's 2019 systematic review, virtual 
reality (VR) has a lot of promise for usage in higher 
education, especially in STEM fields like science, 
technology, engineering, and mathematics. 

Although both DSLR and VR cameras have special 
purposes and applications in higher education, the 
contrasts between them emphasize the necessity for 
educators to comprehend the advantages and 
restrictions of each technology. This study compares 
DSLR and VR cameras used in higher education, looking 
at their various uses and applications, advantages and 
disadvantages, and effects on teaching and learning. This 
paper hopes to accomplish so by offering insights into 
how DSLR and VR cameras could improve higher 
education's teaching and learning. 

Review of Literature: 

The review of literature reveals a number of studies that 
have investigated the use of both DSLR and VR cameras 
in various higher education settings. Several studies have 
examined the effectiveness of using DSLR cameras in 
photography courses, such as the study by Jivani and 
Venugopal, which found that DSLR cameras enhanced 
students' technical skills and creativity, resulting in 
higher-quality photographs and improved learning 
outcomes. In contrast, studies such as the one by Huang 
and Lin have explored the potential of VR cameras in 
architecture and design courses to improve students' 
understanding of spatial relationships and design 
principles. 

Other studies have investigated the use of DSLR cameras 
in a variety of courses, including literature, geology, 
journalism, marketing, and fashion design. The findings 
of these studies suggest that DSLR cameras can enhance 
students' ability to create multimedia content, engage 
with course material, and develop technical skills. For 
example, the study by Boonkit and Teekmanee found 
that the use of DSLR cameras improved students' ability 
to create multimedia stories in a literature course, while 
the study by Li et al. found that DSLR cameras enhanced 
students' ability to create high-quality fashion designs in 
a fashion design course. 

Similarly, several studies have explored the potential of 
VR cameras in various courses, such as biology, history, 
language learning, and psychology. These studies have 
found that VR technology can create immersive and 
interactive learning experiences that improve student 
engagement and understanding of complex concepts. For 
instance, Dickey and Moeller found that VR cameras in a 
biology course created interactive learning experiences 
that increased student engagement and understanding of 

complex biological concepts, while Shahrabi Farahani et 
al. found that VR technology in a psychology course 
allowed students to experience and explore complex 
psychological concepts in a more immersive and 
interactive way. 

Methodology: 

This study's methodology entails a thorough 
examination of relevant literature and research studies 
on the use of DSLR and VR cameras in higher education 
settings. A comprehensive search will be carried out 
using academic resources such as Google Scholar, JSTOR, 
and ScienceDirect. Keywords like "DSLR cameras," 
"Virtual Reality cameras," "higher education," and 
"learning outcomes" will be utilized to find relevant 
studies in academic journals, conference proceedings, 
and other scholarly sources. 

Studies that researched the use of DSLR and VR cameras 
in higher education settings and reported on their 
efficacy in increasing learning outcomes, student 
engagement, and technical skills will be included in this 
review. Studies that do not fit these criteria or are not 
relevant to the topic will be exempted. 

Following the identification of relevant research, a 
thorough analysis will be undertaken to examine the 
differences in the uses and applications of DSLR and VR 
cameras in various higher education fields. The 
investigation will focus on determining the most 
effective strategies to integrate these technologies into 
higher education curriculum design and investigate the 
possible benefits and problems connected with their use. 

Research Objective: 

1. In higher education, compare the uses and 
applications of DSLR cameras and virtual reality 
cameras. 

2. Determine the benefits and drawbacks of each 
type of camera in terms of improving teaching 
and learning experiences. 

3. Investigate how these tools affect student 
involvement and academic success. 

4. Investigate potential impediments and 
problems, such as cost and technical constraints, 
that may develop in the integration of DSLR and 
virtual reality cameras into higher education. 

5. Provide insights into how these technologies can 
be effectively used in higher education. 
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Findings: 

 DSLR cameras are being used in higher 
education for photography and videography 
classes, whereas virtual reality cameras are 
more commonly utilized to produce 3D models 
in subjects such as architecture, engineering, 
and design. 

 DSLR cameras are often used in higher 
education to capture high-quality images and 
videos for use in presentations, publications, 
and other academic purposes. 

 Virtual reality cameras are becoming 
increasingly popular in higher education due to 
their potential to produce immersive, interactive 
experiences that improve learning results. 

 Both DSLR and VR cameras can be used to 
create content for online learning platforms, but 
VR cameras offer the added benefit of being able 
to create virtual simulations and interactive 
experiences. 

 In medical education, VR cameras are also being 
utilized to generate simulations of surgical 
procedures and other medical settings in order 
to improve learning outcomes and give more 
realistic instruction. 

 The use of virtual reality cameras in higher 
education is still in its early stages, and more 
research is needed to investigate their potential 
uses and effectiveness in boosting learning 
outcomes. 

 DSLR cameras are frequently used to teach 
students about visual storytelling and digital 
media production in journalism and media 
studies classes. 

 Virtual field trips and simulations of historical 
events can be created with VR cameras, 
providing students with a more immersive and 
interesting learning experience. 

 Both DSLR and VR cameras can be used to teach 
technical skills like composition, lighting, and 
editing, but VR cameras also allow students to 
explore with 3D modeling and animation. 

 In language learning classes, VR cameras can be 
utilized to create immersive language learning 
experiences that allow students to practice their 
language abilities in a realistic and engaging 
context. 
 

 The use of VR cameras in higher education can 
also help to bridge the gap between theory and 
practice by providing students with 
opportunities to apply theoretical concepts in 
practical settings. 

 The usage of virtual reality cameras in higher 
education can also help to address accessibility 
challenges by offering students with virtual 
experiences that are not always possible in real 
life. 

 DSLR and VR cameras can both be used to create 
content for online courses and virtual 
classrooms, but VR cameras provide more 
interesting and interactive experiences. 

 The usage of virtual reality cameras in higher 
education can also assist students prepare for 
professions in industries including virtual 
reality development, 3D modeling, and 
animation. 

 By giving students new and intriguing methods 
to express themselves and explore their 
interests, the usage of DSLR and VR cameras in 
higher education can assist to develop creativity 
and innovation. 

 By allowing students to collaborate on virtual 
projects and simulations, the usage of VR 
cameras in higher education can also serve to 
improve collaboration and teamwork. 

 The usage of DSLR and VR cameras in higher 
education can help students prepare for the 
digital age by teaching them vital skills like 
digital media production and content 
development. 

 By allowing students to explore different 
cultural viewpoints and situations, the usage of 
VR cameras in higher education can also help to 
deliver a more inclusive and diverse learning 
experience. 

 Both DSLR and VR cameras can also be used to 
create content for social media platforms, but 
VR cameras have the extra advantage of 
allowing for more immersive and interactive 
experiences, which can assist to enhance 
engagement and reach. 

 The utilization of DSLR and VR cameras in 
higher education can assist to improve the 
overall learning experience by giving students 
new and exciting ways to connect with course 
content and acquire essential future skills. 
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DSLR cameras offer a level of control and precision that 
other cameras cannot equal. They provide 
photographers with a high level of creative flexibility by 
allowing them to change the depth of field, shutter speed, 
and aperture, among other things. DSLR cameras 
continue to be the major tool for professional and 
enthusiast photographers due to its high-quality 
photographs and adaptability. 

VR cameras, on the other hand, are designed to capture 
360-degree views of the world. Because they are lighter 
and smaller than DSLRs, they are easier to transport and 
use in a variety of circumstances. VR cameras are used 
for immersive virtual reality experiences such as virtual 
tours or training programs. DSLRs, unlike VR cameras, 
cannot create the illusion that the viewer is truly in the 
scene. 

Virtual reality cameras, on the other hand, usually have 
limited manual controls and depend on automatic 
settings to shoot photographs. 

Between VR cameras and DSLR cameras, there are a 
number of significant differences: 

Fig 1: VR cameras and DSLR cameras significant 
differences 

In terms of image quality, DSLR cameras tend to produce 
higher-quality images than virtual reality cameras due to 
their larger sensors and greater control over the image-
capturing process. However, virtual reality cameras have 
the advantage of being able to capture a fully immersive 
environment, which is not possible with a DSLR camera. 

Conclusion: 

In this study, DSLR and VR cameras in higher education 
are compared in terms of their uses and applications, 
advantages and disadvantages, and effects on teaching 
and learning. The results of this study have significant 

ramifications for teachers looking to incorporate 
technology into their lesson plans. It has been 
demonstrated that the usage of DSLR cameras in higher 
education increases student engagement and improves 
learning results, particularly in the areas of multimedia 
and visual arts. The usage of DSLR cameras, however, 
also necessitates technical expertise and can be time-
consuming. On the other hand, by generating immersive 
and engaging learning experiences, the usage of VR 
cameras in higher education has the potential to 
completely change the way students learn. However, the 
use of VR cameras also requires significant resources 
and technical expertise. 

The comparison of DSLR and VR cameras in higher 
education emphasizes how important it is for teachers to 
comprehend the advantages and constraints of each 
technology and to use it in a way that is consistent with 
their learning objectives. In order to improve teaching 
and learning in their particular context, educators should 
think about the pedagogical value of DSLR and VR 
cameras. The use of technology should also be inclusive 
and accessible, taking into account the needs and 
preferences of all students, according to educators. 

The comparison of DSLR and VR cameras in higher 
education generally leads to the conclusion that both 
technologies have the potential to improve teaching and 
learning in distinctive ways. While VR cameras provide 
immersive and interactive learning experiences, DSLR 
cameras are particularly useful for taking high-quality 
photos and videos. But pedagogical considerations and 
alignment with the course's learning objectives should 
be used as a guide when using technology in higher 
education. Research on the potential of DSLR and VR 
cameras in higher education should continue in the 
future, as well as on the best ways to incorporate these 
tools into teaching and learning. 
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