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ARTICLE INFO ABSTRACT

Received: 15 Nov 2024 Financial literacy is an essential skill in today’s economy, yet many lack the needed knowledge

to enable them to make informed financial decisions. This paper explores the integration of

Artificial Intelligence AI) and virtual reality (VR) in financial learning. It delves into the many

Accepted: 24 Jan 2025 ways these technologies create conducive and enhanced learning experiences across all
spectrums of learners. With their successful integration into the financial learning experience,
learners can grasp various financial concepts and improve their financial decision-making skills.
With a combination of Al-driven personalized learning together with immersive virtual reality
(VR) simulation, an enhanced learning environment is created. With the assimilation of the two
technologies previously complex financial concepts are broken down into easy-to-understand
information. The practicality of the new environment and its engaging nature only adds flavor in
the better assimilation of financial concepts. The study goes through current uses of artificial
intelligence (AI) and virtual reality (VR) in financial education, together with their benefits and
various limitations. It also puts into perspective relevant insights from recent case studies. The
findings to large extent demonstrate the improvements achieved with AI and VR in financial
literacy through an interactive and experiential learning environment. The paper concludes with
several recommendations for further research and strategies to maximize the effectiveness of the
technologies in financial education.
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1. Introduction

There was a time in human evolution when humans could not conceptualize Artificial Intelligence or Virtual
Reality, especially artificial Intelligence, which was initially conceptualized in the fictional world. The first sighting of
Al in any writing is found in Isaac Asimov's work titled "Runaround ."The story is about a robot that was developed
by Gregory and Mike Donavan, who were engineers. Conversely, virtual Reality has its roots earlier than Artificial
Intelligence, with Jaron Lanier considered the pioneer of the virtual reality world. He is the first individual to coin
virtual Reality and lead the world's top virtual reality hardware and software manufacturers. Lanier is the father of
virtual Reality (Chhawchharia, 2023). These concepts do not exist separately, based on the desire to solve certain
human limitations. The growth of virtual Reality was accelerated by successful early people who showed that the
concept could be incorporated into many daily problem-solving situations. The successful deciphering of the Enigma
code by the machine "The Bombe" is an example of a historical moment that showed Artificial Intelligence can be
advanced (Nichols et al., 2023). Being financially literate is essential in ensuring an individual manages his finances
and makes the best financial decisions. An issue that limits the traditional methods used in financial education is
their lack of engagement and non-existent practical experiences (Mhlanga, 2020). With a necessity to solve such
challenges in the financial sector, the advancement of AI and VR brings innovative solutions that are personalized,
immersive, and interactive, hence improving the learning experience (Villena Zapata et al., 2024). This paper
examines the integration of AT and VR in financial education, analyzing the impact of the two on learning outcomes,
benefits, and challenges.
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2, Artificial Intelligence in Financial Education
2.1 AI-Driven Personalized Learning
Al-driven platforms advance financial education for individuals by first analyzing their behavior to determine
their specific needs. Through Al-powered Chatbots and virtual tutors, real-time financial guidance is offered, creating
a more engaging and accessible learning environment (Garcia & Martinez, 2023). The environment benefits from the
algorithm's ability to leverage machine learning and analyze data, combined with artificial Intelligence to create the
learning environment (Zhu, 2025). In Al-driven simulations, students can experience real-world situations in a 3D
manner, improving interest in the subject matter they are learning. Through these methods of new experience
learning, students are motivated to pay more attention and be better in financial matters.
Table 1 highlights some AI applications in financial education.

AT application Function Study Example
Al Chatbots Provide real-time Al tutors in Computers & | Sendbird, Tars, and
financial literacy support | Education Tidio
(Prasongpongchai et al.,
2024)
Personalized Learning Tailor courses based on | Al-enhanced learning Mint
Algorithms student needs analytics (Ouyang &
Zhang, 2024).)
AI-Driven Simulations Allow students to Stock Market VR StockTrak, Robo-
practice investment Simulations (Hsu & Wu, | Advisors
strategies 2023).

2.2 AI-Based Financial Simulations

Al-driven simulations incorporate Artificial Intelligence infrastructure and machine learning to analyze
financial data. Such simulations first analyze the inputted financial data, look for patterns present in data, identify
the patterns present, and predict future outcomes. Doing so leads to improved accuracy, efficiency, and better
decision-making in financial modeling. Through the above creation, learners can test financial strategies without
real-world risks (Asquer & Krachkovskaya, 2022). An example is how Al-powered stock market simulators assist
students in practicing investment decision-making in a safe and risk-averse environment (Abbas, 2024). They do this
through platforms such as stockTrack, Investopedia Stock Simulator, or TradingView Paper Trading.

INlustration 1: AI-Powered Investment Simulation Model

Group Pre-simulation scordPost-simulation score
Traditional learning 59 61
AT simulation users 60 70
Control group 64 68
75
70
65 . .
m Pre-simulation score
60 -
55 - m Post-simulation
score
50 -
Traditional Al Control
learning simulation  group
users

The above bar chart shows the positive effect of students adopting AI-powered simulation financial tools.
The students who adopted Al-powered simulation tools had the highest improvement in literacy scores compared to
the students who did not use the AI tools. Such a demonstration shows the positive benefits of the assimilation of
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Artificial Intelligence in financial education. The challenges facing traditional learning methods are becoming more
apparent each day. The world is moving faster than the methods adopted, hence their reduced efficiency and
relevance (Atanasov et al., 2022). Such methods are greatly affected by modern challenges, such as the decrease in
the attention span of learners. With little to no stimulation of the learner's minds to be more interesting, traditional
learning has a standard or below-normal success rate in teaching.

3. Virtual Reality in Financial Education

3.1 VR-Based Financial Simulations

Virtual reality technology enables individuals to experience a three-dimensional environment that they can
interact with in an immersive manner (Oyewole et al., 2024). It is a vast market, with a market value of 15.9 billion
as of last year and an expected growth of up to 187 billion in the next five years. In the context of financial education,
students interact in a simulated real-world financial decision-making environment. The simulated environment has
examples of market scenarios and complex financial concepts that students can interact with, similar to real-world
scenarios (Chen, 2024). It is an important technology that contributes to the advancement of financial education to
a great extent. By simulating investment portfolios, budgeting exercises, and risk assessments, learners can
experience what it is like to do it in real-life scenarios (Ratmono et al., 2024). Some platforms that offer various
financial simulations include the Mana app or Virtual Reality Investment Simulator, which Bank of America created.

Illustration 2: Expected growth of Virtual Reality up to 2033
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3.2 Case Study: VR in Investment Education
A comparative study was conducted on two student groups. One group used traditional learning methods,
while the other used VR-based investment simulations.

Table 2: VR vs. Traditional Methods in Investment Education

Learning method Average student score Engagement level
Traditional learning course 68 55
VR-based learning course 87 92

Findings

e Students using VR scored 19% higher on financial assessments than those who did not use virtual Reality.
¢ Engagement levels for those using virtual Reality also doubled compared to those using traditional methods.

It is a well-known fact that students' attention spans on a global scale have declined for the past few years
(Marathe & Kanage, 2024). Financial education is affected by this phenomenon in equal proportion to other areas of
education. Social media is often blamed for this decline in attention due to the increase in short-form videos on many
platforms. The fact that Virtual Reality, another form of technology just like social media platforms, improves
comprehension is just excellent. Students can now have more interest in financial topics, eventually leading to more
students being financially literate.
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4. Combining AT and VR in Financial Education
The benefits of artificial Intelligence and Virtual Reality, each on its own, cannot go unnoticed. Combining

the two would lead to profound benefits from the merge of the two and how efficiently a collaboration results from
the two. Combined, they bring on board real-time personalized learning and immersive financial simulations,
enhancing financial education to a large degree (Bonelli & Liu, 2024).

Ilustration 2: AI-VR Integration Model for Financial Education

c: S

« Personalized Learning ¢ Immersive Learning
Paths Environments
¢ Real-Time Feedback ¢ Experiential Financial
Simulations

INTEGRATION OF Al AND VR IN
FINANCIAL EDUCATION

The above illustration is an AI-VR Integration flowchart demonstrating how Artificial Intelligence and

Virtual Reality work together to enhance financial education. The two of them have unique characteristics that are
essential in the advancement of financial learning. Artificial Intelligence brings its personalized learning paths and
real-time feedback on board. The two are essential factors as they enable students to get answers to their queries in
an instant and make any corrections in the process. Virtual Reality, on the other hand, brings in immersive learning
environments together with experimental financial simulations. Students can experience how the real world feels and
works due to the three-dimensional effect of the environment. The various financial scenarios enable the fortification
of confidence and experience needed in dealing with the real world. The intersection of the two creates a highly
engaging and practical financial learning experience for effective learning.

5. Challenges and Considerations

5.1 Technological Barriers

Artificial Intelligence and Virtual reality integration costs are enormous. One Virtual reality headset can cost
between 300 and 1500 dollars, and the computer to support it can cost between 1000 and 3000 dollars. That
is an extremely high cost for a single set, with the cost of scaling to a classroom in the hundreds of thousands
(Marks & Thomas, 2022).

Educational institutions with limited access to considerable budgets often cannot implement such
technologies.

Developing such technologies is equally capital-intensive from a macro scale of the industry. There are costs
associated with data collection, analysis, and training to develop various Artificial intelligence models. The
resources, too, are not readily available, with the functioning of Artificial Intelligence requiring the uptake of
vast amounts of water, which humans equally need (Mytton, 2021).

5.2 Ethical and Privacy Concerns

Data privacy and security are continuous concerns due to the vast amount of data needed to create intelligent
models. The use of personal data without consent continues to occur, especially in the case of centralized
servers prone to data privacy breaches (Gupta et al., 2023).

AT algorithms also have bias, as seen in how some unfairly favor some groups of individuals over others. This
is due to how the models are trained, with most preferring lighter-skinned individuals due to the training
data used. In a learning environment with diverse learners, such a preference would disadvantage the darker-
skinned individuals (Heldreth et al., 2024).
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e User consent is a concern as Artificial Intelligence and Virtual Reality usually collect data in real time hence
students may unknowingly give out their data as they interact with the two models without consent. There is
also no information on how this data is used once collected (Andreotta et al., 2022).

e Once used for prolonged periods, virtual reality simulations with stressful financial situations may
psychologically affect learners' mental health. To succeed long-term, financial learning simulations must be
sensitive to learners' mental health (Usmani et al., 2022).

5.3 Accessibility and Inclusivity

e VR-based education may not be accessible to students with visual impairments without adding screen
readers or voice-activated commands. Such features may not be accessible, especially in a setting where most
learners do not have a visual problem (Heap et al., 2024).

e Students with hearing impairments may struggle to have a smooth learning experience when subtitles and
haptic feedback are unavailable (Farhan & Razmak, 2022).

e If the interface is not simplified, students with cognitive difficulties may struggle to keep up with the rest of
the learners (Moulaei et al., 2024).

e For a classroom setting to be inclusive, alternative learning formats should be available in all situations for
inclusive education for all learners (Lin et al., 2024).

6. Future Perspectives
The future of Artificial Intelligence and Virtual Reality in financial education looks promising, considering several
factors:

e Adoption by students and institutions is growing, with an increased frequency of use experienced each year.
An impressive example is the United Kingdom, which only had 66% use of Al for students in 2024,
significantly improving to 92% this year. At an institutional level, more institutions are investing in AI/VR
tools for financial education (Komljenovic & Williamson, 2023).

e Due to the fast advancements in artificial Intelligence and smarter AI Algorithms, more intelligent models
are expected to become the norm in the future. Due to the increased availability of training data and
architecture, it is becoming easier to train AI models. Such is already becoming a reality with the Chinese
"Deepseek,"” which only took 18 months to develop its AI, which is a very short time (Okaiyeto et al., 2025).

e More Affordable VR/AI: The costs of VR headsets are decreasing, making them more accessible at a
cheaper price.The production of Al models is also decreasing, with an example being "DEEPSEEK," which
was created for a fraction of what it took to create other models (Krause, 2025).

= UK Use of ‘ » UK use of
genrative Al generative Al
2024 2025

= UK Non use of = UK use of
generative Al generative Al
2024 2025

~. Conclusion

The integration of artificial Intelligence and virtual Reality has revolutionized financial education despite its
various challenges. Learners can now better learn and apply financial concepts in a way that was not easy to do before
the advancement of these technologies. Various tools such as Chatbots, personalized learning algorithms, and
financial simulations are at the forefront of this advancement. Through such tools, learners practice investment
strategies and risk management in a simulated, safe, and risk-free environment. Research has shown that learners
utilizing Al-based simulations have a higher literacy score output than traditional learning methods. Such students
also record better financial decision-making skills than traditional methods. Virtual Reality financial tools have
increased engagement, learners' comprehension, and retention of various financial concepts through experimental
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learning. An improvement of 19% resulted from implementing a Virtual reality-driven system, doubling engagement
levels simultaneously. Such outcomes improve financial learning, especially considering children's declining
attention span. Practical financial skills are elevated to the next level due to exposure to simulated real-world financial
situations in a safe environment.

Despite the many benefits experienced, challenges such as high costs, ethical concerns in their use, and
accessibility barriers continue to persist. The costs needed to invest in the two are immense, with its adoption only
welcomed in resource-abundant institutions. Even on its successful implementation, customization is required.
Students who are visually impaired or have hearing impairments need adjustments that favor their conditions. Going
forward, the future of Artificial Intelligence and Virtual Reality seems bright. The above is because the development
costs are decreasing, which was the issue for the longest time. If the issues are dealt with, Al and VR will greatly
revolutionize financial literacy worldwide. Learners will access the necessary skills to navigate the complex financial
landscape with confidence and competence.

=.1 Future research directions

Despite the numerous benefits already being achieved through the use of AT and VR, several areas are in need
of further investigation. A focus on how AI and VR impacts financial literacy would help determine if the knowledge
attained through these tools transitions into better financial decision-making over time. The accessibility of the two
technologies should also be looked at, to ensure inclusivity for all socioeconomic groups and those with disabilities.

The other area to illuminate some light on is data privacy and ethical concerns involved in AI-driven financial
education. An investigation on how user data is handled, with transparency, security, and ethical Al development as
the focus of the investigation. Generation of more data on the performance of Al compared to VR could provide a
solid base for comparative analysis of the effectiveness of the two.

Last but not least is investigating how gamification and adaptive learning enhance engagement, affect
motivation, and impart knowledge in learners. If such issues are addressed AI and VR will continue to evolve as
crucial tools in financial education.

References

[1]  Abbas, S. K. (2024). AI Meets Finance: The Rise of AI-Powered Robo-Advisors. Journal of Electrical
Systems, 20(11), 1011—-1016. https://doi.org/10.52783/jes.7359

[2] Andreotta, A. J., Kirkham, N., & Rizzi, M. (2022). Al, big data, and the future of consent. Ai & Society, 37(4),
1715-1728. https://doi.org/10.1007/s00146-021-01262-5

[3] Asquer, A., & Krachkovskaya, I. (2022). Designing public financial management systems: exploring the use
of  chatbot-assisted case studies. Public Money & Management, 42(7), 551-557.
https://doi.org/10.1080/09540962.2022.2069412

[4] Atanasov, A., Chipriyanova, G., Krasteva-Hristova, R., & Luchkov, K. (2022, January). CONTEMPORARY
TRAINING IN FINANCIAL ACCOUNTING-SYNTHESIS BETWEEN TRADITIONAL METHODS AND NEW
DIGITAL INSTRUMENTS. In Abstracts & Proceedings of INTCESS 2022-9th International Conference on
Education and Education of Social Sciences (pp. 141-151).
https://web.archive.org/web/20220519114418id /https://www.ocerints.org/intcess22 e-
publication/papers/Galina%20Chiprivanova.pdf

[5] Bonelli, M. I, & Liu, J. (2024, September). Artificial Intelligence (AI) and Virtual Reality Convergence in
Financial Services: The Power of Digital Twin Robo-Advisers. In International Conference on Financial
Technology (pp. 137—150). Singapore: Springer Nature Singapore. _https://doi.org/10.1007/978-981-96-
3811-6_13

[6] Chen, Z. (2024). Exploring the application scenarios and issues facing Metaverse technology in education.
Interactive Learning Environments, 32(5), 1975-1987. https://doi.org/10.1080/10494820.2022.2133148

[71  Chhawchharia, S. (2023). Virtual Reality is a lot more than an 'Empathy Machine .'Virtual Reality.
https://shantanu-c.com/2023/07/31/virtual-reality-is-a-lot-more-than-an-empathy-machine

[8] Farhan, W., & Razmak, J. (2022). A comparative study of an assistive e-learning interface among students
with and without visual and hearing impairments. Disability and Rehabilitation: Assistive
Technology, 17(4), 431-441. https://doi.org/10.1080/17483107.2020.1786733



https://doi.org/10.52783/jes.7359
https://doi.org/10.1007/s00146-021-01262-5
https://doi.org/10.1080/09540962.2022.2069412
https://doi.org/10.1080/09540962.2022.2069412
https://web.archive.org/web/20220519114418id_/https:/www.ocerints.org/intcess22_e-publication/papers/Galina%20Chipriyanova.pdf
https://web.archive.org/web/20220519114418id_/https:/www.ocerints.org/intcess22_e-publication/papers/Galina%20Chipriyanova.pdf
https://web.archive.org/web/20220519114418id_/https:/www.ocerints.org/intcess22_e-publication/papers/Galina%20Chipriyanova.pdf
https://doi.org/10.1007/978-981-96-3811-6_13
https://doi.org/10.1007/978-981-96-3811-6_13
https://doi.org/10.1080/10494820.2022.2133148
https://shantanu-c.com/2023/07/31/virtual-reality-is-a-lot-more-than-an-empathy-machine/
https://doi.org/10.1080/17483107.2020.1786733

441

J INFORM SYSTEMS ENG, 10(3)

[9]

[10]

[11]

[12]

[13]

[14]

[15]

[16]

[17]

[18]

[19]

[20]

[21]

[22]

[23]

[24]

[25]

[26]

Gupta, M., Akiri, C., Aryal, K., Parker, E., & Praharaj, L. (2023). From chatgpt to threatgpt: Impact of
generative =~ Al  in  cybersecurity and  privacy. IEEE  Access, 11, 80218-80245.
https://ieeexplore.ieee.org/stamp/stamp.jsp?arnumber=10198233

Heap, T., Kaplan-Rakowski, R., & Archibald, A. (2024). Experiencing virtual Reality for perspective-taking
of blind and visually impaired learners.  Educational Technology & Society,27(4), 375-389.
https://www.jstor.org/stable/48791561

Heldreth, C. M., Monk, E. P., Clark, A. T., Schumann, C., Eyee, X., & Ricco, S. (2024). Which skin tone
measures are the most inclusive? An investigation of skin tone measures for artificial Intelligence. ACM
Journal on Responsible Computing, 1(1), 1—21. https://doi.org/10.1145/3632120

Hsu, C. Y., & Wu, T. T. (2023). Application of business simulation games in flipped classrooms to facilitate
student engagement and higher-order thinking skills for sustainable learning
practices. Sustainability, 15(24), 16867. https://doi.org/10.3390/su152416867

Komljenovic, J., & Williamson, B. (2023). Capitalizing the future of higher education: investors in education
technology and the case of Emerge Education. In Research Handbook on the Transformation of Higher
Education (pp. 207-221). Edward Elgar Publishing. https://doi.org/10.4337/9781800378216.00021
Krause, D. (2025). DeepSeek and FinTech: The Democratization of Al and Its Global Implications. Available
at SSRN 5116322. https://papers.ssrn.com/sol3/papers.cfm?abstract id=5116322

Lin, M. P. C., Liu, A. L., Poitras, E., Chang, M., & Chang, D. H. (2024). An exploratory study on the efficacy
and inclusivity of AI technologies in diverse learning environments. Sustainability, 16(20), 8992.
https://www.mdpi.com/2071-1050/16/20/8992

Marathe, A., & Kanage, M. R. (2024). Decrease In Attention Span Due To Short-Format Content on Social
Media. Multi-Disciplinary Journal, 1(1), 1.

http://mahratta.org/Currlssue/November 2024/1.%20Decrease%20in%20attention%20span%20due%2

oto%20short%20format%20content%200n%20Social%20Media%20 Marathe Kanage.pdf
Marks, B., & Thomas, J. (2022). Adoption of virtual reality technology in higher education: An evaluation of

five teaching semesters in a purpose-designed laboratory. Education and information technologies, 27(1),
1287-1305. https://doi.org/10.1007/s10639-021-10653-6

Matsika, C., & Zhou, M. (2021). Factors affecting the Adoption and use of VR technology in higher and
tertiary education. Technology in Society, 67, 101694. https://doi.org/10.1016/j.techsoc.2021.101694
Mhlanga, D. (2020). Industry 4.0 in finance: The impact of artificial Intelligence (AI) on digital financial
inclusion. International Journal of Financial Studies, 8(3), 45. https://doi.org/10.3390/ijfs8030045MDPI
Moulaei, K., Sharifi, H., Bahaadinbeigy, K., & Dinari, F. (2024). The efficacy of virtual reality-based training
programs and games on improving cognitive disorders in patients: a systematic review and meta-analysis.
BMC psychiatry, 24(1), 116. https://doi.org/10.1186/s12888-024-05563-

Mytton, D. (2021). Data center water consumption. npj Clean Water, 4(1), 11.
https://doi.org/10.1038/s41545-021-00101-w

Nichols, R. K., Carter, C. M., Drew II, J. V., Farcot, M., Hood, C. J. P., Jackson, M. J., ... & Toebes, J. (2023).
Machines hacking machines—Turing's legacy [Carter]. Cyber-Human Systems, Space Technologies, and

Threats. https://kstatelibraries.pressbooks.pub/cyberhumansystems/chapter/6-machines-hacking-

machines-turings-legacy-carter/

Okaiyeto, S. A., Bai, J., Wang, J., Mujumdar, A. S., & Xiao, H. (2025). The success of DeepSeek and the
potential benefits of free access to Al for global-scale use. International Journal of Agricultural and
Biological Engineering, 18(1), 304-306.
https://www.abepublishing.org/~abepubli/journals/index.php/ijabe/article/view

Ouyang, F., & Zhang, L. (2024). Al-driven learning analytics applications and tools in computer-supported
collaborative learning: A systematic review. Educational Research Review, 44, 100616.
https://doi.org/10.1016/j.edurev.2024.100616

Oyewole, A. T., Adeoye, O. B., Addy, W. A., Okoye, C. C., Ofodile, O. C., & Ugochukwu, C. E. (2024).
Augmented and virtual Reality in financial services: A review of emerging applications. World Journal of
Advanced Research and Reviews, 21(3), 551—567. https://doi.org/10.30574/wjarr.2024.21.3.0623
Prasongpongchai, T., Pataranutaporn, P., Kanapornchai, C., Lapapirojn, A., Ouppaphan, P., Winson, K., ... &
Maes, P. (2024, July). Interactive ai-generated virtual instructors enhance learning motivation and



https://ieeexplore.ieee.org/stamp/stamp.jsp?arnumber=10198233
https://www.jstor.org/stable/48791561
https://doi.org/10.1145/3632120
https://doi.org/10.3390/su152416867
https://doi.org/10.4337/9781800378216.00021
https://papers.ssrn.com/sol3/papers.cfm?abstract_id=5116322
https://www.mdpi.com/2071-1050/16/20/8992
http://mahratta.org/CurrIssue/November_2024/1.%20Decrease%20in%20attention%20span%20due%20to%20short%20format%20content%20on%20Social%20Media%20_Marathe_Kanage.pdf
http://mahratta.org/CurrIssue/November_2024/1.%20Decrease%20in%20attention%20span%20due%20to%20short%20format%20content%20on%20Social%20Media%20_Marathe_Kanage.pdf
https://doi.org/10.1016/j.techsoc.2021.101694
https://doi.org/10.3390/ijfs8030045
https://www.mdpi.com/2227-7072/8/3/45?utm_source=chatgpt.com
https://doi.org/10.1186/s12888-024-05563-
https://doi.org/10.1038/s41545-021-00101-w
https://kstatelibraries.pressbooks.pub/cyberhumansystems/chapter/6-machines-hacking-machines-turings-legacy-carter/
https://kstatelibraries.pressbooks.pub/cyberhumansystems/chapter/6-machines-hacking-machines-turings-legacy-carter/
https://www.abepublishing.org/~abepubli/journals/index.php/ijabe/article/view/9733
https://doi.org/10.1016/j.edurev.2024.100616
https://doi.org/10.30574/wjarr.2024.21.3.0623

442

J INFORM SYSTEMS ENG, 10(3)

[27]

[28]

[29]

[30]

engagement in financial education. In International Conference on Artificial Intelligence in Education (pp.
217-225). Cham: Springer Nature Switzerland. https://doi.org/10.1007/978-3-031-64312-5 26

Ratmono, D., Sari, R. C., Warsono, S., Ubaidillah, M., & Wibowo, L. M. (2024). Virtual RealityReality and
perceived learning effectiveness in accounting studies: the mediating role of task-technology Fit. Cogent
Business & Management, 11(1). https://doi.org/10.1080/23311975.2024.2316890

Usmani, S. S., Sharath, M., & Mehendale, M. (2022). Future of mental health in the metaverse. General
psychiatry, 35(4), e100825. https://doi.org/10.1136/gpsych-2022-100825

Villena Zapata, L. I., Acosta Enriquez, B. G., Montes Ninaquispe, J. C., Ruiz Carrillo, J. A., Villarreal Gonzales,
L. S., Alva Morales, J., & Sevilla Angelaths, M. A. (2024). Employment of generative artificial Intelligence in
classroom environments to improve financial education in secondary school students. Academic Journal of
Interdisciplinary Studies, 13(3), 121. https://doi.org/10.36941/ajis-2024-0069Richtmann

Zhu, A. Y. F. (2025). Unlocking financial literacy with machine learning: A critical step to advance personal
finance research and practice. Technology in Society, 81, 102797.
https://doi.org/10.1016/j.techsoc.2024.102797



https://doi.org/10.1007/978-3-031-64312-5_26
https://doi.org/10.1080/23311975.2024.2316890
https://doi.org/10.1136/gpsych-2022-100825
https://doi.org/10.36941/ajis-2024-0069
https://www.richtmann.org/journal/index.php/ajis/article/view/13772?utm_source=chatgpt.com
https://doi.org/10.1016/j.techsoc.2024.102797

