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“Flipping” Graphic Learning with VR:

From Paper-based Abstractions to Immersive Manipulations
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Abstract: Foundational graphics is crucial for first-year vocational students, yet traditional paper-based and chalkboard
teaching often hinders those with weaker spatial perception. This study integrated EWova, an immersive VR learning
platform, which utilizes interactive classrooms and 3D model visualization to enable synchronized teacher-student
learning. By observing and manipulating 3D models within the EWova immersive environment, students are expected to
deepen their understanding and enhance learning outcomes.
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