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An Immersive VR Learning Environment for Personalized Learning:

A Journey to Explore Ancient Poetry through the Four Seasons
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[FH&] AFREFIAT A S RFTAR T W K4 LA REZ X EBRTE (immersive virtual reality) 5 -F
%4, i CoSpaces Edu Ml B A LG4 L2 HRY RASLAELABRLEHNZE R AAERY, TE&46
A xFAHEY (self-regulated learning) Zia etz X F ¥ (game-based learning) #9&EL, & B RR T
EEEMAF, W AEMRE T EATFEERER D,

[MsF] iz XN VR: vREHEFH; BMAREE: afAHS Y, @RXEH

Abstract: This study designed an immersive virtual reality learning platform centered on classical Chinese poetry and
the twenty-four solar terms. Utilizing CoSpaces Edu, a personalized online learning environment was developed to
enhance students’ motivation and comprehension in Chinese language learning. The platform integrates self-regulated
learning theory and game-based learning design principles, incorporating scaffolded prompts and interactive tasks to
support knowledge construction and reflection through exploration.
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M FBAZ AR 695 R, E#E 3% (virtual reality, VR) LI 38 K 35 5 BT 12 397 /& A 743
SRy, FANZERERARRRABGEREHE ., BERE T, KFaHaRREEHZ
B, USRS A PR, HHFSEMN BRI ALR 0K R BREE TEFIR, ER
SARMEAHE, A, KR EFH-FEEL, ZBEBK, BB, FARXID AT, ¥
S AR KEBREN IR, FE—FELSERXNEFEH (game-based learning, GBL) , A 3
AHEFAEATHEE, WHEEALLEESA VREHNTY, TURHARSE A GAEBI S Z
(Lampropoulos & Kinshuk, 2024) , EZ £ £ EH P A HIR TR, RAKZGBRM
S, AR AINEHER.

ABANLEE P, a&AHFEEH (self-regulated learning, SRL) ZM T &, #F [ 3t
BN, TERR]. TRE] ZKAME, —. 13 AHEFREALEH,, BRAKEFTIH,
STRFHAAR: = KRR BEEadEdTaflai, REEE., AEFHR%: =, RE:
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FHEASPHRARER, E—FRELFHARK. KT ORI, B9 BRIUT, TEHR
T, HEFEHR, AEFG %, FAEFERA T ERERREMBRGAR, TH R
FaRANHES, EnBEEpRRES, RS AKRANH (SR) EERTHE (VR) &
#7469 SRVR # H 3%, RABARSHFESHE . SRL ft /) A 3&4042 & (Wang et al., 2025)
Bk, AATRHKADBARE G T bEs, T —FRNRX VREFE, S8EKRHFH
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AAF 7 4% B CoSpaces Edu (L H1& ® % % Delightex) #M AR E-F6, %-F6 LHEALA
F O E M VR E U, RS AWM, i, RXESENM. NETHRSENE
M, CTHB% ARG A GG FRIEMG LR, BT EAEKRETENGFTIST,
Rk £ B ARKXEE (head-mounted display, HMD) 1705 X85k, SRAM KR4, #h
FHAREEFAMIEX VR 0402 L5 VR AR EH0EH AR (Matovu et al., 2023)
A, AFRMEEATEX VRAEEE, PG AT ARBISERRA L LR
B BB BEE Bk

VR BAT CAE Bl AR B S AR EGEAT TR IR, S8R A A AAHS A (Liv
etal, 2020) , LA BAANFEAEIEEHZLP (Changetal., 2024) . LEFFLHET, VR
B ATREH Y, —RAARGORALEGEERE, THHRAAE, AR, TRAEHE
ARR %S AARRE L, VROBRNGT XREERATA LR AT DFOHEHE P,
B AT EEHZ—, AHMARLSRBEH, 33, HOUHEMANAT, MR MEA,
B HHM AR SIABIEOLT, AXEME, SHSAMIEIE, HEHPLEEH K
B, EAFHERE, HATHRIARGRHREDG VREFREXEHXE T XERGETLE, K
FRAT FALFHA A LA, Bo—TwHiR, frEmsBTHRk, FALR-T O
AFRNLERE, REARHAL [FL] Fabwgsn, [Bd] HROBRL,
22 FR B RHE

AFHRAN AL B A Al @EEAZwEiTEFERE @ 1), 55 [#HME
Bl TWEEE]. TEEIRE ], [TEHE] AZAETRN, BoWERAN L
KR, BEAREHOFAGRRFANG, FAEBH—AMRARITIAED, £%
BAREH B A AFIMBRI, BHREHAT MG OF L, CHELTMFANEFHE
RHE RGBS, FIERZ X VR 60451, SRF Y450 M E Mayikhl, T AE
ERIAFRGIFESE, LK ALFHFAS B FFAGARR 09 AR &, AR 3539 090 69 22 /7
P

EREHEFE P, RAIGHREREARAN M. BRREINE A 5T B
WERMRSE, THZAEOE, EHRFAMREARAIRE, YELTRL. AL
HEAD BAR A EIRE A 6985 A 7, WS WG B ARSLAVE M REAE R R P LY
M, %—7maks B BAHEH G (AR ERET, AERRSE L A KHAH L AR
FALE, ZRRERWET. — 3l 2SN FREFREFFRT (B 2) , #aR
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BEERELER, FRTEERABEAY, RESFERBCALTRTET—M, BEL
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RABFRBE B REERER TS, EATLEORRRTH: = AR FHATAG
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AR H P EAENALHKE SR, A3 —BEUALEFAAI MY VREY-F6. #9
WiZ X VR 9456, ZHEZERRAT S RORE IR, RAuGRE ROGRA, REAR
WYL, EAFAMMEOHER, AAERG ARG RRGARELAFETL. K
RBGHHE TR, BB FAOTRRRERRR, BT EEYREAT RIS
A RYUERI, oRAGEEA, Bl N A AR ) FRRBEEORK, ARHE AR
B, LBE, FEHORHAR AT ECR S VANV E, HPEOR TS5 REENIE,
BA B A F RO ISRk, FHBEAGR EEY, FATUREB A & AT E, &
AR AR A R A RAGNR A E A, R, B2 F R L2 H R A0 VREA
WEY, 8RR TMAEEBRRNKR, KAZHITHHZTRAOVE,

£ GBL BT, HERTHIFRARAF U AWM R F . T A5 R RAZS
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AR T ok B 098 m A Fr, WER A REARENE. RIE Kao FANF R, EFHEFIREHK
ZRTHER (scaffolding) TRAZ A %#H Y F. HAMEEEM (Kaoetal,2017) o &
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R Zhao 5 AW9AF 50, Fah 8 HAH BRI VR F & H AR F A ERFBREY
RE. FHIME, FHRE, AAR R a KRB (Zhao etal,, 2024) o« AFHF AR K
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AFEALERAL LS T M, ARFLTEMEAH, BE, HEALERRETS
¥, @ STEAM (Science, Technology, Engineering, Arts and Mathematics) #8 B %= 3% 32 A%
7, ABREAMIE G Fod@B iR RE LS, MAATRHE NEEREHEZIT, VR R
BREAFEHFE G, SRBRZFEDROVE, REAEARRARRAGFHa LELBE 2
Fo

AR FPHALSZEEERGTHEHEAGE, RARSS L ABAENZH, &
SEFEAMERUER ., @ERA T MBI FREFANETESH AT, RELERELIEERIR
PATE, HARREM, §EAMNERLE R, F, FHREE TR, AER T RS
W, REFEBFHLFRELAL, RFWRELAATAIURZA, L RBBAK
(B & FUE AN

WARE R, TS ERBRRME S L LB RMY), G SRTHR, MHF LR
REERARFEGEITEE . MF AIBAT R, BROZ ZELREE AL BPIFRR T4,
THF AL EER, EAAFHM, BRAK, FREEHR., AEFFTAHABRIRETES,
AWM EENEFITAH, RETHREBBARGKE AL, HEELTRKETRRAY
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AR, RHBARER, 3R EmaR ),
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