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Designing and Evaluating a "Guided Social Immersion'" Workshop in VRChat
for L2 Speaking Practice
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Abstract: Open social virtual reality platforms, such as VRChat, provide immersive environments with high ecological
validity for second language (L2) speaking practice. However, learners often face significant barriers in these settings,
particularly social anxiety and a lack of pedagogical structure, which hinder effective engagement. This study introduces
"Guided Social Immersion" (GSI), an intervention model co-designed with experts to establish a dynamic balance
between learner autonomy and instructional scaffolding. Adopting an exploratory case study approach, we investigated
the impact of the GSI workshop on 12 Japanese learners' Willingness to Communicate (WTC) and embodiment through
mixed-methods data, including pre- and post-test questionnaires and semi-structured interviews. The results indicate that
the GSI model significantly enhanced learners' WTC. Furthermore, avatar-mediated interaction effectively mitigated the
fear of negative evaluation, while a hierarchical task structure provided robust scaffolding for meaningful linguistic
output. This research distills three educational design implications for social VR environments, providing a valuable
reference for the practice of Computer-Assisted Language Learning (CALL) in virtual environment.
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DERIRRE RS ZiEF (L2) JFeEs, BEE, 2 AFREHARTER
(WTC) KTFTHFRFIFLEERARETPHIRL, AV EAFE (XR) BRAGAE, B
PIHFE (VR) B ZHFFRTREZXNGHFEMN, FIFTALEMLEY (Avatar) £AHF
THPHEARAC, BT AL GG FESARAEE, % VRChat X AE 8 3 F 002 X4ER
P&, bR BEEMHEEARA P L, AEXIFE P HITEEGIES IR
(Yudintseva , 2023) o SFiEAFZ A, EMAEH K FILEXAKE L L H ke h s
fRiEs e, BRAFZIFHNE afzs, HME#EoELRK (Kaplan-Rakowski & Gruber,

2023) . Huang %(2021)i@if & 44K AR f= VR 3255 £ I 0950, RATRXEHRRKAE
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RAERIZXEZFHFEFGHE S . Wu024)F i+ Ttz X VR R332 T F I A5 B %
", RILERBMRAFAEGHIA L., I, Jong F(2020)5F 50 T A AR E DAL FE 12
EFL D& PR R AR, RALRIERAFIZWHREDELRAFF ] BRI, KM,
FHR XA VR RETF @A A d. BRATRERKFHEHRFRA. FIFZLELRD
2k, Ao EMERRGHE A G ENEERRFELE, TLEAITNEHEHTIFHhZ L
MA R, FELRAPIRFEZEIETF (Ahlers F, 2022)  IRFRLERNETEASAE
Wiz AL Z ML F IIANKF I RGO EEM (Chen %, 2021) » A, FRAALRK
JE AT R IR A 69 A A K RAL A bR 2 RN T

Bk, Sl 2T XA F A 289 5] F RAF LR AR RITIZ A, mRAHATH
FAHRARAMBGHARE & AARXUAFZFIARLEESAZZHFEZLANA (Lave &
Wenger, 1991; Ellis, 2003) , &3t 7 GSI TH3H#E X, §&ilid R ey b5 22380 ks
NHEEE, FHERLZIEAER.

QAR T &
AR K IR E W EB AT, ARG LR R R Eh— F R MBI
8 5 4% o

2.1 XL 589#4R &

I, XM INEIF T 442 VRChat R E (B &/ A MK N2 A VA
L, B KA 20000) FRT 3IRREGTREITR, NEEZZRET: EHA
VRChat F 7 & H & #8497 WEAF, TR I 55 XA ZAF LR Tk, UR e
738 33 F # % R AL B EH BRI R ER .

FipikdAEr, TREZARD, HIFLMAEARI T PIEE Fd B F AL, 1EFRHFHE
F, LKEAREEXABINEHT, ZHEAROHERBARK, ATX—FRL, ARXA
MCKF R e A B X988 A RAE, BB ULBE KBS 0 FEBKES, B4
“HAFE L RNBANT T I P EDFITE L & 9 27%F, 53| FA5E5FERBERAE. Hk
RO IERE T R, b, ERGE, EFRXALZTRAR, A8 E T B ELAE BRI
BFHmb i, ML T, wALR AARNES RS ESFE LY, Bk, ARARES
ZE PN T A S IR G RAME T, @i FK B AR E— AR B — %R —
TRAT TR RARRB L), EBERED T, WHBELS DA, RAL T FW AL TR,
W H HEEL VLA NGRS L5, @il LR34, FREBHEZ P A BARKF LT
PR o
22 REFS5EBAAE

AR TALZIBEAR-F 6 % VRchat A #4857 12 L HiEF )4 (HEKF N4-N3, A%
VR #3504 3512 VRChat 75 3CEE 18] F 50h, FH 6 A, X6 A) , HHEMIL,HN IARE
hE, BANE AANERAE R IAEY, T AR 2 L4 BiE TR K T3]
o A A IR % — AL Meta Quest 3 8 & UAMRIER RIS 0 — Bk, THGHKA
120 5%F, 4B 1 P, BARAART:

(1) #skE58H £%> (20min) : & Tutorial World JP # & AL F 14 (F£3h. IR,
wPpF) , HFBIEFREENBELEYHITR; (2) RAWMEFH (40min) : /& Japan
Street ¥ B ST FALAT T, BRAKAAARPERD B ATRFEME; (3) ZARR
%4 (60min) : 4 AZERE AL VRChat ¥ 89155 R & L& (NG @& fibiE52%) |, £
“NG B3 F, BE5AEH MR T —ANEZELLEGT Li0E, REXFEAARAT
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B1. TGS xT&R: ().80KkFT (b).EFH (c). 77542 % & (d). NG 18 H
2.3 REMES,H

AFRAETATHE: (1) 2HRAMRTBERABFTHERTILEK; Q) FRAMEN VR ¥
RERFE A, K4 A McCroskey #= Richmond & 1987 FREM LA ZR TR, BARZNE
555 VR PRAER, ERNAE—HMERIF (Cronbach’sa~091) ; (3) £ EMNE
THAEHWENE T BRARAZE G R, (4) FIE 24 15 narty F 2 MAE B a7k,
& ZHAER K Welch JRZH A t 030 F 5 R 2, MBERBRR LA EHITHHN: R
FH I AT RITTFAXR, R TP RS Rk 14, MEW % —4
B A ST AT AT IR SR AD, FEMAD B AT TR 55T, A EZEX R —HKo

351 50 KL

3.1 BMRE T T EL S

K54 WTC #F5 A RTM341E 4.11 (SD=1.35) #RH ZE 5 M4 5.14 (SD=0.89) .
Welch t #5362 7~ 2 5 % & Cohen’sd 294 091, %% GSI X xR AF o E/RELAFE AL
AR, TiRETR, ELBRSEMN G RITHIM KNG X, 2545 P3 ffd: “Z£ VR
BHiEATRIR, WHTEXXF, TS AN, " ZAIRARI T B IAIRIE 69 4
WA, B EMEYREFALIL, 2E5FGBERBEIRS (M=507), W “FKRITH K
(M=3.66) 5“8 &F X LR (M=3.16) & T+ FhikK-F. KPEHLN, FIFHARTEL
TR AT ARG AR, mAKREEA IS B9 T A, XAPE RS &
B AT SEAYS, ARERT @F B, EFIHFRTHITEZSZMENEST AL
Ko
3.2 EF TR BN GG E N A

TR, AEEEIHTAENRAZTREILEEREORA. RAELESDT,
XAPRA R T GSI 5 MRS, 5% P2 R, ARAFTRESTHTHEEREE
£, “WRFRFEFABRT T2, Z8@ERE LAV EZ R HE . E—KINEIET TBLT
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WAL VR PR H, EFAX VR F&6F, FIFFTHOEEIHZEMATTH,
f GSI @i A2 & RFFAEZIFMEA B FAES, mAFFINIREH R A RRZARFN T -
3.3 ASX ZIEZEIFE LW 45 &

B 2T A EE GG FSME (M=4.84,SD=0.53), % 83% # A 5HIAH
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3.5 X VR FRETFHHEFR? BT

ZAVALERIN, RMNBHEHE AT ZEHKFET B T

EMANK . EFRAEFY, BABEHEMESs Gelisk, §5%) 24t
T, BAERARABE. AEEF IR, REESAFIERETHAL A SHNLSE
AT EHRGANT, Gl B IR, RA 2B ERREMER R, BT Faat s kay
RAF N, ARF ) K RABE G A R A LA

B G R ESFAAE L ROt RSN BARZ P, £330 H 88 VR 48 T 6k k2R
AB, MRAHRIARBE, 2 RiANFil A, A EFHIER R ETFAAR KNI, A5
AR, TR, F5 2457 LHNZF. EALX VR Y, E5 4%, FHRAE. =HH
B, Bt ERaRFTERAMR TN ER RO X R %, b, HFEAR#—F %
A TR TS 6 5 R, RIEZTRAE GRS, DR RRENE L L,

DEBOILRAX: AN TRKFGFIE, BRESBERGBEILFE S, VR B4
HHToiksmit B MESAIETHFHELWANAE, HHFRTEELEAERETERMEZ
BT, AASHESEKEFIEAAETRMERN, ¥IEFTREZKRELHT
SR gt T RFEA XSS, Bk, KEROHFR T RBISEIR, IHFIHLE
MAREARX VRESFTRAZAE, RHELGALA L,

4.4, RARERAAREZ

4.1 FE L%

AFF 5B AT R IR AE IR IE T GSI T3 A4 VR BiE4 ) P a9 &k, AR AW,
AT ERSAFLITOENNIFT, PEREASATEEGF I HFLEALE VR PR
BENAERR . GSIEARE T — MR TR XF &7 AL MIRE 6 T (75
1%, StimALH EHEF AR iE RE RN FREA 5EE L,
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Bk, AFRELAE (N=12) &), BRAHFRER, FRIPERAGES R RIA
MR Hk, TG AEEHYAR —FEURIBET IR, SRR GHEFIRE LN ARES
FRBRHAFIIE; I, RERXETHRERT, 50 RA FPMAEM T VR i ka9 280
W T ARIZE, TE—FAE EH 0T RF KRS, Ak, FRARKELET KT TRE
89Xt BT, & VRIAEPFREFING EF 2N, E£HRKFRGOKFXITETARA
WHF IR, EHHFIBFHALI FOFRLT] FEE, R, @3y RAAERME, K
FHAH, FFERRREEIG LR, #—FFRKAR VR AN ZEIFXE, LR
TR KT Z RO,
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