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Abstract: This study adopts Spherical Video-Based Virtual Reality (SVVR) technology to design a curriculum focused
on Hakka tea culture. Using the Tongluo Tea Plantation in Miaoli as a case study, a multifaceted digital course was
developed, covering topics such as tea tree growth, pest and disease management, tea-making techniques, and the
characteristics of various tea types. This course gave students an immersive learning experience to explore local
agriculture and tea culture. The study involved 20 fourth-grade Elementary School students who participated in a
3-hour course. Data collection methods included pre-and post-tests, interest questionnaires, classroom observations,
and interviews. Results showed significant improvement in students’ knowledge of tea-related topics, with 75% of
students reporting positive engagement in the interest questionnaire. However, classroom observations and interviews
revealed variations in student engagement and interaction depth. Some students quickly skimmed through the course or
relied on peers for answers, failing to explore the informational points thoroughly. Overall, integrating SVVR
technology with local cultural resources effectively enhanced knowledge transmission and emotional connection in food
and agricultural education. However, further optimization is needed in interaction mechanisms and course design depth.
This study offers a foundational reference for promoting digital food and agricultural education and cultural heritage
teaching centered on tea culture in the future.
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2.1. KA K H (Spherical video-based virtual reality, SVVR)

R RBERH A (SVVR) RiGALFTHE 360 HAT, TRZBMNAKE AR, EA
HAERZXEHEZGHE . SVVR BATEEMATHETHRAE. A EFREN,
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it SR kA, FH AR E R A ALK F,

BEUMRAEGELETREZRXNEY . KFAHER SR TR, FAEATERER SVVR BATR
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MRERHET, $AEASAREEHITARAAEBEE LR, U2 — WL AR AN
ERAENE, BP LS4 L ZATRBMNBERESE TS, EAEIZEOEHHEN
R, R =90 —0EANMEARRETRE, RAZQREHAMEE, LRAENR
MR E AR EATIRE F B B E Aok, BRRAZRFBAZE T RY, A DR R,
T AR A4 RAREAT A BRI, 2BOBANEVERS, $AHES TR, BRHTEAN
WEURB, GHRERE—IBTLEAHZGNERART. A HBARARAEANENE A E
Tk, BATTRRBFAAREAGNAWERS, Pldo, 24 SH2 #3): [ FeLpéss
B IRAFIT, EKFIFFEERAE R, 15 RKIRFHEH T — S IFRA A | T—&3
BAGHETEENEE DM, RARETH T, R, 24 LR RALEEIES LG E
Bo 4 SHOS R [ ARRBY, RRFEMRELLY, EAMRS REHTULERE. |
R, CWHVESEAE R h HATHAE, Blde SHOS RE|: [ 4HEHENE, HHREEFRAST
R FE G, | EARZMAHNRZAENERERT — 2 HE, B Kpa 8L Fa4,
4360 F R RAANRA KR, AREFRRINARAZIRLEANE TR, KEHTF
A e HABGTETHY, BTrHREOMENE, Ri, SAHTAREOENLZDHHTL,
— RS A M AREET HAE, BERARAEHGHERREE TGN Z. P, F4£ SH A
T TARE: [ A G ARG ETAH, THH—LE TFKNE, AR ERE T. | ERBE
A MBI RARNE R EFTE—FIEL, DR ESLANENER, EERT, 360 B%5%
BEZRMREFLDFARDABE T FANEHER, TARERIT RN, Am, F4AA
ANGFEHENEL G T EMARTZH, ARREZXFAREFR WAL S I ETHREHRL AL
Lgefact, UFEHEARTRERRAENE, RN, SHENMAREREFKRE,
T — P RAEEGEE R,
5.2. FEARE
mAEFRES L BERERRHZLAELAT EGHE, AL l. AEnE, £8EBM7]
ABIIF @A T5%A (n=15) REMA F; EANBRSFEAGH 70%489A (n=14) %
E@Ek; EEAMMIEBEEA T5%A (n=15) REMEAH. 27T A 360 IR T RLEH
KPR E TN, FFEBREEF IR IANE, KOaRATELENEY
B fe R, BHEGNFRREHARESLNZVART TR, T2, THHK
GREERERTTORATMEYE T LA MR F, L TRMES T OHFEARN,

H RS T HEF &R
R 1 FAEAE 360 ERFTHGEEBRT AT HILBRL
FHBE RE JE R BREAR JE @R
%) GEF R E+R &) A &b
51 AR AT F s 4.07 (1.23) 15 75.00%
MNAB LS 3.96 (1.41) 14 70.00%
A FLAR 4.02 (1.19) 15 75.00%

5.3. EFFEA

iE F) Wilcoxon fF 985 #0 AR & AT AT 45 3L, 5 A 2 5 Bt AR Bl e 33k 69 AT 1208 B 515 0 12 B
FER, RA2, oA, 2AGFHEN A 524 4 GBEZ =1.83) ; KRAM-FHESL
8.56 o (AZZEZ =149) , z=-3.82, p<.001, F#HFBERE, SHETEA 360 TR
L REBE R LR EIRS, RASIGES AR, EMRAET. REIFRRE
BAEE T AL W HILM, RRAA A ER TR EL AN T MEAAEM N LIEE K
ZHSNHAERGYE, PHEBT URBRFTORI A LT &, BERXEUFGFL, 8
BEAn it IE @A, BARE AR R E AN HRA L, FLEEBS R QXX £ k45
P, BESR) AR (R BETG LS., RSN EEREIR) TEHA
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AR, 360 ARFHEREBTILRERABRAS LGS F AR IR TR, 25
ARG FITARLHRE LNAERL£F. 2 FAEARRAEFRANEERN, HRENEE
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WG EA S HRERIFH RO E S, (AARE ARENEZREEE SR i
— R, UemRIE TR,
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EARRNGHRAENER LD FD) . EBRTRAERIIRDFZERLFAG A, 28N F 3
HEE, MERZLFRAGIFRIGERANEH . KRR TE—F KT H BT HIAE T
HRFAENFERX, IRRBERKEH DA ZY AZREARRLETRE, RIATAEY
SR RGEH B R

360 RIR TR R E BT IRRALERAFLEFHIER T @RI HBF Rk Wik XEEHx
BHEBBENAEK, RABRIT KASSLENEESN, HH AL TLRIRBZT R ARAZF AT,
R, FAEHAREPOTRIERZIRNLD), — G ABRRT TR, BRREEAR
MEBE RN . AR T R BA TR R 5 BRI G I EH, L4 B0F R ft
#al, FRFERNRERAENE. Wb, TITHRIERXALFLELERAZFTHORA, DK
AERENEARRELANEET R, E—FRAFHEROGBE ML,

ARALLARST S A S BAR M Sk 09 F 48 L BT, REARBAEL, RBEFHE, 5
EREA AN F IR LEATHREINE T R R, 35S £ LR R Fo@ MR TR
AR LA RE, BrASHREBETREN T @NE g, ARIFLTHEATGE
AR RS E ST G, Pl E S IR 4k FAER, A A M AR A ik AT
W, AR, THBSHTEXEHIES A SRR, &—FRARAZOF A
PG HARE
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