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Abstract: In primary school Chinese education, emotional education plays a vital role in cultivating a healthy
personality, promoting mental health, and enhancing social adaptability and interpersonal relationship handling ability.
However, compared with cognitive education, emotional education is in a weakened position, and teachers lack
effective means of emotional stimulation. This study aims to explore the feasibility and effectiveness of virtual reality
(VR) technology in language education. This is a prospective study with a pre- and post-test design. The results showed
that the students showed a high willingness to use VR technology in language learning, and they were eager to continue
to use VR technology in their future language learning. In addition, VR can enhance students' emotional experience, so
that learners can activate their emotional state and enrich their emotional expression when using VR to learn Chinese.
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1. 3]

CUH#FECRARRE (2022 F0) ) 45, HRHKH RIBRF AL A RIFA
MM ERESE, ELREEREFANFRARRAIERSEER. SATHBFHRT, XK
R KEFENNFRET, RZFREFTFHE, BATHEHKFTOERN., BHAXTTEA,
VR i@ i 7 £ S huAe B FL O HUF], A ke A RIRAL R, X AEIFHE R AT R A LK
(Somarathna et al., 2023), VR & —#PAZ M E R IRGH X AR, T AL F A BRI P
BRI, Mg IR A IR, BRI B ML, WAesh S, LSS kR G (Akgiin &
Atici, 2022). KR, B TRERAS . HREFSHLILFHETREK, RAEKF TR T
Rt 69 25 T 3D 2 A2469 VR B A Bk bk, B F 3 A9 69 i #0355 (Spherical Video-based
Virtual Reality, SVVR) 7£ A —#F VR, B A iRz RKi%. MA&KGE. H T elEF 5 TirF 54,
W AE T A VR 89K 7 £, 4& A 69 2 EduVenture VR 7 X 49 SVVR 5 3] % % (Geng et al., 2021).
BHEK, VROERAESEFHF LR EK, TIER VR &2 — & & 691 Bk A A
(Somarathna et al., 2023). 2K FART, FF VRAEA —FHFERBERENGTF L2 R E L,
BT, ALK VR BERBANELHKFRER, B TRALEARAFATET @ TR
Fo K IR R K. B, AR B AT A

FIAL 1: F 435 SVVR E 46935 L5 3 & B Ao fT?
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AL 2: SVVR X #6915 L5 3] 8 & 3% 52 4 a9 1 BAR IR ?

2. X#R4ZRHE

2.1. SVVR #5# T EZREFTLE

TR X B ML EHKFANBIFIFTHRARW A, FLCIEHAT VR ERKEHK S E R b #H
AFah . R, 9 F T E (4w SVVR) BRI LTI ETHEREEH, LRETF
A % F P a9F EAe RS E(Granic, 2022). HE Y, FAMEAXRAHEARGREA P, NGS
BAAEEXREZGERN. UTAUT A SHITA TR A SRR, 57031 TAM £R 458
ARG EY, QLMW ER: TR E . 5 HME . AR afe st & (Venkatesh
etal., 2003), AFF ¥ B UTAUT B A, #HiT ) F AKX SVVR RN ERALEL, AHF
MHEAAEH SVVR RARAEMEHKF P oy o m R4 LM,

22.SVVR 555 #F

BT VR ITAAFIHZREALFEAFELEGFIRE, B CAESKFT PO AD A
J iZe —MGERARKNBTFITHIEREABNE. viEfT %3], UREXR, #BIC
Ao LA F N So 2 F % 5] E(Zou et al., 2024), M KIE TR K K AeiE T 4543 5] B R P 416 i 45
FAfIRFE TR T @GN F LR, SHRERGXERY (Huetal, 2025) . 1HE
RALBREG T RERIS, HIEZT R TH. FHhPSETAIR, 2 RAAANIT
A Bgefailde, AT VR 9BARA R Qw5 KF R, HRABBRERERBERE R T aETE
R (Somarathna et al., 2023), H ¥, ZHFREILRBEA G AR %, B8N kB & T EA
T B AK & (Posner et al., 2005)0 M2 XL T AAREH ARG TEE, mRBifhid 7T A 32543
FEREE. Ak, ARG ABL _HHRERIAREARIFEFAEALEERN VREARF TG
B RBIRE T, MRmIEH VR EH AR 4 1 BARR 69 % vh o
3. AT ik

31 R5#

AR EEERATELLRTENFEFAANNERGF A, L5154, X P F424 4,
B EHHBIPARS AT LA 2 A VR BARSEITIRIR, AL EEHBLET wIFRE
o, FRFEMAGHBFTTALE KT,

3.2. FBEA

AT 1FAE VR L BB L HF PO TITHAERERRAKKR, ARAR HFE T EANK
it, BRFBRL (FAHARGER) FHFEHFRT SVVR TR, FIAT, H5F5F4EEH VR
k&, FHEATHRNKATN, Ekd, HFHF SVVR B R B HKFHENRT, REFELY
SVVR Z s B RN RGN, FiERE, FARBEARIT VRERERNEGE L, F14A
AP A& FATIT K

3.3 WELA

1% B UTATU # A& %5189 VR HRE A &= 2 & b3 A VR A ER, =AKA
5 BERMHERBITIES, KNIEEF AR F)E SEET R &) F. R AL WA7 )5 H RN I fa A~
AT RIERFEER VR FI G FERT. BRT 12654 (AP58854) #7415
SaP g F M AT, WREAMER VR £ E LTk, Bx. RAZRAELLKEK
1A k. FANLFHEBRAKF 1 3 12, 47iTH S1-S12,

4. &%

4.1. FLEVR HEREZLARDH

2 & HATE BT, KINE & 69513 B (Cronbach's alpha) % 0.898, B 2 & T3 K
HAiT 0.6, AN ZEAEERF. FZXELTERA LRGSO ERTRHTFOMN, KAELEE
=6 CR A2 AVE A5 A KT 0.7 #2 0.5, BLO& T = 6908k 3 B A= K 9 2k B & 4T
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ATAEBTMALERGNFANERN VR ERK#ITELFINER, £ 13 VR HAR#E

AEREAERBETEHEEATTILE. BRET, MMAEETZN-FHEHALITT 3.6, Xk

BN At VR RRBABLF I B M BROSE., 31504, R EMG-FHES
K38 Al B FAJET R EME A VR HARBATF 5 Lo
# 1 VR BEARAE A &R = & OGHRE AT

Item Min Max Mean SD
s iRl 2.00 5.00 4.06 760
B IR 2.00 5.00 4.03 723
PRk S 1.00 5.00 3.62 823
1% &) 2.00 5.00 3.86 901

4.2. VR BR 5 F 46515 Btk 2

MR R GK A i il I R OR K &) F, RGBT LR (Lee etal., 2022), 3t F
HHERBMN ERBEEZG TN, BEBRATONERI T, FIAFEKN 5%RBLE-F
SESH A 48 (SD=6.643) #= 5.4 (SD=7.989) , @K B VR £33 5, mEHH L EFRA,
S A% 2] 6.9 (SD=6.800) #= 9.4 (SD=8.501) , 4= 1 P, i@iL Shapiro-Wilk #3, #(3%
ERFESHH, LEERTRBHEATZEEDH, Al A Wilcoxon Signed-Rank MK &k
WAEF DA H AN BB £ F. REBENRLER, FJBHHEAM (p<0.039) 54iz
(p<0.005) BEFHFFIAT, AWHARBELNTRLEZ AR E, LW, VREREF I
FASKHER LB %5 E L

124 m  ofusy
& TnH ERERE
10 4
g 0 ‘
P
=
i © @
=
@
£,
n
2_
04 m .
ESTRHA $IRHN ¥ TR £

B 1 HFRRERERR

BE, ik AT HE, £H N ESH (Mayring, 20155475 3k &, HHFHRA
* & A VR HAERE —F OB ARIFRE T, BREAW, TITWH =0 _5F4iLH VR
AE K AR 3T R B ) 69 R . AT AR5 A RIS & A

S7: KA B AT P4 269 F AR KA IEF b, JEF N, B E % RGN
Rt g, WAR R I E 69 2% R AF AT

S10: RAFW TP BN ETILRRBIREE, RIFH, RAENLLFRM, RTCREEE.

S12: KAKFLZAETHFEZN, NNIELH RS H T HLELT AT E RS, K
TR EAGTFERTE, FRRBART, CEERN,

XA RF—FHIER T VR B A FEFRT@OER, 48T VR HRETE XK
¥ sSTRAMREGH L AR T A TR 6 RLES,
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5. it H5RZ

AAF B AR 3T VR 248 L 3 P RO A 093 R, A8 VR X098 L 5 AL &
RO T, AR, IEFEERNZEFRE “$FEEF”, REDHIEST SVVR L £58
BELFY], EMFARRAERSZBELFIHRTFEN VRER, M FEEREY VR B RBEAT
EXFAE, AHERERERRAFFRRES (QIFEFE AN FRBE ) 48 2 F0RFA, ik
BT SVVR Z#F FHELF ) RIERFRERGAZKER. Adm, KREEHATRZL, &MLk
RAAEEYT KARXTEE, EolXFE, S o VR BERETRRAKFZE R TR AZE.
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