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Abstract The purpose of the study is to explore a plan for effective education using virtual reality in
English education. In order to achieve the purpose of the study, the perception of English education
using virtual reality was comprehensively investigated and analyzed for teachers(n=20) in the field of
English education. The results of the study reveal the followings: 1) Teachers are positively aware of
the necessity of English education using virtual reality, but most teachers complained of a
psychological burden on education using virtual reality; 2) negative responses were somewhat higher
than positive responses to the expectation that virtual reality—based English content would be practical
in the educational field; 3) In order to increase the effectiveness of English education using virtual
reality, it is necessary to share experiences for educational experience of virtual reality and need to
provide various virtual reality contents; and 4) For virtual reality educational application, there is a
high demand for teaching and learning method education and training using virtual reality and
provision of guidelines for education using virtual reality.
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Table 1. Items and contents of the questionnaire

category contents item
eName, Gender, Career(3)
Personal eJob, Final Degree(2) 6
information ePrevious experience of using VR
programm(1)
eNecessity of education using VR(1)
Necessitv and eNecessity of class using VR educational
R Y contents at English Education(1)
Diagnosis of ePsychological burden of education usin,
VR English yenolos YR &1 12
Education eFactors influencing the effect of VR
education(1)
ePracticality of VR—based Educational

contents (3)
eExpected Effects of using VR use in
Education(1)
eNecessity of VR based—program tool
use in English Education(2)

eDomain which requires Educational

Recognition contents using VR(2)
of VR based eReason of using VR based program(1) 4
English eEducational environments which require
Contents effective VR based program and
operation(1)
eFactors to obstacle in VR education(7)
VR eFactors to be considered in VR

educational . education(8)

. eSuitable class and contents for VR 18
appllication based education(1)
and support eWillingness to teach using VR based

educational contents in the future (1)
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Table 2. Recognition of the necessity and reasons for
using VR education in English class

Necessity Reasons of necessity

Increased autonomy of

Strongly disagree 2(10) learning 10(16.67)
Disagree 2(10) Bulldmg a Selffdlrected 6(10)
learning envionment
Neutral g(40) Variety of teaching=learning o3 33,
experiences
Educational transfer from a
Agree 4(20)  learning environment to a 14(23.33)
real environment
Strongly agree 4(20) S.olvmg-a Dmble“? gnd 4(6.67)
improving creativity
total 20(100) To reduce space constraints ~ 12(20)




73 wEH 8o th3k w4 <14 xA 15
ool ML B8 kol Washn  olof de AT
SHEE At Al Dol disl Skl g A3 ok
&t WG-S5 AlF, SrEol A AAEH o = Table 4. Effectiveness and Influencing factors of
WEH0](23.33%) 7} 7P Egron] ‘oJolakiA] FHA Education Using VR in English Class
xﬂ O—F% %O] 7] HEH(ZO% ’ ‘Eﬂ'AA X]’%/H {\l% Effectiveness Factors about educational effect
(16.67%), A5x4 537 7+=(10%), ‘FAsid Competence of Instructors
_ B , Strongly disagree  2(10) in the use of new 3.8(1.2)
I o= FA(6.67%) o2 =A e educational media
718 AL &838F JojulSo] gt Alg]A Furks Disagree 2(10) In(;[erna'lizatlion of VR £.6(0.68)
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AR A3 Table 39 Be e Learner readiness in the
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7]_)5]—:_}\21% :2%.3]_0:] s .% o]———Eﬂ 0101 /\]Iilz—:], 1?_1‘:1]—2:]‘- Agree 2(10) environment easy to VR 4.5(0.69)
Education
O & aE AO oF 2 o) 1ol Hokz)k o=
& mavehs AS & ol A FERe] olfra Strongly agree  4(20)  Easy to learn individually — 3.8(1.44)
A Ay A2 AR gk AIZHA A2 A 5 Total 20(100)
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Table 3. Psychological burden and Reasons for using
VR in English Class

Psychological burden Reasons of psychological burden

Psychological burden for the

2(10) new class design

Strongly disagree 8(30.77)

Lack of confidence in the

20 utilization ability

Disagree 4(15.38)

Neutral 6(30) Fear of new gducatlonal 6(23.08)
activities

Fear of class interruption
Agree 2(10) due to disability 2(7.69)

Absence of curriculum and
evaluation method of
English Class using VR
environment

Strongly agree 8(40) 6(23.08)

Total 20(100)
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Table 5. Practicality and expected effects of VR
contents in english class
Practicality Expected effects
Connection between Virtual and
S‘trongly 2(10)  Reality through Reflection the actual 10(17.8
disagree 6)
context
Providing a variety of Learning
Disagree  4(20) Experiences that are difficult to 14(25)
approach reality
Neutral 10(50) Learner—Centereq Self—Directed A(7.14)
Learning
Agree 4(20) Improvmg a lea}rpmg Prgsence a}nd 10(17.8
Increasing participation in learning 6)
Strongly Immersion through Sensory A(7.14)
agree Interaction
interaction between learners and 6(10.71)
contents
Total 20(100) Con.tmumg learning activities 2(3.57)
according to the needs of learners
Selective study suitable to learner’s 6(10.71)

lever
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Table 6. Usability and reasons of VR contents in
English class

Yes No Total
12(60) 8(40) 20(100)

Willingnes
s to use

Reason to use Reason not to use

Motivation for english Absence of learning about

learning 4(16.67) education using VR 2(11.11)

For teaching English Lack of interests in VR 2(11.11)
pronunciation programs :

To Improve theoretical 2(8.33) Lack of information about 21111

knowledge VR contents

To get in touch with Lack of knowledge on how ., ..
various field 4(16.67) to use VR Contents 4(22.22)

Creating an
educational The cost problem to
environment without 14(58.33) purchase machinery and 2(11.11)
physical and time equipment
constraints

Not sure about the
introduction of the real 6(33.33)
class

Table 7. Factors to consider for using VR in English
education

Factors to disturbance Factors to consider

Leaning basic

Safety problem 2.7(1.3) knowledge about VR 4.1(0.85)
Inability to concentrate 41(0.97) bharmg'experle'nces on £.200.77)
on class educational using VR
Lack _o.f gg1dehnes for 3.4(1.6) Providing various VR 4.2(0.77)
utilization plans contents
Reduced learning time by Providing guidelines for
using technology training 36(0.99) class based on VR 4(1.2D)
The bul"den of new 3.8(1.36) Evalua'tlon through 3.7(1.3)
educational media education using VR
Insufficient classroom Providing educational
environment for the use 4.6(0.5) & 4.2(1.2)

of VR education programs for use of VR

282 915 A

°ﬂ01ﬂrroﬂﬁ 7V =
B TPEAS Agsl wgsks WS e 5
73] AF 0] 26.09% % 7P o Ao e
T 28 ol gigh 7ol =gkl Al¥, VR 715k
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Table 83 #o] & 4= 3tk

Table 8. Support for using virtual reality in English
education

Support Training

Llectures for education
using VR

Providing guidelines for

VR education for use 12(25)

10(21.74)

Opportunity to learn
teaching methods using 12(26.09)
VR

Learning method using
VR 12(25)

Development of various
contents for teachers
selective application’

VR—based program

development education 8(16.67)

8(17.39)

Simplification of devices Design of classroom
in dealing with VR—based 10(21.74) environment for VR  8(16.67)

programs education
Improvement of Curriculum
classroom environment 6(13.04) development for 8(16.67)
for education using VR education using VR
PFEA B Gl AT R AR Aot
A7FEA B5o] 29.63%, HEE TNHERE o 18.52%,
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Table 9. Types of Classes using VR
in English Classes

WA FAHL

[e}
S Wl WA= oF 40%,
10% 2 Table 99} 7o)

and Class Intention

Class Type suitable for use of VR Future p

lans for class attempts

Problem Solving Learning  2(3.7) Strongly disagree 2(10)
Edutainment Game 8(14.81) Disagree
Cooperative Learning 6(11.11) Neutral 8(40)
Inqquiry Activity 4(7.41) Agree 4(20)
Project Based Learning 8(14.81) Strongly agree 6(30)
Self—Directed Learning 16(29.63) Total 20(100)

Customized individual

. 10(18.52)
Learning
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