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[Abstract]

In this paper, we propose the positive effects of Virtual Reality(VR) sports classes and the
foundation for VR sports to become the basis of lifelong sports education through the application of
physical education classes in sports virtual reality programs are to be provided. For this purpose, the
effect of VR sports experience on sports satisfaction, sports immersion, and sports attitude factors was
investigated for 281 elementary school students in Busan. Results It was found that VR sports
experience had a significant effect on sports satisfaction, sports satisfaction had a significant effect on
sports immersion and sports attitude, and sports immersion had a significant effect on sports attitude.
The great advantage of sports virtual reality is that sports activities for items that are difficult to deal
with in physical education classes and unpopular items will be easily performed. In addition, by using a
program that links physical education classes with English and mathematics, physical education will be
recognized as a convergence subject by elementary school students, and at the same time, it will
become an integrated subject that can acquire fun elements and leaming elements at the same time

through play or games.
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II. Method of study

1. Subject of study
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Table 1. Classification of study subjects
Division Contents Number Frequency(%)
ender male 136 48.4
9 female 145 51.6
graed 4 91 32.4
grade graed 5 93 33.1
graed 6 97 34.5
soccer 128 455
preferred babsaIT;at 62 22.1
sport badminton 36 12.8
baseball 55 19.6
Total 281 100.0

2. Tools of investigation
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3. Validity and Reliability of the Survey Tool
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Table 2. Confirmatory factor analysis

LOCIIE] Observation Factor SEMCET IR SERLEIT CR AVE Copcgpt Cronbach’a
factor factor error Reliability
realism 642 - -
VR Sports sense of movement 616 .089 10.851"""
Experience sense of identity 815 .090 11.238™ 826 957 806
sense of self 706 .087 10.208™"
psyc.holog.lcal 657 _ _
Sports satlsfar.:tlon
Satisfaction educational 801 121 10785 | 863 921 811
satisfaction
physical satisfaction 533 .097 8.201""
Concordance
between class
behavior and 762 B
mmersion | selfdirected. 82 | oz 788
. 692 .088 10.546™"
experience
Immersion in class 812 081 9103
content
sports behavioral,
P affective and 839 051 12.854"" | 939 961 869
attitude L .
cognitive attitudes
x?=402.857(df=92, p<.001), TLI=918, CFI=949, RMSEA=059

™ p<.001

x* ZHe 402.857(df=92, p<.001), AR A x5
= TLI=.918, CFI=.949, RMSEA=.0592 UEj}t & Q
AoHFE 7|FS FE3l] B ATON AHgI 57
T A7ego] REP) PYsel THEFEI} 9
2o BRI 4 9oitt, WBEYEY 9 B
S(AVE) GUIFA] 5 ot /hadlzl= 1] 7 of
e BEIALT, BFLAEE A5 o] 826~.939,

° 921~.9612 UER} & J|&RX]E &
I3 ATE WYk £ 2 Qo7 BEEgRe] 49

Horr H

_[

NG

4 BA
BEfGEE 359 202 Uehdrh[22-25)

4 Data processing method
2 7o) 2R D] sl AR Alasley
PSSWIN Ver 22, AMOS 20.0& &85}0] Q1 1EA

AL "l B AM(frequency analysis)2 AA|5t

2 J
[
s
Q.
H1
)
bl
(e}

Ql5h =lA™ Q1B M (confirmatory
o)

O v v

ao a2

factor analysis), A12]|% ZAHCronbacn's o),

LA
S o8 PEA

model analysis)S AIA|5HS T

BB XM(structural  equation

III. Result and Discussion

1. Correlation analysis between factors
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Table 3. Correlation analysis result

1 2 3 4
VR Sports Experience 1
Sports Satisfaction 561" 1
sports immersion A415™ .405™ 1
sports attitude 368" A15™ 669 1

™ p<.01

2. Research model fit verification
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Table 4. Goodness of fit index result

fit index 12 TLI CFI RMSEA GFI RMR IFI
result 95.208(df=73, 979 .948 .056 .938 .033 .049
p<.001)
Table 5. Hypothesis test result
hypothesis Route SENCATEETEN | SECer t-value result
factor error
H1 VR Sports Experience — Sports Satisfaction 862 .078 11.289™ selection
H2 Sports Satisfaction — sports immersion 602 .088 6.857"" selection
H3 Sports Satisfaction — sports attitude .328 079 3.457" selection
H4 sports immersion — sports attitude 798 081 11.205™" selection
" p<.01, ™ p<.001
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IV. Conclusions
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