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The Core Factors and Challenges of Virtual Reality Technology Enhanced Learning

GAO Yuan, LIU De-jian, HUANG Zhen-zhen, HUANG Rong—huai

[Abstract] This paper introduces the concepts of Virtual Reality (VR) technology, its development
history and application status, and its fundamental features and the relevant psychological experiences. The
paper also reviews the learning theories, the major educational application models, and the results of
empirical research that are related to VR. Based on an analysis of related research and cases of
applications, this paper abstracts three core factors and ten key challenges of effective learning under the
VR environment. We expect that this paper can inform future research and applications of VR technology

in education.
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Studying the Effect of Text Artistry on Digital Learning

WANG Xue, WANG Zhi-jun, LI Xiao—nan

[Abstract] This study was to explore whether the text artistry of digital learning resources could affect
learners” learning behaviors. While 30 college students were studying using multimedia courseware with
different text artistry, we used Tobii X120 to record their eye movement data. We also examined these
students” learning outcome. Our study indicated that: For interactive text, the artistic styles of text could
help learners quickly locate the position of interactive text, and guided them using the interactive function
of the courseware; learners” first fixation time, total fixation counts, and total fixation duration in artistic
interactive text condition were better than that in non-artistic interactive text condition. For content text,
artistic text could effectively attract learners” visual attention; learners” total fixation duration and total
fixation counts in artistic content text condition were significantly higher than that in non-artistic content
text condition; and, when the content was harder, artistic content text could help learners acquire more
learning content and better learning quality.

[Keywords] Text; Artistry; Eye Movement; Digital Learning

( 76 )

In this study, we first collected data using a survey. Then we analyzed the degree of centrality of each

learner using a visualization software Netdraw. We also analyzed network density and constructed a
condensed subgroup graph of the learners using Ucnite. Later on, we constructed a learning community
using the condensed subgroup graph. To further examine the influence power of the members of the
learning community and their position in the community, we calculated Katz index and the similarity matrix
to obtain the influence power index, the degree of centrality, and the position (central or marginal) of each
member of the learning community. Finally, we performed chi square test, significant differences test, and
scoring rate calculation using SPSS on seven related factors that affect the learners” choice of partners in
the learning community. The results of these tests and calculations indicated that the major factors that a
learner considered when they chose a partner were related to the candidate’s interpersonal skill, personal

quality, and personal influence power.

[Keywords] Community; Learning Community; Centrality; Impact Index

( 87 )
[Keywords] Virtual Reality; Technology Enhanced Learning; Key Factors; Challenges; Learner
Experience; VR Pedagogy; Resources and VR Equipment
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