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A Study on the Exploration of English Learning Design Elements
Applying Immersive Virtual Reality
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© FoltksS Ash 1978 AlHez 74 A E9e 7RssHA ke &84 IZE(Oculus Rift) 7149
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AofetsS At w87 Al AT AE Alsste 22 v Ae Lot mEkA £ A7 U9 M
o] qlojuls A& SHist ¥kE RAste g HHOR It ot A HAE fste] Izt YUY
7HEAAS 5 B8 AElES AHENT. T21 YUY 7HIAA Tl GojekaS At AA 249 H8E
207 ok5olE 44, okad Abo] Ad, shaaAl A4, At JFE 1Y, A8 A4 S5 24, A9
T84, AHEEEE AYsIAT. 1 2dse SHste] ApdAdl et trdet =ojeh Wdde AASHAH.

A -o)

FHO : =YD 7MIAAY, Folghs, HMD, wdA 84, shgolE

Abstract Virtual reality entered a new phase with the introduction of wearable devices represented
by Oculus. This study proposes an immersive virtual reality based on Oculus Rift that enables direct
immersion in virtual reality from a first-person perspective for English learning. At this point, it is
meaningful to provide considerations when designing instruction for language learning through a
comprehensive and integrated review of immersive virtual reality. Therefore, the main purpose of
this study is to find a way to maximize the application of language education in the immersive
virtual world. And for the design elements for English learning through immersive virtual reality, the
setting of learning theory, consideration of differences in learning, selection of learning tasks,
regulation of teachers' influence, determination of types of applied senses, flexibility of design, and
usage environment were suggested. By integrating the results, various discussions and directions for
instructional design were presented.

Key Words : Immersive Virtual Reality, English Learning, HMD(Head Mount Display), Instructional Design,
Learning Theory

"Corresponding Author : Dong-Yeon Choi(dychoi@kycu.ac.kr)
Received April 5, 2022 Revised April 13, 2022
Accepted May 20, 2022 Published May 28, 2022



210

St288Hsks|=2X| 133 Hbs

1. @70 Wey U =%

QI7ZE 4ol Qlof a3t YY) TAtolrt, o]=gh
49 "t 2 wet maoj 8t ofy gt
olo| FEE 1 Qick E5] Luhete] A Fo]
Al 5EH R Iofste] HAAHS 217
o I == QAR A7 o Hloh gofol o
gt olg gt gt wEF= 570E Folus EAS B
& WAL E3 THTF FolsHAF(NEAT) =
S THSPHA AT 7T AT =8
71&0)71& Sttt Ly o] 23t kB E& YAk
gk Folgte BHE Atk die 75T Ho]
Lot} H&o] 2] ‘9=l 2419] goi(English as a
Foreign Language, EFL) &, go}& oj¥ 27|17} of
d ZHA ghgote vle AT 32 gl ficH1l
Clo] AAAHE Wi ‘AGS B3 A2t E 7]
%2 5= AolEEY BAol |k A7 o=
B o MG Y JojuS2 ol T IA
9] Zol& Hsta Sl
Folu59 124 EAE SfZstid ol PO =
AR E94] PoluEE & & 4 Ut Y4 9
ojN&L HE WIES YolE PstHe FEHE A
gelet. 1y ol3g Ag wAL e, 12 2l
219] Zpo] 59| F-FFY e} o] Aufisto] AP
22 A F3t AolH2]. FolugoAQ ZAIE o
Zotd= X833y =¥ F9 StUE Computer
Assisted language Learning(CALL)Z € 4 1tHAI.
CALL 2ol 9] 82 stEgojet AnE oo &
53 T AT JAAEEE oA SREL gl
1 HHEAQ A2 TPEEE & 5 AUk
o[2|gt WA A Aol Y= TPHAIAE =
st A7 BR7E Aol ESITh 7]1&9] U o
£ AHEH, JofegoAl 7HIAIAE E-85te] i
FE gRIgt A, Y EAT 7HIAIA Y] TA ] &
AT, THEAAE 283 o] meR R
, 25901 oA 33 THIAAIE &85t
AE&AF2], 121 HSEES] 3D 7HIEA
gt JofakzollA A"l ant 5ol UAUARE of
2] 32 THIAIAIE St o H8% AFE e
gt HT B8] AR 1S ARA 24T 7HEE
AE gl wo] 283t A9+ i 3Htsiet. ol =gt
ARl A o] Fojm=o] o YUY THIE

£ o

o o
rir

==

o

il

mu o 1

o

=)
r

9

[e]

—

o -
Irl

2 o o
tlo
=)

Jr_?l',

o
(R
_y

= ¢

21
°]

juic)

filo
ofo
g

A9 83 aItdo] gk A= 7189 o]&4 HjA
= HEFOE 3 HSHAIE dol, oAl AAE A&
Al Aok EAASC] digh tieke AAIZF 8E]
= Aol 9% @Agolg= TSR EaY
Mg AT 4 Y= AT 9u]Y] 7HIE 9 Fof
WS4 9 HEgo] gFH
THIAAE QER AR tRE = Hof2lE AX =
Pt A 22 FHZ Folsirt. ofof £ AtollA
= QoighsS Aol 194 AIFeRE 7MFaA AH
EUS 7155 sk 2EF¥A FZE(Oculus Rift)
718k 93 7MFRAE At e EdA BnE=
EQ3T ARt qlojA 7189 FMFEA(VR), 4
AAAR)Y IATE MZE AHES ATIHH4L o]
I s K P = e B V= R e e i L] e IS TR el
Al &S B9, dolghsZ A7 wpiA Al T
AE Agole AL 9u| e doltt wEhA] 2 A
= Y3 7MEAY dojus FEY FHs: Het
S BAEE AL EAog i) o)t dF EHES
flsto] 17 EYF 7MY &8 AlEIE AR
1, 1 ZAE FEste] wdA o et ot =99t
WFIE AT Aot ofe] AToAl =2E ARE
52 =9 FojuEZ AT YT 7HIAAL =Y
I &-gof SlojA A84 I HEH 7HAE Ad A
o= 7|fjHh
2 AFA 217} o= AFEAE T 2
AR, JolgsS AT EUF 7HEEAY EAHL
FoA71?
A, EUF 7HAAS Folghs el = A4
staA g wff aEshoR & g Q4= FOII7R

|

i

2. WX O|C0{ZA2] Thaeidd

2.1 Jhedeidol g HE

7Mg@dolgl= &0l 19659 Ivan Sutherland”}
THIAAR Bote 2olzke 983 T4 HMD(Head
mount display)E UEotHA AIZHEQIT}. 7HFE A

£ ol 7MIE, U3, 1Bl AlolHAw o]
A0} YT uiE AR E o SAHE 28Rl A
A9 Aol w2H, 7ML “HFE7F vEojd 3
A oA FHog EEG AR AXE A

AT AR 2914 PHoR dego] s &



Z7olgkal SF3iTt. 1960 Hol A3 AMEE ZHoE H
7= sk, of2let /Y AlRE 1941719] 360%=9] 1}
Lot W3t 55h] AR A7|2EE BEe AL
T QUH5) MM HiE A= s 1Ea
ARG E]= QlEHo] Ao we} tefsitt.

Pantelidis®] @=2H, TMIEAL 5282 0]H
A, AFHE 75teE g Wi $H o= AR 7MY
AAY AA A AFEY A A7t El= 0]
L PoH6l. 7R AL FYE ARl wWeo] SHA
A Zo#E A& Fostere ‘A7 (presence)o|Hr
E419] BEE w0 ¥ & Sl EYA0 S
SHoE ARAEE Stolg 150] Fofste A9
AIAZE AAE AFstAL Qe AAZ A A"l
2L 7HFEAS] ofnE AR SIGITHTI. ot 7HE
AL £ ¢ ZEFO0F Ao H#HE AER Kendrick
< VML AT AEo] 7HsT AHFE AARICE,
I B £t wiaa F@Aol7] gl AFE L
AZsh= 7Hde] ES A AIARE DA sHHA, AR
AFe] mhoflA e = o] ARMIA s AT
ogtal g2} sk3ITHS8].

UA] 7MY AdS 8OFSHAHE, 1990H T
7MY A tigt Fo= ARETE tHEold 84 &
A ARARE 719 AeAET F59 fEoE o]Fof
A St} o]k AFEZL Al gt T2 AZAE Al
F JEBA =79 AAAQ] = B FHY Al
AAY Hol& ThE % Aog B glth. 3] 1990
o] B2 AFAEY ol MER dYY &
g AH|9] 5HoE A2 AETolA IS A
Sote 7HFEA oAl mie HEEel 7] skar
UAATH whEbA QIzk HFE 9 S AE(HCDOIU A
FHE B JAAB(CMCO)o] 4o 2 AT Hol

= AYZ st Ao

7HdE A gL 20008 H] Solet theFst QI
Ho| A 53 /LA #slet I ¢H, dHow
=41 e Boirh 7R 9 A ololl A 545k
ZF90]2 3%(Three-dimensional)e |4t EJ(Immersion)
4= Atk Yol=2 Dickey”} o]oF7I3t "33+ &2
7HMFEAL AEAQl st WAl 3Hg3 AT WS
oA & o AREH A 2= QEolA ZokE
& A9l 33k MFAAL FEE 23S Algst

T ARGAES FPIBZINAL] AHAE] B opelekg

=] A=Ak

v—1

d

=

=

o =
=
K

L
T—S)V]\‘C

Sl 7HFAA] ofstal, AAH R A ol= AXH
7M3Ee Aol thd 4= AL AAloj= doltd
ATH7.81.

3D 7HIEAL HPHoR 37X F83% EAS
SR Aot o]+ 33 F7ollY] TG, AHEARY Al
748 302 A9 Jeg ok= offel, 121l A5k
JAAES Y5t T37F A 0|tH9]. Gerhard, Moore
and Hobbs&= oMHIERE ‘AREAL Aol 2l HAFSHR AL,
o| 2|3t ofHlERE BIfiA 3R Ftol A AHAQ A7
A oGS thE opbEREY U o= HHI0L 2
o= ol=gt 7MIAIAIY 3714 EAAQ] 240 H7Fst
of A49] gA4= 7MFEANAM AR FE(ac) T
o] F7IE1 ot FMFEAL AL A B,
40|11, T & = IHE AFElt olT 24

AL FEHOE WAL £AUEE EAY 2
8} & oA Hloju PETFoEN T
< 7Fs3HA SFATHR]. E3 3R A A
of Ao s =] AW At wAPE
oA 52 T & YLE T ¢ S 4
Algs &cH5,8,101.

SN

1
L

o

l

Y

rr

N

7|

Hiomyd orlo Ot o r
1o rlo

oy ofd ¢

o, Y

filo

1.2, 7tedoidol EF B8

7MY SRt we} kgt Ve g REREIL
Ut} o]F 2719] ERAAR Brill& 7HdAAHY A+
37t S0l 2YP(immersive), A& (chamber),
HA=LF(window), AfolH Aol A(cyberspace),
HEAR (mirror), EE9-B(waldow), 1231 7 A&
o]A 34(cab simulator environment)?] 77}4] 93
o2 AAStFTH11]. ¥ W8T} S50 FYojA] of
97 &L= & ERE Johnsone FANES
A 7HRAA, AT MR, 299 7HEEAY 3
7 Z2 o] AgattH12]. A (5] 7MY A o
FEoA SARE 582 ARACIA 7MW a2
(virtual presence)& £tt= A& AFstAt. 7HHE
Aot AR HIE 7MaAtolA BRE A
ynthetic experience)< k= ZoJAgL, o]= AA &
gollAel At sdgt Aotk

S, AFHoE 7MY AFEFE AAIRE Hew
& Chang= 7HIAAS] &-82 SH| e} 457t
(communication spaces), 7H3AIE37Hsimulation

of space), 181 ¥ 2 F7Hexperiential space)®]



212 3t=838tsl=2X| H13H H53

MB8T5 Fofst=AolA A= 7MY
M504 18T B | BE P xS MY
A7kl A A3ALS] Yol HE SR Fs7tl
S017Hd 1994 0% AlFo] Hof 3l AAR &F
9] 9u|g +&5H4 "t

F o= B 7HIEA AHEC] ALstE L ok
MRS SRE Y Y SHo] wE 7R
57T & A=, ol LA M (open
social virtualities), 7153 9 +FAY(massively
multiplayer online games; MMOGs), 181 53+
E9% 3H(synthetic immersive environments; SI
Es)o] 17o]tH12].

AF7HA] =9l 7HEaA |FoA 9] Aol= Aoz
|3 EY9 Ak, ofet 747 mEo] &-8of 7]t
AolH, 7HA AAtE Assl Ethe 542 364
2l Zoloth. 3 7HIeE 9] % A FA 3 BA Lo,
FAAQl Ve w5 ol2n HAE HRAIA I
A ZRE AJF6t7] flsiA =gstal Qlch

¢

el

Ho

3. 7tdidel 0|2H mi2{Cty

Mpaae w8 g Were nash] ¢

1
<k

g & e AFE V1A SEolee s AL
ZHE AR 4 gl shgolE2 Akt 713e 59
S4% G583 oS54 7S ATE11,13]
A SEAE AT TR R TP A A A4 3k
7158 F531L Shgohe FA0E et wSAE
2 ofmgt 7[A o]E50] 7HEF0IAM Y us BE
SAst=Ao] gzt A5 #EoHA AYstA] o2
o Ardeltt. Aoz THIRAANAS SHEEES 5
o2 AT EFolE7] Hrkes AuHolil 484
oA EEolEtal s kTG, 111,

HA FEFo o2 7MAd Bte dWEER
ST 7 B3k o5l oA BEFe ol
off A 2 7123kl Jlot. 5T o 2oA Al
&2 A= vl M Agdnta 2o 7Y

1o

2 ox

EAHQ 7HFEA BZtolA9 BEFode Bt
o|Z(Experiential learning)olA 2& 4 & ZAo|th
Aotk ol&2 7MEEF Shae skt TS
@o] AMgH= ootk “FA14 9 (Concrete Expe
rience)' 7 552 E5& B3 FAIH BEE I
B3, ol2gt S oA FAH AHY oulE 34
SHA| ok B3 7P AA AR 40] BE TPt
e PSS A delA AZe AREel FA
08 &5 & itk ofHet 7MIEAHd FAsksolE
< A8, SRS 7HIE SollA AA Al

AR AR 7L 5 AHT 131 A4S OB E
& TAE AP ArlE FH AT WY (reflectio

n)9] $849<& A3} Loke2 7MIE oA QAR
SR AqAdsge 259 7M3E A
oA A Bugozn FA2 A bt
T Aral Jot. S| WIS E3A
THEAANAL Bl dAnlE FoAd 4 12l ©]
23 W e A AAY 7HIAIACN dElel
YA AP

oAt 2 ATl A, 7Y 3 2
1A

APl ALY x3et 7ol 48 5=
F9] -2 A3Fst5o|2(Situated learning theory)
I A 5938t Zd(Projective identity model)&
#Aos 5 4= Utk AJ¥e5olEo] m=H Qe ¢
ARy, B, 1A ArLe] BE AL ALSESHE W
Zoj| A o]FojAttal Ert14]. Ae<s o] &o] 7
7o) AEEH, 7MISHL TYS0] AAANA BF
Skal ARalolk= WAl 0 ' PET o Qs T dAA
WS Aot B Qo FAY 5dst 2E2
Clark®] &% nhgol2oA 1 #eE 22 4= 3l
[11,12]. o] o]&2 QA7+9] QA= ol Agte Ao]
ofug}, I g0 714 A= o] ltkal Ha gk
%, Q7t9] gfo] TAHA thefet 849 I k= A
olth. dlE &9 QIXto] ARAL|E ARESte Bt
JAAFSHE 71A ] e A =k

49 o]E2 A|AZ FAdst=T] SloiA ThEAtY
AT A3t Piagets “HAT HAE Bl A9
A9 7o) glol= XSt A4 S4E o gl =
ZFEPCH14]. olH T F5E ALt A 4R
Zh8-2 2} S AR A8 S B4
159 71EMded AGHESE AHE AsiAstA



H31(%58}, assimilation), 159 7|ZNE9ES A7

AA717] YolA 2E (58, accommodation)9)
WA Sg4stet o) st shsAte} k4 ko] AlezkR-o
THEEA M 7H55HA El=H, Piagets ol=gt A%
g2 AAA Q] A5 St FA1A Aol 9fsfiAl
7Festttal sigith dEA o= 7Mool J8E =
A= FAFYE AFSE 49529 (Social constructivis
mE 9= & & Atk

Vygotsky®] AF5]A L4d39] o]Eo] W2 S
AHo= 7iQlo] At Wyt 59| At -‘eréq]’ﬂ
o]FojZItkal Hl gl , AR AQl S AE= B
A 71919} shEa o] o] RojXIttal Hi= 2|49
321 st 77go] o] o]&9] F4lo] Hrt. ARRlH

=

.S

FHFA IR A, ABH JBAGo] o
WSS ABH AT wAT & URIS)

Vygotsky’s olefat AH8ld JEAg-e olojHolw 4l
A9 Y=g Egsof st st AFSA /g—ﬁxl
&S AAER] 59 FHAA = 1, 7MY A
<= AR 4 LS g7r*° A2 = °1Eh
AL % W avE AYe
£ 71A olgelzl & & Ut
MM Y g2 FEF, Q l
o] 59 A=iety] wEueld] 7128 F
o]0l A shgolA o Al 3HA l% 2t
MR $719] AA E Gl oM E #
A 3L 5 ok P53
48 % Bt A Qe s
ot A2 RE E3 mmo} /RC}—
TE 955y, 7] Suky njew
A o 588 FT 8 4
el AAo) Brate vy Hu o
22 5 e EeS vl M skl AARIT
EQF A QARG Aol & LR theft E5 3t shssof
F 5718 AFoe Aol FRTL AN, FHF
2% B9 SAE A HAY HHIE, T2
AFoR B/FsT AS AYY + U ATHE M
AA £ollA 7H3aA 5319 A 9 40 ArEA
FeAESL EddeRN Ang XS FA5H]

5= Aot

X A
o

.‘d
ﬁ

[¢)

lo &

=20
=Y

4.1 i s

7HEEAA HEE & Qe shsolES AT ET,
thFet 71A012 59 A8 Fre ‘53 Jfﬂﬂl% 7Hd
A Atole] YAt AH FAF S & 4 Uk E
g ol Yx|9] #ANAN EYB 7]*‘&%%"9_«1 388
3z2d 4= Stk A EY(immersion)> 7HIEAA
HIH5] AF = dojoltH5). Jennett EUS 7}%'5‘4

BolAl SRR ohet A7k 5

40| Holg
S e e

Figdii el
9] EY2 4
u]geH7].
7 EUL OE A= oH|A] 181 487}
0% F5He o] ARGAIA AlsE o
, AREAROIA 7@ Aol AHZ o1 A4
FoA AAR e B2 5 UL dfoF sk
Aoltt. &Y% 7HIEAE AFshe &4 Foll APdol
BT ¥R} BEAF A9 07 AH Cave Automatic
Virtual Environments (CAVE)7} it} 7] v]-8-3}
0]5/d9] doj ToE A W&o 2 %E]L FEolt
(8. VR ¢tHolut sj=o] F2E HMDE A
Aol AAAoZ EAsts &3 =4S ATk
AHT =YY MEAS A YoM 29
LE 57t ot FYE|ofof gt o]gt Ao E
st oY e THMIEA AL STE EF
HEAZIA Fokal AT A7 f1FE 45 e
A7golth.

0.

E(spacial immersion)2] $+F& 2

‘}g olﬂ

Z
T —

e, 3

=

ol i
ox I

ro

DA o= HMDL} 0|9} A3t 71458 ul&3} A4
Hg7)&o] BREoR Q8] AMgstd 9o} FAL

AR Aokt 1Y QEHA E'JEE(Oculus Rift) =

olHet WAE FHste] I T o] 48]
A2 dol F9UtHol BYY 7MIBAL JATHolt

N HE7| oA HA| FA ALEIL ATt AR
9] A@og o] Y& AL 7MY B R HA
A H 02 A YPTAS AAlske A7t itk
Y=t T Atz ARG S st 7HIEH
I} 23} 2= BAS 915k CAVE A|AH &80 tigt
A7 Aotk Iy AdAQ EUF THIEAS
A &5 e W EEQUT. 9] A= v S
9] 35T FAZTALS(11], CAVES &3 5=
o] ¥.[12], 183 Rahimian2 ZJEHI} A=7|AF
S % 93 7MFEAE st QY A

=



214 3t=838tsl=2X| H13H H53

£ Hlws] BEE AT FAE AR o, B9 4
Tof ojAe B2 zpo|7k 4 gt

FUHAT F StuwSo] AAH A= AT
ARESE 7R S8 TE|a HebY S EA
o W88 3% 25 FElx Y 5 olF2 2]
AR AFPFolct. 499 AFEE 155
5o 7t FAENE B9 BT &
A A5 7ME sket A4 AlE 5ol Ut
=99 79 tfshio st A7t thFsHA o] FoiA|
1 Stk AEAHQ Z2HES HMDE thAsiA] oist
o] WAdA S5E7I9 SHIEY U BAlIhk:
AF7), A% 3 AL A% EUF 7HFEH o
S AH7], 121 S0l B3 ofHlERE Bt
7HEEZto g FEst AF8l5ol Atk

AF7HA] AHE EUF 7HIEAE S 4R Qg
A AAR FdoP] dE 39 Aol oHAgh e
A5 180 SR FojE B8 71H0] SO
A ohfetA &89 7H7F Sl E]lskSit. ol =gt
E9% 7MEA] FEFH2 AIHEAY S5, E94
FALE/MIY 25, A¥S 49 I8, 283 EA49
=59 F /A& AT £ SIoH13]. ol2d FAA
Ql Aokl S5 3ol YT 7MIEAL Faet u&

2 7H1g Ade & 4 9k

[
1=

tlo
Nt
g i

filo
do
= SO = (e

¢

olN
¢

>

L")
d

=
=

9
oZ,

6

el

)

rolt

l'
d

554 HEL Computer Assisted language
Learning(CALL)°|2t2L $FcH12]. Levy®} Stockwell
CALLE AltEoz 19709dd, 19804dd, 181
19909t} o]#-9] 3AI= FL/dst3itt. 1960004 1970
9] AFE &8 Jojus2 ol HiFE P
oA FrohE 4= qlcH14]. sHEHo|1 JEAARI 52
AFE AZEColel A PFFo o|Eo| HFCR
A71et THS FAHCE AHRHQI 5o 24 Folrh
1980 th= 42 45 SRt g=oishsol $8= &
AFE AZE o7} 54T Al7]oH10]. o] Al7l=

SFEALY] QIS BEASte] At Ede] 8ok
AFE Hx gojuso] o|FojHirh QIEHle] HgH
19909t °o]% & CALLY M2 7Hg Solsh=tl,
S5AY] Ao R8-S B gy SAolg=
oA olgfd 4= A7) 71E] AFHL A7t
Z-go] opd, THAY THAY FEAEE
Ao Qleylo] E8Egom o]=gt Wk T4
9] 9JatAol st HHgt JoluS WA gt &
82 4= oA =t FEFA 719 EFTt ui|
9] ABE HEA 9ulg Adsto] gt P52 F
Ste 9% 7HFEAY] YojusoY H89 £5
o] FHIL. oA MEA S He EYF 7t
FAAL 7129 ABARI Foleks T ojut A}
o7} glom, 71&9] wiA] shsat oWt Zol7} QA
of thet thFet A7F XY=L ArH14].

oA W2 MY AolA EYF 3L 7HIAIA =
UFojA| & ofHtErE S5t ErtE FHQ] HEpAS
A goto] ohoket A5 AE-S A9 He M2 g
15 49 7S AEHoRE AA =L QUTHI5)
7HFaAC] AojuE&Fo) A YA & 4= Sl §
gog A WA, 5A gzt 571 2 gl
-8 A7 FAH(Zheng, 2006), A, oulelS ulet
07 3l oA o] o3t wHEAH4,7,9], AA, ThoFst
AeAES B A A%57H6.8], WA, HEEY

EAZ QoFE 4 Qi

2
o

o |
[

i

==

o o r

5. SUY Jhdeidd

Ae7HA 7H3ads 299 7HIEde] id 9
7 19a 2SR 8o HishA LotE St
o] wpdATAoA THddd e aval A8e
ZAS] fsiA 7147 He olgd tEee duiE
ket oAl Fofetss At THIEAS e dAE H
3t st 8] tis dotEA} jhck & Aol A
£ 7189 Aol EEE P840t HECl H2 10
Aze] 7HA Ao 9] ddojeksE v ATl 2RE
EYE 148208 AAT Aol

of

Oletge] A4




MRS ofugt 7| Aol2 02 HAISHtfo] w}
59 adel Wk v A Hoh &, dojst

et 7HFEAE AASH O] dAl ShEE AT

= A8st50o|Z(Bxperiential learning), A&st
E(Situated learning theory), A8 £439(So
c1al construct1v1sm) FAF9)0]Z(Constructivism), AF
71857 o|2(Self-efficacy theory)ell tist 24 S &
A o]2fgt 7[Aol29 S5t S-E0] RIgHES
AAE dfof & Aol

)\O

5.2 SEAIQ| 10|

slAe] Qlof S YubHol o SIS TEsof
st o]t} o] ofw] gréxm gejor ofu] 183
715g 223k sheAlo] BYL T et AR
S5PAS Bt AE T4EAS AN
3 240] ek, BYY /IEAeIA dofsise 9
3} 8210 A)o| H:]Ql 0 A5AL OAAE, HolF =
2514 =g A% 123
Qloje] A4l 58 o2 Felsjor k. ol 3
gEog 5= sHAFAAe] Aaelx], P slsol

YA 12T EY3} /RS BANYE 52

b4 9ke Bl

__'
S}

:19319

%

mOIr

5.3 SEIHA|

7SN AFREE WS Ak AupAo] 22
£ 27457 Sls 2agt At sksapAol diek iy
ot} AofglGoldt= HHE APty At 1A W
Ot AlRA HFe} ShEHToE o 7}— o]
oh. Rk o g JHEA &9 dofskse IAIGA
(Task-based Learning)& &4l Q}—’lZ}ﬂ- Z=8)3fof
g AFE HAAS Eoh B BAE SAHLE &8
7= 85(Problem-based learning)°] A&SIAE 1
2sfiof 3tet. ofet shEo] TEoFEAA| ofyH Y
(collaborative learning)e &3+ sk50.2 F0{Z|
it AP 24 oAl Sk A =9 ol it
AYE Al = A

5.4 wAle] FYH(A

WA i) Hmet BYY YA JTL
Tl Folof gt} M EL s BEog X

Fo7] whzol ot EZEol Wit SAeE A
‘QH* He 24sfoF qict. ol wAR ua T 7MS
o°ll iRt Q14 SwHo] 83 A E ofof gt 7}
S AofekEol izt &4le] E3 B st

4 2RT FLIAS T3 WA Az TS
325 Wgstol wAA Hgefol I ol

5.5 #A9| BF

Vyade) o3 54
FHAA EUB T
A FolAl ShsA7t AgShe A2 Al 5 ojW 3t
A7 A4g Axste] F5e FASIEA AAsor ¢
th. ol Shofl Ed gt 2] AFold de o4
o 7t AF EX w2 wheA] Bedel 742 94
< HiAISHA =9 gaJr °J =P MR e T
Aztolehe WSkl W44

43 ghaEd 5ol A

= =
S
o
=

=
& AFLel= AL o)

5.6 A‘Ij;”Ol OEA‘I

F WA Aol A TRk ZHEARI Aol wE
AA9 ASEE Eo|7] 93t HASAH npdA
(Design-based research)4t I= niiﬂ-olfﬂoﬂ
gt A-go] tFstA AP Uk HEE 59
45 Auis Wit QA EE AdgolAY xj'%go]]
OJA FHHIL S ZHdo] opd ZHolrt. o]n| oA
277 At Heloly A9 FRo] WA A
MR WQlL & 483610 gt gk BERE G4
st7] 9gt 240] 28T Aolth. H ¥4 sk
S 80k MRS SsiAe A8 e 1

AAo) tet £ F4d il SlojoF & Aol
5.7 A8 #8(B)
Mg B diRt a4 B2 THE A9

P58 A(affordance)S o]11=T|
Z83t gaolt 9A AT S50l E, SRRk &4,
TEIAE A 2, XA Y e B4 AdY

g Beo|n



g
o

Sykes®} 19| EEE0] ARt 4% E ERE &
open social virtualities, MMOGs, SIEs 59 sfU&S
Aedt 4= 9lth, BE Hew & Chang?l 87 B0
2 B2XY EA57Hcommunication spaces), 7}
AA 3 7Hsimulation of space), B= FAdA Tt
(experiential space)& Adsto] &-88 &= 9ty &
= 2742 o5 Hxef BHo gA A%sfoF gtk
SHHo® ShEARY] A1AA, AEjd ¥Rk sl &
Hatolu Agzto] gl WFo=E HA9 WS 44
SfoF & Zojtt.

AF7HA] & Ae DA 7HFAaAA AlZtstod
F 50 &de] AFHI = LEFYA FRER T
1=+ HMDE 8% 29% 7MEAY 71244
ST} wSof|A9] &-&of tfsto] A EkTh T1E]ar
ol B4 Folwss Tt wpHAA I 3foF
S 24ES AR o] et =29k Aok EAUTF
7Hd@dA 0] 7129 7MY A L8] AlFetA &
g 22 49 EY(mmersion)y AlFste] Fojnw
FoA Ag £ e 15 83= HS =ord Zo|
= 7H3E AAR st ok

=98 MEAE BT Folgss AAE YA
TEsfof & Atz Aot vt 2k AA, gl
A4S AT 293 TMEAY FEE YA T
59 ZAE AlFohs ggelEe AdES Attt
o= FEREAoIA HA LAY 121l HII=E olojX|=
YA WEIF UoNA HFE Fole= FHFLE
Hel dg-Z o & 9l7] "otk &4, e5A Al
29} SR5YAE Hdtsto], 2 wpEA19] Hj2telo®
AE A2 APHQ AFHAE 7HeSES dfof T
Aot} ol:= HIth, EUF 7HFE AU Folgte T
ofet FLE= Alo] opd BE oA A F|ojof Fict
T8y o] & 2 wrget ARl AT ohdst ZofA
A=A Zohal Stk §5] AR AAZ EASHA
St 7PAAS WsA &7 EA4A AQIAtet s
G219 moto] Zh= 99l Ity & 4 ik AA,
gEIA] g 1HE ARt ol HAIFA
(Task-based Learning) &5-& S|4 &A1 &3

T ARE HAAsleA, ZAE FHE JF9) 7=
St (Problem-based learning)e] A&3SHA], 18]l
g5 9=02 FA o F(collaborative
learning)& TA| 2ot AYPFAHo| it AL
FHfoF & Aolth. YA, WA MYF =S} JTS
d7gsfoF gttt 229 tiefet AEolA THIEE Y
W5 BIE AGstal FEstL AN 1o TE
AR gt o] TAE At FAFZE AFoloh
M AAE st =3E iAol | A SA
40] B BExo} o2 1Y

SHA] ok @FE MM 2 & ok A, 93
MR A8d A4 FFE AASoF gk
ot A7tE ot shEE 7hestA she A2
A9 4oME FA FHARN BE FESIA=
A=tt gol E28% 7] Aoy . o4y
a3} ZHoA FAHAA

AN 2T 4 7] gEolth EYTF 7HEEA o
A7) &g-Z ARl T F83% 8471 W6t He
4 = AAFSHE H4sfel] 9
g Mg WS 3 kol & 4= ot oA, AA
A< B9l ohFet 7HHAY 845 T5HE

of ¥tg 4= Slojof gttt &5 AASA wEA7t
=

N
N
fé
Y
)
H1
ol
fo
o,
ful

(o]

2 299 M4 Asd & A2 35RsA
T Qe AR @40 Hiek o THdEdE

2 oz
AR AGIHEA, AT B0 AGIE],
ohyw AR Fos AgeE Aol fat Y

7o) Aol olo] Aok o] AT BB
sjarel] ABY 4 9 Aol

MRS A olue S AT AFIA
2YY S5 54l W] 284 Bxow
Fgsolof ek Fgol Aol 1 HEAS
=40 TRzt B8 243, FHUAE 191
RS B BEREAS ATTTH: ROl 7AA
o=, AR Tt Felot e A B3 A
28] JRstn MBI BELE E & 90

NZH o S8 e v9E AT 4 UL, U

il

of %wg Belg Azl S ¥ 4 Uk oleid
IRES YORE ASHOR FANG HE &




3y o] HA9 gigt AFE Bt A=A dfoF s A
o] ZA7 & 4= Qlrh. tEo] gho g wl2A wHsy
A= FHIFEA 18 oA 2T SRt FAY
ol o hEHQ k5 2ol 2 EYF 7t
FAA F7ho] Folgkss AT THAR] FAE ol

oyt B84 2029 1 e s 9 A
529l A% WA Aol

REFERENCES

[11 B. K. Kye & Y. S. Kim. (2008). Investigation on the
Relationships among Media Characteristics,
Presence, Flow, and Learning Effects in
Augmented Reality Based Learning. Journal of
Educational Technology, 24(4), 193-224.

21 S. H Kim & S. W. Park. (2010). Examining 3D
Virtual Environments for Elementary English
Language Classroom in South Korea. Curriculum
Pedagogy Research, 14(2), 357-377.

3] J. H Lee & S. H. Kim. (2010). Analysis on the
Research Trend about the Use, Research Methods,
and Domains of Virtual worlds. Journal of
Educational Technology, 26(3), 163-183.

[4] H H. Jeong. (2008). A Ecological Perspective
Study on e-learning in Classroom Instruction.
Journal of Educational Technology, 24(2), 31-69.

(51 J.S.Han & K. S. Lee. (2001). A Theoretical Review
on Designing  Virtual Reality in  the
Teaching-Learning Process. Journal of
Educational Technology, 17(3), 133-163.

[6] T. Civelek, E. Ucar, H. Ustunel & M. K. Aydin.
(2014). Effects of a Haptic Augmented Simulation
on K-12 Students’ Achievement and their
Attitudes towards Physics. Eurasia Journal of
Mathematics, Science & Technology Education,

10(6). 565-574.

[71 C. Classen. (1997). Foundations for an
anthropology of the senses. International Social
Science Journal, 49(153), 401-412.

[8] P. Howard-Jones, M. Ott, T. van Leeuwen & B. De
Smedt. (2014). The potential relevance of
cognitive neuroscience for the development and
use of technology-enhanced learning. Learning,
Media and Technology, (ahead-of-print), 1-21.

[91 C. Jennett, A. L. Cox, P. Cairns, S. Dhoparee, A.
Epps, T. Tijs & A. Walton. (2008). Measuring and

: 2019L=1 39~ 8
- TRl ¢ WA WA, TPIEA, 221 1S
- E-Mail : dychoi@kycu.ac.kr

defining the experience of immersion in games.
International journal of human-computer studies,

66(9), 641-661.

[10] T.J. Lin & Y. J. Lan. (2015). Language learning in
virtual reality environments: past, present, and
future. Journal of Educational Technology &
Society, 18(4), 486-497.

[11] M. Peterson. (2012a). EFL learner collaborative
interaction in Second Life. ReCALL, 24(1), 20-39.

[12] M. Peterson. (2012b). Learner interaction in a
massively multiplayer online role playing game
(MMORPG): A Sociocultural discourse analysis.
ReCALL, 24(3), 361-380.

[13] F. P. Rahimian, T. Arciszewski & J. S. Goulding.
(2014). Successful education for  AEC
professionals: case study of applying immersive
game-like virtual reality interfaces. Visualization
in Engineering, 2(1), 4.

[14] G. G. Robertson, S. K. Card & J. Mackinlay.
(1993). Three views of virtual reality:
nonimmersive virtual reality. Computer, 26(2), 81.

[15] K. Schwienhorst. (2002). The State of VR: A
Meta-analysis of virtual reality tools in second

language  acquisition. Computer  Assisted
Language Learning, 15(3), 221-239.
z| & H(Dong-Yeon Choi) (A3
- 19979 29 AR Skt
(b4
- 20154 2% : St weskt
(@SB
20189 24 : DSt WSSkt
CEES AR

Aol

IS
Oobg_ﬂ J—ﬂ‘l‘



