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Influences of an SVVR-based experiential learning model on students’ learning
achievements and attitudes in education for sustainable development
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Performing arts can help students better understand social and environmental issues
through role-playing. For example, students can act out the plastic-polluted marine
environment to understand sustainable issues such as ecology and the environment. This
teaching method can encourage students to view problems from multiple perspectives and
change their views and behaviors on issues. However, traditional teaching is often limited
by considerations of time, distance and cost, resulting in students lacking opportunities for
practical experience. They often rely on reading texts, presentations and videos to perceive.
In this regard, some scholars suggest combining appropriate learning strategies and
environmental imaging virtual reality to provide students with more opportunities to
experience. Therefore, this project uses Kolb's (1984) experiential learning cycle theory to
design a teaching model suitable for performing arts creation based on sustainable
development issues, including four stages. In the concrete experience stage, students will
wear VR glasses, follow the scripts planned in the textbook, and explore the 360-degree
panoramic ocean virtual reality from the perspective of sea turtles. During the reflection
stage, students will be guided to observe the core spirit and connotation of sustainable
development issues through the interactive functions in virtual reality, and to reflect on the
correlation between daily life and these issues. In the abstract conceptualization stage,
students will take a knowledge test in the virtual reality environment to consolidate the
knowledge gained by interacting with the learning environment in the previous stage. In
the active experimentation stage, students need to integrate their understanding and
experience of knowledge on sustainable development issues, and integrate the concepts of
sustainable development issues into performing arts creations in the form of group
collaborative creation. Complete a performance art creation with the theme of sustainable
development. The results of the study displayed that this proposed instructional mode can
effectively promote students' imagination and immersion, which is conducive to improving
the effectiveness of students' performing arts creations.
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Group N Mean Adjusted  Std.error F n
mean
SVVR-EL group 41 3.64 3.65 0.10 4.30° 0.067
C-EL group 22 332 329 0.14
p<.05
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Group N Mean Adjusted  Std.error F n
mean
SVVR-EL group 41 3.96 3.97 0.11 5.19 0.08
C-EL group 22 3.55 3.53 0.16

p<.05
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world in the activity
5. During the experience,  often forgot that | am
only wore the virtual device for the activity

6. Most of the time, the virtual scene captures.

O SEERE(sense of Presence Questionnaire)
The questionnaire was modified by Hwang,
Chang and Chien (2022) based on the measure
proposed by Slater and Steed (2000).
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