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WE: EMILSL (VR) BORTENFEE —X#WEE 20 5 F0N 2014
% Facebook LA 20 43E 7ot —5¢ VR I BI/N A ] 1 8T 52 34k 2 A
BRI STE o AN SO S [ AR S SE SRR e I S, IR A £ Bt
20 )\ HEEACRAL AU BLI S — U0 VR FEI R XA A J5 A
FARFFR . Hk, CENHE 2014 FLIK VR REFEHIEN T
EMEE VR T K. K&, LEME VR £HE UL T
%5 By PASERGURIN . f&)m, MEHRN VR AP EN
HITE = Ber IR, 5 AL APk Ao LLE 4 .

Abstract: Having faded from public attention for nearly 20 years, virtual
reality (VR) has been regaining its popularity since 2014 following
Facebook’s acquisition of a startup VR company for two billion dollars.
This paper first reviews the origin, history, and evolution of virtual reality
technology, which can be traced back to the early 1930s, and analyzes
factors related to the rise and fall of the VR technology in late 1980s and
the mid-1990s respectively. The paper then introduces the development of
VR technology since 2014, and categorizes the major VR products
available in the markets (such as Oculus Rift, HTC Vive, Google
Cardboard, and Samsung Gear VR). Additionally, the paper discusses the
applications of virtual reality in education and other fields such as
business, medicine, and entertainment. Finally, the paper describes sample
products and practices of using VR technology in language teaching and
learning. The paper concludes with an analysis of the advantages and
challenges of applying VR technology in language education including
Chinese language teaching and learning.
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1. 5|

|13

2016 PR 2 J LR T BRI FFEFR A Year of Virtual Reality” (5 #3015
4F) (1 Cellan-Jones, 2016; Morris, 2015; Steinicke, 2016; Swanson, 2016 5) . H1 3L
G AR, 20160 « HRBEFIHLE (CAnsCiiE i, 20160 KARZ LA AN+

(WA AL, 20160 0K 2016 FRA “REAMNILEL 1) TC ",

REMILSE TE e R 1 RAT A7 B —TE B EoRS ? 1iRE, & 5HAl OAF 4
A RERA L AETAL ? WRAGE, BIR T, A il )L 52 B0 o/ TE
Wg? IXTEA ] N FWRLE s ? m] LR S s 2 S s oh SO N IS &
FH A B ?

Rheingold 7E3: 1991 £ 1 (Virtual Reality) HH¢, T f# Virtual Reality
WHRITAG . AT B TR e el ik e FUR R G 377 70D o« ASCH %G
XT REPL IR S HE AR B Gt Sk e IARAE — Bl i, SRTE N A M ARRIIUIR. CE 5
B SEH AR AT, RSB s HE, KSR .

2. BB SEHAR KR R P [ B

“Virtual Reality”(HE IS — A AN R HFEE BN ZER . Wi EAREK Jaron
Lanier 7& — 40 )\ AR oMl H H#E77 FF 19 (Rheingold, 1991; Steinicke,
2016) o B—IRFER AR BEAHEAF VRS JTAHRE, BRISLH AR A
B4k

2.1 J\4EARHT

7 1013 e B S B AR K S PIFERY . A (41 VR Roundtable, 2017; #&XibF,
2015 45) ¥z g3 g = AR H T R AT R RAT B BB The
Link Trainer Flight Stimulator » %425 & #% The Link Trainer, 5& Edwin Albert Link
£ 1929 FPT IR R B AL ER MR . XAMEAES H— N K F8 4L
PR The Blue Box.o {4 FH 78 il i #AF 22 e 7E BRI A AR, AT DUARSS 2 b 25 3 KA
VDL, T LUZAR DL S A N SR 13 B i LR 8 i) Tk 25, 48 Naval Air
Station Fort Lauderdale Museum M G1/M21, BUALFLAS /& — M8 TA] d = 22 R ATRR I
W&, A 50 773 E AT R HiE (Naval Air Station Fort Lauderdale Museum,
2010) -

FAN, EIREEMI L HE AR KR LR, IR2 A (Wl Rheingold, 1991;
Steinicke, 2016; VR Roundtable, 2017; #&%i0-F, 2015 ) #B2$H2F] 1962 4 Morton
Heilig /< i) Sensorama Machine. #i—/% 17404144 Morton Heilig 425 DTk
I3k Chttp://www.mortonheilig.com/) JM43, ZHLARHSLE T 1957 4, & 1962
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EIRIFMLF] . Morton Heilig % 11 S HIME AR, 76 1955 4F 8 KRl —
J® @ Cinema of the Future 3%, LA & Heilig HRIE B O A RS2 AR GE 1 —
S AR T A — A ] B S BU L (Prototype) o

sensofalla Howard Rheingold 7E 1991 4 H kit [¥) 44 N *“Virtual
— Reality” — (5 50-51 1)1, 2 FMAE 1990 7 3 H
M L2 Heilig A NIFSEHAE Heilig X idid IX & i
b5 2 - H AT o] #AE ) Sensorama ML 7% .
| Rheingold (1991) #iid, ZHLAFE =45 K (3D
motion picture) /AR RCR ,  5] SR NG RS R XA
1 R P 3 ROR, 2 R BN Sk R SRR s A0 B Ak 7
AR, AR B AR 1990 SRR M HIRE 45 L
B Wi 450 b A 56 31 G 55 BEFE 42 S A AE 50 EARALL
Brooklyn #73k T WLAT/&. Rheingold (1991) fEfA
55 TEIR T EBARZARIGAA 30 FP, EX IS K
P E, IS PRI F Wright Yo i) &

B 1. Sensorama. ¥ : HLE ML (Prototype) i) B Z AR IR 8. REHT
http://www.mortonheilig.com/Invent  Fhfh [K] 25, ZHL A Al 1E A RE L PR AT, Hn
orVR html Steinicke ( 2016) ¥ FTi, X2 JGH 4D/5D

IR RS 1 B

1967-1968 4, i+ ALK (Computer Graphics)
B AN R Y (Turing Award, 1988 ) k5%
Ivan Sutherland 8 == 7E 4T & 1 K 52 1+ T2 RO I
5 ¥ % Bob Sproull —#2 & T 25— S51HHENER
() 3k # 20 f2. 755 28 (Head-mounted display, & #% HMD) %
4 (Burton, 2012; Steinicke,2016) . HTi% R4 HE
i —RKAR BT S RAEROER, “MHES -
oA, XM TR HCSL T, A NBRAEE A
A U R AR JEE v A 2 S, WO Ok B SRR
IS JEE i A 2 61 (the Sword of Damocles) . Burton
(2012) {BIX— K WIHEAE R 58— A iE 43 S A3 2R I

5% HMD #¢# . Lanier (2017) MRZ NS —A AT AR IE K 2. The Sword of Damocles £J:

HAE VR HIr=hh (BHPEEEE 41 1) . 1 Steinicke https:/www.britannica.com/technol
(2016) Mt i1 T4 — ¥ & 7= R F2 8 i ogy/head-mounted-display

R ATE B E S ER?, Fro™ e L EdE, HEE

BAE R RISE (Augmented Reality) 55— HMD.

[

! http://www.mortonheilig.com/Inventor VR .html
2 hitps://www.youtube.com/watch?v=ISIWZpFIAIQ (—Bit 3 244F 3L F# FiZ% i & VRIS i i i K
20 FLHIARATD
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EAEHME, U8 HMD A& E, A A (4 VR Roundtable, 2017;
Steinicke, 2016 %5) I AIXANEEE W R B 2 8 A A A1 HMD wit, bean B3
P3| Morton Heilig 7F & W Sensorama Machine 2 R 18 8 Bt id — Nl 8 7E & B
B AL B Y Telesphere Mask, iZ#&7E 1960 EREEF] . F4oh, 1961 EH
% Philco 2~ & ff) LF£JH Charles Comeau and James Bryan & B T T
—N kAR E, R A nT e Sk s B R b | 1 B AR A T ) R :
ML, WS T L, Z % R B T EERRRE .
BRZKEW S ANFEMELE 1 HMD, {HUl Steinicke

(2016) PFRPTE, E—&AREEERBBHARSTENE & 3. viewmaster

Ho MAh, EEFREETEIRE] HMD iR, WA ANSRE kE:

1939 E3REE R Viewmaster, 1% & B 240 4% F Sk & £E 3k | https://www.vrs.org.uk/virtu
F 3D M. 2014 4EHEH TRk EE R AETHL LRy 3D fp Arealiv/historyboml:
B Google Cardboard, Hi% it &M — € EE Fili5 Viewmaster fHEL (Virtual
Reality Society, 2017) &

2.2 VR BB —IRME (80 FEAK 90 ERH))

HIEJFUG A Virtual Reality — i [ & Jaron Lanier (Steinicke, 2016, VR
Roundtable, 2017) . 1984 4 Jaron Lanier 7E [ U ZX L i 37 I VPL Research A A,
FHGEEET B O — BB E 5 T2 R T )8 A B ELIE S
R — e AL E R AT 540, #% Lanier B2, AwR]#FHP) VPL
R ] AR 2 4 2 A B E T Visual Programming Languages, tH 7] #RA# A 5T Virtual
Programming Languages, &2 78 — A2 8K NGB (W) 4th i) A 547 44 R B Il e
BRI PLR (Snider, 1993) o 25 A E Atari H7HT[A)ZF Thomas Zimmerman F1JH:
LN AN AT TR FEEE VR A R BTHAEAE B -

VPL Research HLECA 4 17 i 2 20
% (Data Glove) ,1% /" & s& /£ Thomas
Zimmerman < I C A 8L FEAE Bk R
Ji% (the Economist, 2010) . #5/ fh i 78 3%
%R, WP EZTEE SR
DL F B3 sh 100, I 5k vl 8 i ek,
ST 2 RG] H N 2 7 B R ) AT
i 52 Hal. 1E Data Glove JEfl b & @1 ‘
KRS Data Suit, HH P Al S FiEEH & 4. Eye Bhgng fD Data Glove Kii:
il L PR T, T S A https://vrwiki.wikispaces.com/VPL+EyePhone
FALITESN . VPL Research F734h—MMREE = fsg Bye Phone, ZMEH4 KTl 1Y
HMD /=i #le AL . P 8 5 v DUOE IS Sk ERie sh 3l i m L R st 52

U http://www.mortonheilig.com/TelesphereMask.pdf
2 https://www.youtube.com/watch?v=fs3AhNr5060 (Data Glove Demo #1471
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03, FHERAS R iz S A P B8 (30, VPL1990 4148 Data
Glove, Data Suit 1 Eye Phone [#L#") .

¥ 1989 4KA)j Jaron Lanier ] Adam Heilbrun /24, 40 3¢ H E P K41H 20
AN VR WFRHIBN, E$5 NASA (National Aeronautics and Space Administration 3 %
FRUERIRSE ) fEW (Heilbrun, 1989) . Jaron Lanier [f] VPL Research f& 55— 4
P IHESEE VR P2 IO | (Steinicke, 2016). F:4277 1 Eye Phone #1 Data Glove 7% /i
Z R S AR IFI T, FHE & Wall Street Journal 1 the New York Times %54
[fi (Parkin, 2014) . Eye Phone iffE 1992 4F FMLHIIET VR HIRIZIZWMG S, The
Lawnmower Man 1 H 3Lt (Parkin, 2017) . Jaron Lanier tH7E 24BERHI/E 1989 4
e 2 KGRIV, B T4 VPL BIr=ihsh, b st VR I BEEfEF
J&H¥ . The Lawnmower Man H523R15 T 525 BEORRE), Miit—2488 & 17 VR /4L
2> FRYVERE (Harris, 2016) o Virtual Reality 78 80 fEACJE 90 A4 ke 55— Yk
W, BOAAEE ATTE—ANA

A5 H 2 N B SCFe 2R 30 sFAX¥IH The Link Trainer B3Il €47 2, Z
1958 SFRALHT NASA FFUEEIIFHLG, 34T CATBI G — B2 BN SL R K
J& BIAN AT BBk HESh g Al — AN E N 8. VPL Research 477 [f] Data Glove 1R
ZWEH NASA K. NASA F7E 1991 £4EK57 | Virtual Reality Laboratory (VR
Roundtable, 2017) -

[FILE 1991 4F, F/THF K VR FbLliE ki (Arcade Games)i& 7% [1) Virtulity Group
AFIEFEE KA (Steinicke, 2016; VR Roundtable, 2017) « %A MAILEN, HE
FE FEFARE & 1990 F M J:[E Loughborough University of Technology 115 AL %),
eV ) aE 21+ Jonathan Waldern. Jonathan Waldern At & 4E & 75 1990 [ —
MW ERER TWAET B CER IR IE %% . %K & British
Communications (BT) M3 VAR RIR 2 R fUALA 2 ) AT BEE (Strassel, 1997). 164t
A TR W RTE ARA TS DIAAT B 710 VR 7= i 4% % (Musings of a Mario Minion,
2016) o 1M Jonathan Waldern AR GAFE WL ERARATTH Virtulity Group A ] 5E
BLAETF R VR AL ClERIT DD i & o 1991 SFARATTHE L 7 — A8 —ufi 2K
1000 RANER K. P TLCSLE E VR w4, FREEEREMN, SHENE LR
He TRk 7E R U0 A AR . B AL B S (VR BT 19917 A
1994° FEA % B2 B D

! https://www.youtube.com/watch?v=ACeoMNux_AU (VPL Eye Phone 1990)

? https://www.youtube.com/watch?v=rVn3H93Ysag (Virtual Reality 1991)

3 https://www.youtube.com/watch?v=2Imyn6QSq9s  (Virtuality - Manufacturing Virtual Reality Arcade
machines in 1994)
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& 5. Virtuality 7= & 6. Virtuality = /it

K 5 A 6 SKiE:  https:/www.virtual-reality-
shop.co.uk/virtuality-gaming-system/

[F]— I EL A 44 1) VR ™ dag 1995 483 7E H
AH Nintendo Aw] (XFAEREMRN 4D H AR Virtual
Boy. 1% fhHIA A0 RIF & E 5K Gunpei Yokoi (fif ‘
P MG, T 1995 FEfET g HEH . B — A 4rE \
ST FRIRRBIEZES A VR — R U B A28 4 R 5K H
WEXRHL (G Xbox) L B 1) AT T 19 T [R] i) 45 4R 1 i Xk &) 7. Virtual Boy KIE:
W FPFEXHRG L VR BREE, XF-@E kNS VR https://www.virtual-reality-
IRE BB Bk B3, Eeana] A B F) Mario 8 shop.co.uk/virtuality-gaming-
NYIFTIER - G AT %7 AT system/

2.3 VR F— MBI TG

A N TEARR LRI EE — IR VR F98] J i 2 VR 7= i ) H LR S8
2 T 5 A R, B RR SRR, (B EEZRE AT L
T ERF)\A-FERPI T FALE AR PR, Rl N ATHEAL (Personal Computer)
(IR B . 1971 4F Intel 2] ) TFEIT Ted Hoff A& B 1 85— M rh th AL FE 2% (Micro
Processor), N K M J5 FEAR v 5 AL A A 4 /b i B AR RS 4 7 AT Re e .
History.com (2011)/44, i University of Pennsylvania F}2% 5 &% 1] Electronic
Numerical Integrator Analyzer and Computer (ENIAC) & iz - H % HIit Eil 2 —,
AR E A E S B, HAETHIA 50 /53 0, #H30M, (HHLZ) 2,000 P55
Jo T Ted Hoff & B A FRIE 4004 AR 880 AR B A 1/16 JERGE
1/18 S R, {HAIf 5 ENIAC AR 5RIZ 5 RE /1. 1975 4F, Bill Gates 1 Paul G.
Allen #|H 4 Micro Instrumentation and Telemetry Systems (MITS)A &) 42 7] Altair
%5 “Altair BASIC”##+[18k, HOZL T Microsoft A F . 1976 4 Steve Jobs Al Stephen
Wozniak filli& | APPLE I, LU Altair Jr FHHITACBRES BB 2L, kA EE R, JFHIE
A—NEoRBE. B, MNSGER 7TECA R BRI AMEZAR ) APPLE 11,
I H S & RN N H Y SiEHAEF (History.com, 2011) . 1983 4 APPLE
HEH T Lisa, 28— A~KE M P 51 (Graphic User Interface) )4~ A H H i

! https://www.youtube.com/watch?v=Jjz4bls_gPs (Virtual Boy-Gaming Historian)
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(Computer History Museum, 2017; Zimmermann, 2017) , 1984 4 1 H M#EH T
Macintosh Al Lisa FIFZ R AN N H N R R E A 4 R S R AL B R I 32 = e
BT B AR A, il Heilbrun A. (1989)>K1jj Jaron Lanior fJHiIEH 423
Jaron Lanior J#7~ VPL /™ 5 I FH F1 58 & MAC HLJfi .

2.4 FE—IRK VR RZHAH (90 FAFK)

ST, VR $ AR LK 5 A R M ARAE Uit A WINIEE P, AR .
Jonathan Waldern 7£ 2015 -85 R Vi [R50 415 Virtuality F#) Sony ) LCD
N ERAE 300 x 200 pixels, 11014 K A = N Z& 1080 HZE 4K

(Arthur,2015) o AATEEA VR 7280 5 &30 1 175 2 ) . B an e 4ol B s B B
B, RIEE, AREA NIFRIaR AN K. 1 Virtual Boys Uik B EG & R A
LR BEEHB . T, AMITERDELEE S AR, R0 5 B EG R A AR
fuihiJ5 (National Public Radio, 2016). %, 1R% VR B E, i HAME.
WA FETF IS & FIH R A AR N F v+ AR (Strassel, 1997) &

AN, MNTRILIXEE HMD 1% & A ReE S K i [ fE A, BPEERE Can 15 4
PO 2 A Sk R D AR R AL R A HEIR (Kolasinski, 1995: NPR, 2016;
Parkin, 2014) o FRUE SR B2 2E 4T ©AT VI 2R 1 (Miller, & Goodson,
1960), #FRM Stimulator sickness, JfCH KEWF (W Crowley, 1987; Kennedy &
Fowlkes, 1992) . Kolasinski (1995) %X} fE4ILSE 1) Stimulator sickness Ui/
Fo MAME NP H VR B &S5 JLE A /1, X — it 2 Virtual Boy 7ET1
P BRI R Rl 22— (Gaming historian, 2014).

FAS R RS B B I AR VR IR A R RN E R R 2 —.
Strassel (1997) Zr#r i, 61 MLV SEANE g 47 HA vH AR, B0 sk
A V& v B TR A R AR B R ) SR Bk Ry o BARTHE AL AR -RAE 80 4F
K90 FERMIHGN-EHFEA TRK TR, EX AR, TR MAHITE,
Virtuality 2~ 7 )45 N Jonathan Waldern 7E 2015 “E[RI1Z 150, SR MEAEF=1) VR
WE TS RMEIIREA IR, HE 6 WAFEE L3 0(Arthur, 2015). 52 K10,
Jaron Lanier [f] VPL Research A 5] 4E [ f03E Eye Phone ¥ E— i £ %0, =
PR IEE 49,000 3576 Data Glove #)Z¢ R E 8000 37t (IGI Consulting,1992) . 73
— 7, AR fEXS VR OGHTEE I E SR BRI, HRAMR . 1990 £ VPL
Research A m] G ™ (NPR, 2016) , H LRI H R4 B — KL E A A 4L
(Snider,1993).

NATTEERE AR ST BRI XS VR s R i BB AE ARG — 28 VR 77 i fe iR A
FAZ1F R (Schnipper, 2016) . BEIMRE Z TSI . RS, A EX] E
LS FEATIE AR 22, (HA 1995 SEZ J,  Re4PLIAL S U A azs 25 35 i K A Fn 3 it 1t
ROGEMME . BEET 20 FFJ5 00 2014 55, Fri—45 el se#igl — i =ik 20 12
2 TP L ) T A

© 2017 The Authors. Compilation © 2017 Journal of Technology and Chinese Language Teaching 76



Mok, X4dE, RE JESBLSE BRI 52 DU S FLAE 5 08 K R

2.5 VR #HFEIGE (2014 4F)

2014 4£ 3 H 24 H Facebook £ =M uh FE A 20 123 70U Oculus VR A #],
FEAEM T _EXF Oculus VR 22 w5 SO H 48 1 B4 2%, Oculus #&“the
leader in immersive virtual reality technology” (JUIR B AR SISL ), H
BT L 3 EHL the Oculus Rift headset S E#T 75000 41T 5. Facebook M4
¥ Oculus I TEIFAR 7 OB B4 5E . AR iR 20F S5 H A B FH 4
(Facebook, 2014).

SRRSO 5 2RI 1 BEAS T 7 AR5, (ETUR 2 SR 1) VR L — IR
VR fEI A 20 )5 BEH S B B 2 (0 50E . T AR I SEROR LI LA (1Y)
RIENG UL 24 b 2 S S 4

3. ERILEEA R RIVIR & B4 TR SN AH
3.0, BMBLSEEAL LR R e

2014 4 3 A Facebook EAfi 20 123 Jul Y Oculus A7), 3/41~HJG, Google 7t 6
H 25 HHAFFH Google NIFRHEHITH VO KEEL PR AL IS &5 %
ML | — MEAFA Google Cardboard HREE (Lowensohn, 2014) . 1R% A4
LN AE Google HHT— e, il BUE AR EIX AT BE/Z Google #5 & VR 453
F1— NI as, FFH 2 — DR K (Seppala, 2014) . BFALAF. HEH 500 U6
(Metz, 2015)  WIH ST RWIL, Google M2t Lh 4y

MEEFTK VR i K LRI — 3, IEH] VR A —ETE  geaiua—
B 5t. B E KR AL (Metz, 2015) - 2014 1l

£ 9 H, Samsung EAFYE Oculus AEAS* Samsung
Gear VR, Samsung {2 it6# 1}, Oculus feft#ff. 12 H,
Samsung HUREE S —K Gear VR, HIRIZEK VR i
BH/& Gear VR Innovator Edition, == ZEMHAFH & &R E‘S. Samsung Gear VR

P, AL 2 R T P2 R O S — K TR sy ol e goo.glLGsokd

1) VR BRBE. BT HEMH Oculus $24E, XICEERMN T = MBsH 71, BUONER
MNATFIE S T A LA Oculus Rift Sk B RS HIBR — eI E 2, (H2
A Oculus B4 F7 ) Gear VR AR B2 1EAATT%F Oculus
AR RS % — = (Gilbert, 2014)

2015 4E Google 7£ 5 H 28 H 24T 1/O £ 4> 73
T Google Cardboard HJ 2 i R » i3 J5 ) Google
Cardboard & 1 3Z#F Android REEHIFHLAP, E3ZHF 10S [ 9. Google Cardboard
REGHIFHL. RN Google fEMAFELIEE AN 1M Skii: goo.gl/ovUu3o

! https://www.google.com/events/io
2 https://events.google.com/io2015/
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/] VR Il H Expeditions (Robertson, 2015) . Google [1J® 3k ¥ Expeditions ¥ 4E”
SEREHCE” JHRAE Expeditions S SR . 4 H B R, “Google SR
BRI HF T R, G178, AHEFHE, W5k a 'k, il
SRZE . SIEYESS, AZ0HE (New York Times) 7€ 2015 4E 9 A (KRB UL,
Google L& 57 ZIMAR Z M R E1E, 58 7 AR A B I, 9% 3 1
Independence Hall (#37)T) 45 100 24 ML B IRAT (virtual field trips) 81 E, I
e Bl sk s H IR EEla, BOGEBR R AT BAR Google HI1H 9
B3R Z iz H w4 (Singer, 2015) . [[4 11 A, Google 5 New York
Times(A LI 4R) 5 1E, #+ Google Cardboard 4 97 HE 25 25 B 4R 1) 140 51T 7, 1ENTS
BhE AL R E O VR A2 —4> (Wohlsen, 2015) .

2016 4F 3 HIERA S PAERTIF S Oculus Rift #E S 3838 14 2% % i (Rubin,
2016). WANEE, BEERER HTC (k) HEH5EEZ LKA Valve
CH AR BT RR I V 4D S1EAEFI) HTC Vive. HTIXPHZ VR #BF5 BAE H K
FigAT, HRIAN, MR RA I FES R T VR 1T g F IR T 4R
( Hardawar, 2016a) . [FE 4 10 H
Sony AR H#EH T H Play Station 4 L
WML VR. 3£F Play Station 4 PlayStation VR O VIVE [« ] oculug_‘
HWUT AR AR, A ABI Sony
MIERA AT REEE 260 JIEIXFEK VR,
Google 7£ 2016 FH 2 AHEZE, %
FETEH 3 7 18 H28 01 VO £ 2 |,
B Daydream (HHZ%A) VR #ff
F&, R TF—M Android N REE B 10. 51 ARSI E L =300 VR Sk
FFM) VR A A bR #E ( Robertson & HUH: goo. gl/6S1CED
Miller, 2016) , #3E7E 11 HH#EH M/ Daydream View BREE (BUEEAELZ
Daydream View s& Google Cardboard i 5k . HAR K7 H Android FHL, (H—%&
e, EHEF2 Samsung Gear VR [ KHkA% (Hardawar, 2016b) o JREKZ —7E
T Samsung Gear VR H 7t Samsung H 4= JLZATFHL L, M Daydream View
W] HAE LT A I24T Android RS F a7 s HimFHLE. Tx 84
HEJE ()% KA FIHE 2016 F VR T HIEENIZ, HMERERZ A (U Cellan-Jones, 2016;
Steinicke, 2016; Swanson, 2016 %5) ¥ 2016 S FR N & LI SE & (Year of Virtual
Reality), BREESLBLSZCAE (iiMedia Research, 2016; #i& 22, 2016; K HIR,
2016) .

EEFeH 2, 2016 £ 8 A HETALAYE BALERLE iWorld2016 7t Fi i W2
VR/AR %islig 2 bR AT 2016 BRI SE i i s ) B 38 21 vp | A= 7=
VR & &IIAT CiE 90 2% CHIR VR, 2016) o 9 Al E 15 Bl & et

! https://support.google.com/edu/expeditions/answer/6335093?hl=zh-Hans&ref topic=6334250
2 https://support.google.com/edu/expeditions/answer/6335093?hl=zh-Hans&ref topic=6334250
® http://www.nytimes.com/marketing/nytvr/
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Fbt AL AT NIR KRB IISE R AR 5 RS 5 E AL = . BRI B IRA A

iR 8 A R A W] (HTC) S5 Rz FU W S 40 3= E Ak . B ST LA B B e 1) Jl UL S

POl '(Industry of Virtual Reality Alliance, 35455 IVRA)EIL L. 12 H

H Google VR. Facebook 1] Oculus, HTC Vive, Sony 25755 VR ESKAH K 1 428k

LPLSL 2 Global Virtual Reality Association (GVRA)CLIL[AHER) VR HiARK ) & fE
(FE W, https://www.gvra.com/)

3.2 HETEMILSEEAR LR MK
AT kR (HMD) VR B FE 3007 i i REOR] 7 Y K2k

(1) FEESHEMKENAEER , W Oculus Rift 1 HTC [ Vive #HFEEH
M ENLER:,  HFEXT R ENEITEE . BGERRIRE. HEVINAEER

I EK

(2) TEHLIIWERFENAHIEEE, W Sony PlayStation VR 7 %5 Sony
£ P2 1 PlayStation i 3% E L& .

(3) HEHFEBEFI N, W Samsung Ml Oculus B A #|/ER Samsung
Gear VR (R =EFHL) . Google Daydream View (3Z#F Android FAHl).
Google Cardboard([F]i 32 ¥ Android A1 i0S R4).

(4) —fk3{(Standalone) ], AFHEF ENEFHHLEE, Al —&, A
AMALH) CPU. B ADIREAERBE. —ANLE ATCAH E S8, K] VR —
PEHLAN fi VR —1AHLZE. Google . Oculus #1 HTC WHE K& J& H B —1&HL .
Oculus M3 F 2R 2018 4FEF] 2 AR 199 3£ ICH—HL Oculus Go’s  HTC (1
SO R AN 2017 4 12 A 12 HIFERHZTE, 2018 4F 1 H K& — 1 AHL Vive
Focus*, WEM AR 3999 JeRI AR M 4299 6, (HIL ¥ 2 EEAEF H g kAT

(Feltham, 2017) . Google M7~ Google IELEFT Lenovo & 1EfilliE Daydream
Standalone headset’.

" http://www.ivra.com/

2% 0, 5 3 VR —&HIHEIE: http://vr.pconline.com.cn/869/8690905 _all.html#content_page 2
3 https://www.oculus.com/go/

* https://www.vive.com/cn/product/vive-focus-en/

5 https://vr.google.com/daydream/standalonevr/ ; https://www3.lenovo.com/us/en/google-io/
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http://www.whaley-vr.com/headset/headset
https://www.oculus.com/go/
https://www.vive.com/cn/product/vive-focus-en/
https://www.vive.com/cn/product/vive-focus-en/
https://www.vive.com/cn/product/vive-focus-en/
https://www.vive.com/cn/product/vive-focus-en/
https://vr.google.com/daydream/standalonevr/
https://www3.lenovo.com/us/en/google-io/
http://vr.pconline.com.cn/869/8690905_all.html#content_page_2
https://www.oculus.com/go/
https://www.vive.com/cn/product/vive-focus-en/
https://vr.google.com/daydream/standalonevr/
https://www3.lenovo.com/us/en/google-io/
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~

/.,
S A

A

K 11. Oculus Go & 12. Vive Focus

Ki: goo.gl/fYoruz

KF: g00.gl/z8G992

DL DY = i AR = K a] L — T IR 2.
#£ 1. L8 (HMD) VR EH=E—UE

T OB | PR | TR -
FE R #J(Computer (Smartphone
console based) based) (Standalone)
based)
e Google
Goosl %ardboard(* Daydream
oogle ) standalone headset
o GOOgle (ﬁ/])/#jf/?/ﬂ
Daydream
View( %)
Oculus . Oculus Go (it
Oculus Rift Gear VR N
(Facebook) cutns (Samsung A/ 2018 FHIKE)
Samsung Oculus & 1E™ i)
u
HTC Vive HTC Focus (/&
HTC (A1 Valve & #2018 4 1 Hf
F) £)
Sony
Sony PlayStation
VR

3.3 JRIBLSE AR AR HARA R SRR

P VR &R, WFEEFEE TR, BT HEALRE, BIERSA

(Android, i0S, Windows) #F, —MMEHEEMEREHFTREXFHINSE. £ T

Windows RGN FH—EHHEAEN— MR RIEKEE LR AT Windows R4
R Apps FIBCER R E#TE G TT Android A1 Apple i0S RGH K HIFHL,

REATIRZ Windows RS FHLAS B AORE 1 BC B AT B AT ARANES o
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H2Z ML, —TJ71, VR B A B A AR A B e G B PTiR ik. 58 B[]
SRR AR, (H2n—J7m, AP K VR W&RIZEMEH, fEiEshidfs, #H0E
[RIIE R SCRRZ VR W& T & FrRefe N S I EE M BT E . FetnH VR BoiiExk,
TEAIRZEX VR IR E IR . HREk2 VR WA R R R H—
N7 R(Sina VR, 2016). HTC ] Vive Hid5E % MR A H Valve SAER W,
FI AT Lk F#RGE Vive BUAERECK BT R AT T & Steam AU R' . 1
Oculus Rift fZE N2 H A6 N4 18 2 (1) Palmer Luckey £ 2011 4F ik fir A fih
REHR BN VR WD, AR A REAEM ERREAE, HOaFE NN
H OISR A4 R VR KBtk (Rubin, 2014) o 1 Oculus FR & %45
ARE John Carmack NIk FAL AT N, a2 4 58— AFRAL A ik (the
First Person Shooting & #X FPS) Games 163 . 4t 1991 45211 id Software #& 5%
A 3D PR A0 (Rubin, 2014; Webster, 2013). 2013 flb2 fr LLES T H 2.6
T TAET 20 FFHHEREAF A FINE NN Oculus AF], BB AMNFER T
VR HARGHEAR T W R I ALe, B0 VR FHE TAE. [E155E 12Xt
Samsung Gear VR FTH 1 Oculus #14t0 2.45 T 14 2 H 61 T/E(Durbin, 2017). {2016
RIS A 7O ) AN TGN, 2020 AR VR BTN 150
fe37t, 298 VRATILEA T I AR ) 50% (Sina VR, 2016) .

B 7 UERRAN, HEARGE A H AT VR WA —# 7. 33325 Google VR &
EA LI RE 114 B 2 VR App M VR W G HEH R VR IREESKWE 360 FEAL
FA A% 1% (8 (Wohlsen, 2015). FH /7 o] DUSF A B16 5 30 B Im HL R E, 50  )
H ) NS Gy A R By, BT [ AR B 2 RO BR - (New York Times Magazine,
2015; Renner, 2017). 8AAL 2016 “FAERE] VR &N, BR 7 ksh, @5es) [
HAT#HAZMERE. FIH VR kTR AT 2 A2 e X 1E & 48]
Facebook 3L Oculus H— K HHA. Facebook 7E 2017 FE 424k T EE RIS+
47214 (Swant, 2017) MK iR1EF5 (Lichterman, 2017) . A X2 2 Google
Expeditions (SEG#E2) S S i TR BIEER. SCib s 2t b ML A1,
CfEH T 500 ZISBEACEE R, & VR EHE . AT EIERAE VR R
FHR 2R BeAh, BIIISEEARAEESY . 3. Wi 555 i B B B S
s R, VRIS E S D B R

a1 (2016 BB LA S ) i 2 AN IR, BRI SR
ENETIEA BRI ESE,. 2017 4 7 H, EERE DRI SZE AR N 26
fErLAEIE 5RO (Sina VR, 2017). A [ 5 Tk 5145 B0 15 5 Al Bl m] K TRk
IFERRAL K2 Fa e, RIS A A2 LR R M B B B 40 o B T DRI et
SRR SRS SE R A1, I BRI AN TR IF A 1 ) A 7= i . BB AR URECE
YL S4EE BN, RN R, TR A . FEEE
FESEAT LR B RR T AR = O BVISERCAR B, 2017)

! http://store.steampowered.com/app/358040/HTC_Vive/

2 hitp://www.nytimes.com/marketing/nytvr/

3 https://support.google.com/edu/expeditions/answer/6335093?hl=zh-Hans&ref topic=6334250
https://edu.google.com/expeditions/
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http://store.steampowered.com/app/358040/HTC_Vive/
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JAb, 2014 £ Mozilla A &) (% %% Firefox W% 2% BT & &) R BAE THREIM
Vladimir Vukicevi¢ FIHJLAFIFEFEH, 2513 2] Google Hl Microsoft &5 Vi & 2
BEFH SCRFI Web VR Dy R 90130 S ) 3E — 20 O J A0 A ke 31 1 Bl K i HE 3 7E

(Nikolaou, 2017) . Oculus )= E Andrew Mo fE 2016 “F Oculus Connect X
2 B4 Web VR B U0E], ERPEKHT 30 AZ M A FRFLGERE, A L] VR %
K PR IE R DR . Web VR AT DAAEAS HA AR VR B4 B LR I P g
FEW B JRCE 360 FEARSTUA R SV SE AR A, TR SE VR B B O I AR,
REHWEBRA LML VR &, A, FFBUE Web VR H0R, &A1k
Z AR N RN EIT KEZ 53 VR #HRKEH K (Antonov & Mo,
2016) . Web VR M https://webvr.info/ [t T8 _F 5 B —5) fa] $ R 2 “Bring VR
to the Web”, FF HAIH T A KL ArA 3% B VR P25 40 Oculus Rift, HTC
Vive, Samsung Gear VR, Google Cardboard, Daydream View %55, Nikolaou (2017)
HIH 75T Web VR 5P H 1 =Ml §: Meditate VR, Blair Witch PL & Google
F1 Miraikan — 2T &[] The Searching Planet VR

wE 90 AR RBIISL KGR IADI Tt )\ AR EAL DS AR <+
ARIERE—FE, IR 2014 FEFFGE I RE I S B AR I B R MR KRR BRI T
BN BReTHL. HENLG . BRAEEEA SE AR &K E. #FlaniE & 51k
WiEAE] 20 % ERERTC 44 1 Palmer Luckey A1 John Carmack &57 T BXR, MAlE
T #t Facebook EZEULIEH Oculus A F], a2 HELM B Palmer 33 T A& BT H),
T A FL B M A B 42 2 HL = AR i Oculus Rift ARVE—20 20 Rl 1 BLSE, A
EH T AEE4E VR 7 i

/£ VR HRXFHEARFFENES RO E2E M. &5 M
(Omnidirectional Camera, 360° Camera) , XFREmZAMHNMIE RS, HAHE
A Z MR R AR B, 8k oy i T AT B G PR E AR 2 s i R
XA VR &I A, ol A L B B R AR A AE B 6 s s /e B A
A, 0N ] CASRAE 360 FE WA RS MRCHE VR kBB R &MH P WE
BF, AT DASRAS S 858 00 A o B 52

1 JUAFE B & AN MR I 2R e S AN LR B R RT3, sy e E
HRERIERSLZEA. B HEBRAN 2L EZE MM AF: Facebook
Surround 360~ SUMSUNG Gear 360 . Kodak 4KVR360 %5, FHH 7T 2014 4F 2
HBAE T BRI Insta360 ARG ARE . © R HE ML Insta360 air  (for
Andriod) . Insta360 nano (for iOS) . Insta360 one (/& Bh /=, ZFF i10S Fl
Andriod 4t B 5 = USRI & SCRR S P RS i, BN RS S,
EFMYEHAR, BERFARLRE, WEXEADUTIaE. i e s
HAFER . RAMEERE Web VR FORIHE, XNAIRZ LA P 0 =450 e -F &

Youtube VR. vimeo 360 5.

Wl B HIR 360 LA, BAREESZEATT, H @K Ltha Tk
VR WEMERIPIRGL, IF HA BT VR SR LA —2 R . 75, M 2016
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ST, BEETH RSN L, BB BT G s . bR R —
AP EA 2016 48 5 A HEE BT 6 A Twitch #EH 1) Vieal IEMIISKEHIET 6
(Evangelho, 2016) . H RIZE-ESIA IR IL BT & @S /e 4 B HIER
ﬁ%o

e, RGBS 20 GFEHTGE R R IILSE R, BARE AR
JF5EASZ (Economist, 2017; Leetaru, 2017) il H A 4 L) REALELSL™ i
AR Z AT R Al b VR F b LAY R VR BHRALEH 7 e 3)
Sk 2 TR, T E VR SKEANK I (5] 5 H L 2 25— 2R AN IR P
f71E (Strassel , 1997) o {HIXIKH] VR $0RLE 20 SERTLSEA 1 AR, JFHA
R BHREERE, BRI VR SORMIFE b b TR e H 20 4F
HI AL — 2 FETTMYIZRI Eye PhoneVR, #1411 VR 7 ELII A H £ 552
A, CE TSR AR

4, BRSBTS T K F AR
4.1 BRBEEAREHE P HINH

M 20 tHED 90 AEARES BB LI SE B AR CUFE I R 2805 5 2 % )11 25 37 FH A3 R P A
Fl (Stevens, 1995; #8¥aRE, 1999) . BEIEJLFER SN VR B & L VR 2
BRABIFRTFEHNGE, BRI AR IEEIZR D E NN RS, SRR,
WA R T b R 22 D) N2, B UM SEEL— S AL Gyl B RSB H
Fro ASCEKE B AT VR TEZ0E S8 S B 4 LR LK

(1) “BERtE” HF

JE FOUII SE 4 AR TE 20 SR 2 3 1 . FH AR 4 A 72 <R B2 (hard science)”#F}
(Reede, 2016) , ZE4nAEW). fhr. M. MO, KC&%, ONAERE [E LA =
YeWiR . ShWn. IREEEEHEAT B Ah, T DR K Hb In o i 2 25 R A 2 S ARG RN R . K
SR X — e H R AR v R TGV BN OV AN Mt S B RR I ], B S
A RARYIEE 2 R

Labster &5 2012 SEROLTFHRIRBAIBI AR, LERS&HFEAFINE
TRl RS IR = A Bl STEM b 22 A2 22 SO A . AL A B 22 R R
W TR L IR R . IR B, A ERUR H AT A E] 150 RE,
IIATAERERE . P AR AR B T 22 e . Mo le . B30 B 2 B A 2 i Ko
Labster HATHEME 68 FEiLlsel, JHEE L rshblfe st =425, ¥
LR JREERIA SIS s fh AR R B A5 A RT3k
RS RSS2 Labster JF & ) BEALL 5256 % (M K I A

! https://www.labster.com/
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B 13, LK LRSI B 14. 55 A R
KiE: goo.gl/bmmNRA SKE: goo.gl/oT2xww

zSpace N Z&—5K 2007 FMALTHERI AR, M
JRE R FE AR Kk, BB T —8EFRH VR
HATHEE R RTT R, EERS T H/N¥E STEM
FRIEE o HAZ O i H— G AL H R R R
VR Borasdlil, AR ANAZ LRz E, 3
B AR AR R, nsES 1A% . 5 Oculus.,
HTC Bk B & AN, Z-Space MIIREEZ 3D HRLIR g o oes 5 o)
BT, IIREL KT R SRR . o
FM15 B 7R (zSpace, 2017), HHT zSpace AR sy, £00.2l/QpDLPf
N N AR LR EEE . REJL. E
HtR. FWAEAR. B Ess, L rmitER, ®E 2016 4F
4 H, zSpace T4 HE N 4000 Fr 3 [E @ /A, FEAE 2017 5 5 H AL 7 E 5y
ANa], AR CEENTIPTTR 2 KR

RS RN R RAE 2014 FSERf T — N4 8 “World of Comenius” )31 H
(Reede, 2016) , F|H Leap Motion HJFHFEREFHARF Oculus Rift DK2 W& 7EH7E
T AN SRS HEAT B A R AR N B

() B R

REANILSE 10 AR Cp FH T 15 2 B o AR B9 A b
fife 3 PR B AU T B AR I TR B . READL I K RN
LA SR K32 IR 4 1L 4R BE 4B 2016 4 SR
JE B “Bridges Curriculum” ¥R 2 — &5 73 (Baker, AR
2017). fEIZK S B BE#4% Derek Harmon H
HEE K — AT BRI R AR, R I |
A LAFE VR BEAUL R 45 o A 4 B EEUT 4 B 16. FI ] VR 252
gEglﬂ:l:*@ﬂé/f%éHﬂEﬁ%%n%;’ M?\ZE&%?U% 5{%/},@ goo,gl/Q8D7as
R BB RE UL I S BT mT DAL A AT ] B 4 1

" http://zspace.asia/edu
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R WA 28F . MR 2 M A B G R KA EAEF

Derek Harmon 7N, JE LSS 22 Ak U2 — Ml N2 5, BN
BHAEE A BT I sRAA A SRS M B ER AR . X TR OREE A R, X A AR S A
THR, RN A JE A RS2t . 2R 3T AR H 2% 2#% Kimberly Topp %
Ny RELILSZIA AT DI — e B SE I BRYT RS, B SiS BR AR n] BE 2l B i &
P2 GO TAEAR G B 2= Be AR BB BE 25 rh, AR MR LS Z 7, 1 R
WIS LR 2 A AT T N B SEPRIG RIS 2 BTt Be A IX L B Se AL, RAEF AT
AT B AR B AR A R0 IR BB T 12 (Baker, 2017).

18 48 FAREE IAEAE 75 EHO0 & 52 1 NG NARERAE, 1 — L9 A1) A =] IEAE R & R
FH R I SE R AR TR A i35 011 07 0o P 801 Be /& MobiHealthNews(2017)#ik & ,
P LA Osso VR 2 &) F & A% 7] AZE Oculus Rift / Touch 8¢ HTC Vive 5§ VR °F
G LA BN TFARE, EATLUAELFZERTFARME RESTIHWIEE. AL
T ZMAF Level EX A®NTF 2016 4F 10 AESERMZ 215 FHELR T 424N
“Airway EX?HIN FHFEF, X2 H I &N AR AR S FIAR 4 S8 bn F AR AR B (A
WINERR . ZR LT TR E . HEMREIEA ., EERP TR, J2EEM
FRGRR W5 Th, AR A 73T H S0 B EZ A AT B E F AR, X
LB AOEF AR BB, F2IEH 18 ERTF-

Real Airway vs. Airway Ex Patient

B 17, BEAEAE Osso VR LT AR Py B 18 FSSUEAT Alrway EX (A UEXS

AR A t[:
KIH: goo.gl/QLIEI] KR https://www.level-ex.com

BEAk,  REAUILSEEAR IS F T LU #0A AH O AR:

(1) FFREE . =10 Silesian BH K220 L GIEE K22 A ER T & T VR
ARG, Wit VAR H S &E sk B FGRE JLE I ATIRIT, A1 AE B
SRR IEE ARV E N, b B, LB SE (Reede, 2016)

(2) BIF THEH S HIFEME Drury K% O &I UK H R S0 & & 317
EF B (Walsh, 2017) o 13 22— FHER 28R TRESEBE B 2R
FI VR #4747 75 /K AL B R
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3) K¥EA. EEH-BERELFH VR 8BRS AU, $E4t R RS,
R SRILSE R AR5 S (Walsh, 2017) o FLECZWGH IS 4 135 You Visit Al
Georama.

B 19 F1H 20. You Visit #2 AL VR £ 812 AR L
FEBERIE: goo.gl/MmYWKT A ERIE: goo.gl/2QxEfB

4.2 K UL SB A S At A T 2

W& R ISP VI SR A e, VR BN A N I ZE S0k BR)Y
f@RE (N PTSD IRYT) « Hirdka5fE48 VR M UGS 5K 2 78 H . hF. A
BRI ARSI RS TobfliE . JIRS . R RN, EATEAE
fib BT, AR SO L RO C R R VR WU, T et 5 AR H R AT
PIAH SR 5 T VR I 50 A 1 B o

(1) BT

PR IT DR ARE A R DL S (1) 4% 48 o F A0, Sf sk
I (Meyerbroker, 2010) , VR F- 2 #UE A BY
TEI7 N RYIEE (phobia) B4 J5 N I 5 15
(PTSD) . % H # 4 ¥ 7 & B & & = of
MobiHealthNews T 2017 4 6 A4 it 7 ML
FAREEITATIW S I 15 MEA. Hh e
M, BT, MRS WEME S E.
g i) VR Physio & A LN EE SR AT B A
iﬂﬂ@ﬁ?%ﬁﬁ?ﬂ%i‘ﬁ, %lljgﬂj]'fﬂ_j/ﬂ\]iﬁff?fﬁﬁo «%% EZI.VRPhysio/Aﬁjﬂﬁﬁ VRw’izgjzj(\—‘[‘%
i TR R — RS E BbR, XISERT LD 450y
XABATEEAT B B IS S K. [, BETTLIE skiE. eoo.gl/HDYJA
TiE XK HE I Sk IS Bl k4 ) A R KA, B
1K BB UR FB T H 1)

(2) HRBRR

I AESRAT S IG FN b [ 5 KA A By 2y FEHEAT VR PEMV AR, X VR 5240
2%+ VR AT T IR . IMAX T 2017 SEWIEB VTR T8 —% VR
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O, B R SXCREAEAL) . 2R EHESENTTE R 7 VR dul, JREI AR
BERTHE L EOR R (IE ) #Y VRAKLS (BR4ER, 2017a)

FH 2T A TR A R U iE
EHEEC 2018 S8 A (UTAEE) M
A ERR A VR B0R C BREZER, 2017b)
2018 F gL MR RS (TEIEAN )
B 50 FELE, EAZHL VR HIEA A
Supersphery 1F7E 18 it i D030 920 gk 47 H
H (RZER], 2017¢) « Oculus CLifEH T H 5
A3 VR Zhim%E H Lost's

& 22. NBA 5 NextVR & 1EHE BRI B 4%
R VR REH R MBI T8 S0 iR ik RVE: goo.gl/97e5bd

W, Ritthg VR Gl \tHE RS e
VeI 25 1 A BB A — A S RV 5 1 R AR A B ST R A b VR HEY
Fif A (BRSAY, 2016) . FIRF VR R H BEA G HHIEE G L HEA. 1
KSR T (OHRATAT THE, XS e T VR BESER N RS B F k.
R, REANAEINA VR BEIBEUE A VR MUSZ I 2 Ak R 2R 1 B D 5 1
(BRAL, 2016) o JEDETET ELIE AN 2 0B FE T TRESRER, TR A R0 A0kt B 4% 1 75 R 5
ARIE. CABREIE S, A LEH. SN H A, RS A R B
— 7T VR BRI AR, BT, X R AR SR AR,
T B A T K 4 B R 25 53 8610 VR LR (0 i A

(3) AL 3T R
VR A AR Z B S8, —Jrim,

LG R AL A D R AL, | X
R L2 1 5 I 45 T , %i'

ER I A B NPRZm g e,
BoHW I PR A, KN AR
F BN 22 TR B A A2 0 5 59 N 2 [B) [ Bk

MRAESE, U7, R SE AR E A >
AL, VR H52 XREE RN 2, BN R B ' o
fiﬂ%)\@w‘ :%’% ’ Iﬁ‘l Hﬂ‘@?ﬂ ft Eﬁ}\t% > & 23. Facebook Spaces: Facebook & A A/ 17E
AEEAAT BT I AL SR RE A AE R TT o a7 5 Arctic Open” i — 2 B & 44
BAh, VR ALK IEAE T) I el goo.dlqwauye

s, ARTT LA A — e )id B S AR TS

HCEE SIS AR, Bl ansk - nT DA— R i R ki, st g i E AT ] DAL,
£ 22 W Joe BB 1Y) 15 B [l $I B 30 & PR s I

’

! https://www.oculus.com/story-studio/films/lost/
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IEAARET VR AR IX L 35, Facebook AEH M 4Ti& 1 VR #E32 B H
Facebook Spaces. £ Facebook Spaces W', FH 7 AT LRI G & AE M7 5 IR |
DUSE I & B, i Bk v BLA AT #4T VRIEBIEE. Facebook #1538 VR 13t
N Rachel Franklin /£ OC4 LiRF|, AR HIN. BAHABRM AW AN E
WIS, HONMATRE A B IES . BATEARERESIMN TR, hRR
Facebook IEM AT =77 HREHIX—HAr: BIAIEE 2 5] AKES) (engaging
activities) , ML ZHIPIR AL (immersive media) , FEERE L AT
5 (connecting worlds) (Popper, 2017).

HATEA# K] VR A ML EFHE VR #5876 Altspace( S A A1
). B NAAIEE N Philip Rosedale i H “YT#” 2 /£ High Fidelity. H HTC
%) VRChat. 23K K HRIER KAV G Steam #EH ) SteamVR Home, Utk
4B Rec Room(73X HoloLens il H AifAT & B AWEA G146 N)~ VTime %555 .

4 HTFHE

VR TPNHAR F R AU IS AR A il R A 28 B (Y BRI = 43R g, e X
it PR PR AR T WA S A E D (AR 55, —J5iid, VR WiEs s 1 s = fR W]
LISV 9 5 BN Bt b . PR 2K v 5, SCAR SRR A A 5 s )
PRI S ABL 25 SEAR SR W) o

2016 5 7 H, EFEA LA RKIEYT
FERER T 2N Buy+ (1 SCHE IS 1B B
VR WA, “Buy+ I B AL AE 2% E3R15 T
ME LML BEXR. LS. ZRERZHEE
figzs4i VR T7E R VR IWIHEEAR, Aid H Rz :
RELZHILEER TR EEER, BEtars I ; il
b B FH 1% 75 B H (Ghoshal, 2017). B 24. B SHHEH T VR TP IA 56

KIF: goo.gl/96cvDh

F AR E] Walker Sands [ ZEE AR5
o, MR UIE (55%) AN, VR TWPHE AR SR mATRIaY i, 1 35%
I B RN, # VR MIEH R GEFE AL n] 58 1 R 75 i@ shag, AT K= ™
W BE £ 140 i (Walker Sands Communications, 2016) - It4h, 1R 2 A &) IELE 243
R R AR S5 AR N 5 T 22 1 25 SR A R A HH P il e B i FL B s db AT - s
B, EHMMERERBCGE ERAEER . Bt . PERESERHIE

! http://v.youku.com/v_show/id_XMTUxODcONzE2MA==.html
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5. BMISLRARFEE = # BN A
5.1 B SEEARTEE F #E BN 7 KX 261

A RE S SE AR TT DU I 1 25 AR N 15 5 e ik — Rk T sl
CR ) AT VR SkiGUE R BE% Cr o) R BLSeiRa”, i sk sl
B IRz P o 2] A7 S HUR R BOE IR I SE R TR 3D A A A
HURIEA B A8 5 2 2077

5.1.1 BRI LR E

AT = AEE P NI T S AL POEC s iR >, T TP
MR LI T A SR ML IR B FUER SR 5 0 SR 280 B 37 i T8 R 25 A iy PR S50 40
R BRSO 25MAL. VRIE4E. iPhone. iPad. ZEiCAHN, FIEM
BEFRHEAR G SIEE X .. FBIREST, REEZFNmEkE — 62,
BB U AT MANCR TR, B NS LR i ey, FAEMH - G%%E T
VR MGG 2 ) FHL, SR LIS IR B AT H, BT 3RS 00IR A 22 3 2 .
HBIRET, AT LIBCF IS AR A v ) B8, NAE S s il e it b,
Hhn—& iPad (2P M—GEICARHEMN GEfEYE) , HFEEZ
Y E I AR AR I MG . BRI 2002 3037 i R 28 R 27 2 i (1) 7 % o FH A
B AR

FEA SRR B D, IR A i Al B T VR IR B3k
AR HA I RS e A B (RN % B ) JURAZ
s B h s T R IR R R A
%, R IR AT SRAG LI I S A R

MR R, MBI R, ST 4 et e
SR SR R A, ik SRR
Bl HERERIE, £ RN R R LT A% MR R
B ARG, JORR B A, WSRO A e LA S B
VL sk L0, T A A8 B KM TR R . A2 A E 875 e VR MRS
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BRCTHLH M, K VR IR, RIS R R 57
RESEIS-ALERYEVE U TS ES 051 k-2 R i s

H1 T RE DL A T TR 2 i A R AL IS A A A b e vy, R DL IS AR AE
FEATR N AL B o (HARREE SRR, Rl 23 P41 2R 2 2L
BRI T8, R SHORAE DUE R 2 SR 1 AT RE. B R
LS BRREOR IR AN BB R R AN TG 5, 25t ELRR A0 L 2 2 3RO 2 11
ZH o

5.1.2 T EAIELEARKITET E =5

HAEl VR B %A REEEEE R . 55— Moy 20 il A A 45
Wi, BEARA L VR 48 3 X35 (VR purists) I\ N4 S LA AS J& B OE /1 2 30030 sz
(Lloyd %5 N\,2017), [ENH P R REB B U E T I 17 1 A3z 5, SR 4 S A0 A
TE A R A FI ) ' 2 7 T Uz iz i ak R Unity 26°F & 4878 3D BAES. Hr
A AR B A2 b SR 21 0 24 808 <S35 0% (Google Expeditions)”, ‘B0 LA
RAME S 2 3F PR TR0 B B ST RS . 78 FHLE RS2 #0# (Expeditions)”
MG, M) DA IR AR i — R L g A 22 21, IF HoaT DK B O B R TR
X, WAEAEES BN VR IR PR R E ARG L= . FREILE AT (2017
12 A) <SR # 2 # (Expeditions)” W 5 40 S HR E N R 3E4T TR

3R 2. LR (Expeditions) 3857 5% i B SR A A B SCUL I R

TR FE | FFRE | BRE S A

The Great Wall | s | AirPano | 4 | KHUsstE. ASAKSL wlb KN
b AA \‘ R . #\ ﬁ\ R YN
Beifing | TR | AitPano | 9 |~k KR Rin, B, LA

. HL SOHO(AL 5 #THAR)

Shanghai W 5 kL | AirPano 6 AL R SME L i EE B b 0 A

The Art of . DL BIAREYE . ADETAR. A
Yangzhou WRATSCAE | Google 3 Pl ilr e [l

FEARIIAR, R . YL BRI

Guilin, China | HESNOG | AirPano | 5| by iy

aroundthe | WRcp | Yide | s [ PEE OISO, 5
World System T2 R 71 (Day of the Dead)%
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T
ety 5 s

& 28 %ﬂ E 29. Google“”ﬂfﬁ%’ﬁ%(Expedmons)”':F' M Ik S AE T 5t

F Ry AT EES 3D e TR 3D 512K gn AN N i U SE S UERR,
H AT AT IR VR R IF & - & /& Unity Al Unreal, ‘B4 1#% IR & A B 1
EAVER . T Minecraft (— KL AR IFIVD &R, 2016 FHEH T
PSRRI 6 W S VR R M N X Ui xR N A AT 2, H2 A edm AR FE A
PR, RMEERIE T 2027 75 E (Lloyd %5 N\.,2017). Google i —4X[] Cardboard ¥ & Al
% MK Daydream V-5 XF BEFMILSE B8 LH NS, NE =T KERME THS
FEAL IR T B KRIT Learn Immersive #1375 K FAHL VR M H . TR TX
3D @A I = 3K VRIE 5 22 ) M AT AR

95— /& Tony Diepenbrock 1 A Z 1177 20T 2015 FEAEIHEILHEH T 4
HLearn Immersive”ft) VR 55 %21 240, HOE VLT, 0T LK 3L 328 ) ie]
HATE2),  [FIRZ RGN AT DL SRV & 200 B i3~ 5 Bt AT g
SRS, Learn Immersive RARIFFKHFAENL, HysHEMETEINE
FEFHR, F307 IR F LR N & (interpretive), 51 % RA M K ET
&R EOfF 1k, Ak, Learn Immersive W KAIA RN —IR BA TR 2.
N /& Learn Immersive 5 2137 5 AN 8

B 30. (LAED AXGmAE B 31. CHED ERTY A D)

55 T AREA AR i 3R RO R TAE = Fox3D T 2015 E%’ﬁtﬂ mﬁ?
#E)i Gear VR “F &1 VR 15 % I % “House of SuBEI| | ;
Languages”, HJLLfE=A Gear VR 1 Oculus )1 Zeries
P B #(Oculus, 2017),  H ATl 4t >0 B 1E R
FEOEIE . VAR, G, PP EAERE UM

[/ ~— U
1% VR A NN T, #IWNAEN B 32. House of Languages # [
TRMI W@ ER Mg, SR @M e RIE: goo.gl/4JaNF]

© 2017 The Authors. Compilation © 2017 Journal of Technology and Chinese Language Teaching 91



Mok, X4dE, RE JESBLSE BRI 52 DU S FLAE 5 08 K R

A, IR U 2 DA AR YE (interpretive) A, GLHEXT BB #1375t W) i A4 R
IR Wrda o, DL il SCRII S (WAl J5 R VR & iE B sc R i IR s i),
A ARt 7 Sk AT RE, Blan o v P EE Y A FR .

B 33. ) WrRC kR 5ikxt B 34 1 35. House of Languages H AN [F]37 5t
P ERCRE SRIE: Kl 34(7E) ahlE, KiE: goo.gl/hF4Xol
200.gl/R3G5qf 34 ) AERE, KiE: goo.gl/ftsGo2)

H=FN B ATI Studios TR, X —FATE LRI L TIFRIES
FAFHS A AT, BOLF 2013 4E. 2017 4F 2 H %A R HZ 81 R 4ME % 2
FKFHUN IR A IS BN SLH AR, H#HEH 7ET Gear VR “FEHIMNH Mondly
VR, 2017 49 H X3 &2 T Google Cardboard 1 Daydream *f- 55 .

EF NN, ZR&HBHENE VR IEF ¥ AP Ige s e & —3, BHlsZ
30 MRS (B3SO o Ak, A SIBI U A FE B 1 A W A s,
R HEE N EORIR M 7452 BRI DR BN 5e 2, K% JNEARRT
FRERTC, TR SRR PGS, Bl K ENRFR . BT 5.
HEZEMNHAY R . SRS, Mondly VR HIThaE. PRI A2 > RUR /2 H A
VR IEF %A PR E, X858 T ATi Studios A & Z Af/EFF & Mondly Z 75
HMEZ AR R, Mondly RIITFHUNH(FE2AE VR BIFMES 2 N H) B3R5
Facebook K Afi 1) 2017 4-“App of the Year’?%. {Hi& T[T HEI VR FARKF, Kl
A E M, HEET I UM RN UG 25 2] DI RE I B SRR T e o

Things you can say-

F
= &) Juice B

4

y P
What would you like f "] | @ Coffee
to drink? 8 nice ‘B
9

’ & Water

e}
!‘

MONA e

B 36 A 37. Mondly VR 137 5tA6 I XHE 25 )
K36 (ZLED st K%E FIVRFTIA: Bl 37 CHED NEEmiE sivcet
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Zroi, s ] DL EE ORI BN UL, 36 R PR RN Bos AT &
W HSCAS; RIS, E 2 S MR SN, o1 dk e il 5 ),
ARG T UG, RN ST

5.2 R S HET M BUI L AN hiE5RE
5.2.1 7R3 5 S M BB SE B AR KIS

Dalgarno Al Lee 7£ 2010 &4t | I ERAAEZ R LS Gl 1
“Theerl sLIL M, HBi<affordance”—1d]) , EARMIATT 20 BTk B4 A2 £ X6 B A
BRI ss — NAUERR), HIE Hdp— Lo 3 [ R 08 A T RO SR, T VR
FRFr AL 2 B R PR 28 SR B 2 ] DULE R A B R R ) 2l gt —
R IX L

(1) S A TEVESE AT 55 R38BT 205 2l T4 B AR 5 i (]
FIBER AL, AR RS EREIRS U AOE RN 2 AR A R, mrisEid 4
SERR N AT DAL EARAN 22 AR 3R A5 5 2 (1 4 A AL 22 (Lloyd %6 N,2017). b4k, DA
Google Expeditions(SZ53 3 5) NI I i LS o 2% 22>t ) IS 28 38 5 % 21 5 A
FH H B RE sz 21 B 8 B XU s s ik 77, v LA R IE 5 5 21 7 2 Ak
nFEEZEIERLE .

(2) T30 52 5% Benjamin Chang %5 A (2012)48 H & {5 B AR 3
RERLRR . WO T 90 ANBERI R A B, DA S A 2 [R] i B 3l 14 34 AT
R AR ) E RIS 5

(3) FEAMAIEFS: VR HRFRED ) & E M R 2 25 S S0 T IR
TG, BIATREIZE ST 5T LU VR ek o i i 2 7 3 ) 55— 9000
4.

(4) EBRPEEE: BMEGRRE AT, BB oA AT DAL
SARINITE S M S, oRe ] UL 1 A OIS R 2550 . 219 L2 RS
71, FEAEE R R HE S RE

Taguchi (2015) 5, BERCH KREH AT T & T I EM % S F 5K
Bz L2 BB FR, (ERBCREM. FRHER, FEATUT =070 =25
HETE B %1 N\ (pragmatic input, $5 pragmalinguistic forms F1 contextual factors)H /5
T HiecE X e s, SRSOERNEI 7 E R w; &M TR TR
1 7 v FH A 8% 7 A (explicit metapragmatic explanations), #(** R4H = H.H)H, L2
B ANRRE T B CE IR 13 S AT AN OB AR =R AT
JE K BT S8 2242 6 = GE 3l (learner agency). 7EAR Z#HZEW A, HIBLRT
FEREENUWEE, MARFE AN IES 5% . X ERR B, Taguchi it
KE1E#E (2017) #EAT 1T R, A B B R GERAEDOE 7 ) #9 >) —
B s P IR DOE IR ERIA T 2. AT TR AE B3 i) BEE 35 B S AR A 47
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TN AR, Ik 7P HirAENIES, DMELLS: SIS g ST v] RS AT — A
BT UL IS, 7R LI SIER R A NIOERIE T ZF R B
TR 285 FAN S s 2 3R BH 1 12 5 VAR B B B D8 ST Rk J7 0 i
HEINSEE S 538 WA R e B T DURIEA R I8, el 2 2 2] A e R =
(ZUUEBAES)MARM BN, EH NN, BEERVISLERIEE, Fal
ZHAMAERI I, VR HAMEE 7T CUR 4 1 35 B 5w AR 38 0IRIECR Bl AN A2 1 i) R
BN L29E RIS A 22 IR R 2%

BT _EIRDU AR A DA, BT RBMISEHARE S = A B TR % L2 %)
EHEAS, RS E A s R R 8. Qu A1 ATEH (2015)iE 1T
SEIHLEL T HT VR HARK BT SCRE A, L <55 W3 (bystanders)” (4T A %T
Bk S E S BRABEM R, SR, BRAN IE R T
THRE I E M B R R Bk Rl W, 7R R AL SR e R R A B I AT 4R
PERVER] DU — S G AR FE R )22 ST 5 1Rt T e IREEEE . B5 3R B ME R

5.2.2 FEIE B BT M BIUBLSEE AR KSR 5 R E

AT, BB ARMYORER. X EMFREESECERHNHEAE R
137, (H2 BHRT VR 7515 S B N ERRERRRE R, X3 2226+
LR JUANEER . —& VR W& Hall LR AR, TkrEN VR B&EN & 5,
M 22, TEASIELER A EN; MmN H(CHRE TR Tl VR %%
FI R PRI AT R SORFTHT 0. 8 A VR B [ R 2 25 i B 1) JBLE S 55 e IR, 1R
% VR S (HMD) B &) i 7648 FH 0 B ot B A 42 204N fo v & 26 48 B 1 8 DU D
BN A BT K. =2 VR N T8 5 ZH0Em L3 5o () G AR B s
BB m, Bin L IRE 5 5 ) N A AR I R E R e B
SRECZEBEAR, Hpg i —=_ 00 54 3 et M Mondly
VR WIXHIESR > ThRE A 52 F P URds, 1R 22 W 38 76 N FH i IS (VPN (X B 5 k1%
BRI B S HE S N TCEE M AT AT SN, . Mori (2012) 1 Banos (1999) 43 7l 5 i
TAERPL AR, R 08 AN B S5 F 3252 N R FE RN
P ARSS  ESE R, BAR BRI VR 18 5 2 SR 0 E B B AR RE S N,
SR — ) R 1) S0 3 5 AR R DL I S AR T K 3R T, X TEEE M RR I H

WRYE VR BRBUR R RS, BN, EARKBIE, VR EARAEES
P BN AR R 2 uOR R, T WKERE, A Unity 76 3D @FJF K
IR, 140 Mondly VR, 2 BE3E BEAARAT WK~ B B2 T 1M AN W in 56 i FUL A 85 1Y) 3@
MBIV, AR RS b (15 5 20 2138 S 5R T HS AL, [N Ml VR
WA HSED N, 507, fEREN, FET2FMILE VR S8oRNH, 4
AN DL ) A R ELRROR R U5 b2 8 (I A A S ), IR A AN A ]
A, RS SR B AR TE e STk
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