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Discussion on the Application of Virtual Reality in Technology Teaching
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Abstract
With the enormous development in the field of technology, Virtual Reality ( VR) are
gradually playing an important role in the teaching of technology curriculum.
Recently, Taiwan has developed new Technology Curriculum Standards for grades 1—
12. The basic concept of technology curriculum is developing students' ability to do

things and to use technology products,Taiwan’s technology curriculum content
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includes the following four learning content items: (1) the nature of technology; (2)
creative design (3) the meaning of manufacturing technology; (4) technology and
society. Accordingly, This paper focuses on how to apply virtual reality to technology
teaching in order to improve the teaching of technology in the past and promote
students technological literacy.The conclusions are as follows: (1) VR is an integrated
learning approach to the curriculum; (2) VR should be applied to the teaching
curriculum with emphasis on the balance between play and learning; (3) effectively
utilizing the characteristics of VR to help students learn abstract concepts of structural
design. Thus, the recommendations are as follow: (1) the application of virtual reality
curriculum should focus on task design. Set clear goals and give students greater
freedom of creativity. (2)VR can be applied to the teaching of life science and
technology in three aspects: model, architecture and engineering, which can make up
for the difficulties in making the course. (3) Teachers can build teaching models or

virtual classrooms through VR, so that students can imagine more in space.

Keywords : Technology Education, virtual reality, emerging technology applied

to courses

PR AP R Y 2 N KRR Ha Y 2 N B kR
bR DRI BFHT REP FLEF B 2 AEE TN LR
By kg Y (e-Learning) T 5 0 R T A T S F L B AR 4
:]vifb it e AR EEEE Y (Distance learning) o iB A R N F Rt
L3 REE LR LR

EY el Eanidfid-e B EY B YT > AR hd o B4 BTG Y
WA RY {LARDEY 1L o AR EFTBBENILEL Y EATO{cR Iy
#4131 E (Nilgun Tosun., 2018) » iT# &9 8 (Virtual reality)#is®4= - p
POERT R F BT T ERVR FE CIRBRT YR B F
FE-HFRBEFETE S F T AR RN fo @R LR (AR
FFEP O AR EFLRBETE LA Z S HFE g~ B (Immersion) ~ I & 12
(Interaction) % i # (Imagination) (Burdea & Coiffet, 2003) > & #
P R R AR M AL AR LSRR ) TR -

ERCE SE St m,j}u{ ") ol Tk 342 (Buntting, & de Vries,
2013) » @ BT BB S FE . AN HEF TanieY §F EEod

129



B0 Flot ke M3 AT AR T A AR Y iR )

AT RES EPRKE L FH

@ﬁ?a%¢~¢?*%ﬁmn& - B BERE DL E R
S £y 0 g A2 B Uk AR Y Y B BT 0 BT
BEARAORET T RATE o B T(2016) AT B

e fd
(-) R I RHER b‘t(lmmersion VR)
R TR SRRSO fIT B F R NEE R f R
3)%.3‘;?‘*)*%&11 Ao

(=) % A B %% & (Desktop VR)
¥ -FIIBEMT RS R B Tl S RERG TV
T T o

(z) HBEESEHETR K (Sinulator VR)
SERHEFHREISRE PR EORRE TR BN E o i

R HEDIR S SEFEIB S TR TRE o

() FEFNEHEF R Projection VR)
PSR BB GRS TIF R o R FF LSt 3D i
KB mEE R o

S EpRKE

AREPHEG AN MA LR FER o8 afFHR R
¢ 5’ § (learning by doing) ehikvk kF LGB v - ¥ Ly F K
LA T A 0L B Dewey #rik G BB I I Aoyt (PFRRE - R
FE~ R RE > 2011 ) o PEEPE - R F:ffr B (2010) % /8 ¥ & F v gt
KA Y 2 A BFEd? g Y 4 MFIF Y 2 APHF ITEE P DL
TR RN IENLER A FITERT R FIP] AF S TR T w7
% o

BEZRY FERFFHEATEORFIZ - > UERERFFHFET T 1 B
Jfﬂ, RRE PG KR PRiEdea T n T B RS 0 4 ARk

LR RIE A 9 S Rl i

'RF‘?’% RfEEZ 21RE > 5 - ﬂMﬁ‘»éixm B AR R ?5%“#:
o ﬁiaﬁgrﬁw#ﬁm,%,& P RALRER > RLER W Ff
Eod LT mh P E EART d 2 'ﬁ«t\“ %c“‘—i Y EE o Blde: ?’ér)**«“ Fr o~ mpH
f%‘lﬁifl@;%‘i#ﬁjﬁ‘ﬁ&ga ...... i,’ﬁ%agilhméﬁg’@_ﬁﬂ'gﬁf@;é’

130



T A4 R efd B 2N B 32 g 42 (Thomas R. Loveland, Ph.D., DTE, &
Tyler S. Love, Ph.D.,2017) -

Ra “’”mq_FJ FeRl )™ > dofe h- F ik LE 2 TA S F Rfow
TR BACE BAKE AT RS 5 T‘U%J PV AT Rdrdk At RERF
PSS E Tl §4ﬁgﬁﬁ&ﬁiiaﬁﬁ S Iy S B -1
APLE T UL PFEfrL T S sk e

%%m

$ BRIBAT N2 EPRKEL Rk

R

(=) EYHehif i ailieh
gﬁ%’ﬁ?umﬁfﬁﬁﬁb%@: HEBRKTEFREN Foaipy ,%4} e
Y FHERE Y U7 S BRI $ P € bR RS T
FASEE B Y FEIRE P FRERE RS A Pk fE
SIpEF ﬁ?ﬁjsg; AEERY X G BT R B RS

Jﬂs_«ﬁo

() gVeeBaEE
@%&safa—quu.bxx,}lggﬂt-;ﬁvm{%,.»\.,Fa'?uécu H= o
?ﬁmﬁ” ey A &ﬁﬂﬁ%”**ﬁw@ﬁﬂmw%% I

/ l}_%_tl ;']H?B?\ '.: y H lFéij‘E‘_%Hﬁj 1;\2/.){],{;1 lgégjmi&j’k’ J, R |‘E‘;;);§

D T R EPRRE SRR R

BE- BpEHE P BT A P et F MBS B
ﬂﬁkﬁ cﬂwﬁmir BEFBT U N PR o blde: TR~ T

- _—zﬁg ...... o BT BREN FUEET IR ARG R o b R
FEBTPRRLTBENTE R F T IOLIHF BRI AKX o 2
WA CRAFRREFETRT LT DDA R E LEFES ML 2 * o
Flet P o R E £ BT 3 S 4 3 (Nilgun Tosun, 2018)

fi o~ SRR E S e
FAaxAKZTHEREY KR

5
ARG LA BRORE o md R R 0 R
i Lo pgai g P A R R b F Kok
g

i

ﬁﬂgﬁifﬁﬁoi*ﬁ RERT IV BAKRY B %%*ﬁﬁé’%
—jﬁ!‘lib»?fqy E—_’K%/\#)\,? '\‘%"’t"ﬂlh?”‘%tg‘.f‘rfwl’t‘ﬁ 'fr‘? » 1 &2 B

#E}‘J‘l‘ﬂg\'ﬂ\mlﬁ%ﬁw ¥ ﬁq;}g‘_}% L‘F%:é;t‘ﬁjﬁ‘l%,g?r o

B R pRR AL BRPEKE DR

131



-~ REPEBEABRNKEORE

P RHETRANKE?  OHFIRTESE DY 2IGRE Y Ao TR
E?mwﬂv§4W~¢@?w?mﬂ@wﬂiﬁ%w%vﬁsﬁiﬁ%W%
e 4 (Manuel Fernandez,2017) » 4 ¢ » m#EF B F15 47 - LRGP (A7
i mi vl R IPNET B A i g4 RS BT SE S TS piERE L A
B afeE § PR 4EehI #5 (Jorge Martin-Gutierrez,2017) » { £ & th{_» &5 4
B RBRTBAMEK OB SR RDER A T2 MR R

FHRDERT =BG

(=) B if ek
Bt chd Z R A a2 BRERT Y AF LR AN mRT R
RRBEDPTAG S A RRE T AERE P%Hﬂmémﬁﬁﬁ’
ik B2 H S g o

M R E
BEFBEKT LA TUIFEAR BAKT S AES (REHE Y
M) @~ (Bh ~BEET) > MEN % RIARDLG o »
U RERF R ORE MK T R PR A

) RIEIFL
ERBEFETRNE AR DI A E 2RI AT HEKERESFE
S TN BRHEOZESE P RZFL R AL ) o

= REFEERBAKE P

I

(

(

m

BRI AAT- RenitF PR A B P A ST ] 0 B3 - R RRF B
PR RIS EERRRT BRI M ERFT R AKE L UG 2B 6 v
(=) ¥eAR

BT ELNEr KR AT R EBRE Y RBAFELE T 7 4o
fr I ¢ PR T ﬁ:}iﬁ&ﬁﬁ)\?x%%w— 'B‘l B $HHET R
At ehy e

(

1y

) FE7
TERIIRIE T AR RG2S RFER PN T
PEBETE SN 0 A R AR T EE 2 FACLITOART BN
BRERN HREFAFE T o

) BIEREFI®R
B BRI A X - o R B FRA R R D K
K 3 - TR RL 0 - BAATOME R fr B R kB BT o
R B S P E R e & .

B RET B mﬁ@%_%%$$,@%%%(@wm B~ FErE 7

B MEPNFHUEEFEEIRLY v A R 5y RRAERT AR

(

I

132



PR o

1. ey
iz~ %5

L

BB AR BITOAEE > R KT ,,'F‘Tféssﬂ—ﬁ A T |
WERBEFBER LTI BT R B2 frEfF7 LA PRI X CARE N Rl% o
A B A AR R e BB AT B RS AR
THEF KPR E g A A Y W B S K
5 e YRR BT N AL BT ¢ s R AP K

Feho

342
AR iV

PER P~ R e E R (2010) 0 EF REFB AR 2 APRF TEH Y o
??ﬁﬁ%mv*ﬁﬁﬁiém’m@>qwamo

PERPL s FRH s RS (2011) c R ML T E Y TLARELILTT o %k
RAKEE 14 (4)>161-186 -

MR (2016) - FEAHITEA? ASEEET—ARIA CBRE - 12
FE - FEUL -MHBEA T I EREE A EFFTL 7o

> _p;“‘"—\‘zlgﬁé,\

—
-

Burdea, G. C., & Coiffet, P. (2003). Virtual reality technology (2nd ed., Vol. 1). New
Jersey, NJ: John Wiley & Sons.

Jorge Martin-Gutierrez., Antonio Gonzalez-Marrero., Beatriz Afiorbe., & Carlos Efrén
Mora. (2017). Virtual Technologies Trends in Education. EURASIA Journal of
Mathematics Science and Technology Education, 13(2),469-486.

Suggested Citation: Fernandez, M. (2017). Augmented virtual reality: How to
improve education systems. Higher Learning Research Communications, 7(1), 1—
15

Thomas R. Loveland, Ph.D., DTE,& Tyler S. Love, Ph.D., (2017). Technological
literacy: the proper focus to educate all students. Technology and Engineering
Teacher,76(4),13-17.

Jones, A., Buntting, C., & de Vries, M. J. (2013). The developing field of technology
education: A review to look forward. International Journal of Technology and
Design Education, 23(2), 191-212.

Nilgun Tosun. (2018). Augmented Reality Implementations, Requirements, and
Limitations, and growth [Virtual and Augmented Reality: Concepts,

133



Methodologies, Tools, and Applications (3 Volumes)]. doi: 10.4018/978-1-5225-
5469-1.ch048

Mikropoulos, T. A. & Natsis, A. (2011). Educational virtual environments: a ten-year
review of empirical research (1999-2009). Computers & Education, 56, 769—
780.

o

134



	P9虛擬實境應用於生活科技教學之探討



