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Virtual reality Interaction Motivation Korean

“INTERACTION IN VIRTUAL REALITY MAKES ACTIVE LEARNING”

KOR
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01. Introduction

Technology-Enhanced Learning (TEL) has been rapidly 
increasing (Larry Johnson, Becker, Estrada, and Freeman, 2015). 
Many scholars contend that the educational technology 
becomes effective learning and teaching tool (Hicks, 2011; 
Kronholz, 2011; Ross et al., 2010) as comparing the traditional 
teaching pedagogy (e.g., textbooks and lectures) 
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Sim City

Second Life
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Desktop-based 

language learning

Minecraft

01. Introduction

Simulation game & Second Language Learning



01. Introduction

Advantages of using simulation game in language learning

Active Learning

Less stress 
to practice 

tasks in 
authentic 
content 

Highly 
interactive 

content

High 
motivation
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01. Introduction

Advantages of using simulation game in language learning

Active Learning

Less stress 
to practice 

tasks in 
authentic 
content 

Highly 
interactive 

content

High 
motivation

HOWEVER,

“Desktop display may cause disturbing the concentration and influence the motivation of continuing to 
study due to lacking immersion” (Kim, Rosenthal, Zielinski, and Brady, 2012)

7



Different displays can generate the different immersion level

It also can affect the motivation 

01. Introduction

Desktop Monitor Virtual Reality HMD
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House of 

Language

Mondly

01. Introduction

Virtual reality-based 

language learning

2018
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01. Introduction

Virtual Reality HMD

Why VR?

VR keeps students motivated, they play 

an active role in learning process, 

provision of learning autonomy, and 

high immersion (Bricken & Byrne, 1993; 

Loftin, Engleberg, & Benedetti, 1993; 

Regian, Shebilske, & Monk, 1992). 
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02. Literature review

Immersion

VS.

Desktop Monitor Virtual Reality HMD
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Steuer (1992) stated that communication devices vary in terms of induction of presence.

Presence defines as “being there” (Biocca & Delaney, 1995). 
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Text-based interaction Social Agent Interaction 

one group with text chatting 
online in Second Life, and another 
group without using Second Life. 
The results showed the group 
who used Second life text bubble 
box has less anxiety than non-
Second life content users. 
(Wehner, Gump, and Downey, 
2011) 

02. Literature review

Interaction

people who use the type of 

media that provide them with 

an opportunity to interact with 

the human-like source are 

more likely to perceive a 

greater sense of interactivity 

and social presence 

(Heeter , 1989)



02. Literature review
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Intrinsic Motivation

• Dreher, Reiners, Dreher, and Dreher (2009) believe that virtual worlds provide “more important and

often challenging aspects of teaching students to cultivate intrinsic motivation, critical thinking skills,

autonomous learning skills, and knowledge/skill transfer between learning domains” (p. 220).

• If intrinsic motivation can be incorporated in learning, it will result in improvement in academic

results of students. (Froiland, Oros, Smith, & Hirchert, 2012).

• Intrinsic motivation is motivation coming from inside or due to internal factors of a learner (Deci,

1975).
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03. Research Model

MEDIUM

(Desktop VS. VR HMD)

Intrinsic Motivation

(IM)

Perceived Interactivity

(PI)

Perceived interactivity as mediator 
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H1-1. The participants who are assigned to VR HMD condition perceive a higher interactivity 

than the participants who are assigned to VR HMD condition

H1-2. The participants who are assigned to desktop monitor condition perceive a higher intrinsic 

motivation than the participants who are assigned to VR HMD condition.

H 2. There will be correlations between perceived interactivity and intrinsic motivation on virtual 

reality language learning.

RQ 1. Will perceived interactivity mediate intrinsic motivation on virtual reality language learning?

03. Research Model

Hypotheses



04. Method
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Desktop VS. VR HMD 
Each group had 32 participants per the condition

Experience 
Those who have any prior experience of learning the Korean language 
were eliminated 

Sixty-four university students 
(age 18 - 65, M = 27.28; SD = 8.02) were recruited, except two 
participants (doctor, English teacher)

Health condition
During the experiment, if the participants has dizziness or motion 
sickness, they can have break time or stop the experiment. 

Participants



04. Method
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Experimental Treatment 

Text-based Interaction Social agent interaction



04. Method
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Experiment

VR HMD conditionDesktop condition



04. Method
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Measurement

Perceived interactivity Intrinsic MotivationImmersion

Ten items 

“I felt like pop-up cards were

interacting with me,” “I felt like

a teacher had taught me,” “I

felt like teacher avatar used

voice to communicate with

me,” etc. (𝛼 = .81).

Six items 

“After interacting with the

module, I want to learn

Korean more,” “After

interacting with the program,

I am confident in learning

Korean vocabulary,” etc.

(𝛼 = .83).

Three items 

“ The classroom seems to

be more like:,” “The content

that I participated seems to

be immersive,” “I have a

stronger sense of…”

(𝛼 = .76)

Manipulation Check



05. Results
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Supported
H1-1. The participants who are assigned to desktop monitor condition perceive a 

higher interactivity than the participants who are assigned to VR HMD 

condition

H1-2. The participants who are assigned to desktop monitor condition perceive a 

higher intrinsic motivation than the participants who are assigned to VR 

HMD condition. Supported



05. Results
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H 2. There will be correlations between perceived interactivity and intrinsic 

motivation on virtual reality language learning.
Supported

r =.46**



05. Results
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RQ 1. Will perceived interactivity mediate intrinsic motivation on virtual 

reality language learning?
Supported

* p < .05,     ** p < .01,     *** p < .001

full mediation



06. Conclusion
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Summary

1. Interactivity and motivation were higher in VR

2. Interactivity and motivation has strong correlation

3. Interactivity mediates motivation 
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Limitation & Future Study

06. Conclusion

(1) We did not separate effect of text and social agent interaction   
(2) External validity – sample was only college students
(3) VR is difficult to navigate 



06. Conclusion
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Conclusion

“ I really enjoyed to learn Korean language”

“I think this language learning program was effective to learn a language”

“I think I would like to use this program frequently”



06. Conclusion
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Conclusion

“Interaction is core for making virtual reality language learning content ” 



Johnny (Yeonhee) Cho
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