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Influences of a Virtual Reality Game on Students’ Learning Achievements and
Motivation in English Language Course
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Abstract: Multimedia has been considered as a vehicle for effective applications in foreign language learning. On the
other hand, digital game-based learning can facilitate students’ engagement in learning activities. Virtual reality-based
learning provides a kind of learning environment with a more immersive, interactive, intuitive learning situation. Thus, a
virtual reality game is employed in an English language learning activity in this study. Meanwhile, an experiment on an
elementary English course has been conducted to evaluate the effects of the proposed approach. The experimental results
indicated that the proposed approach significantly promoted students’ learning achievements of the comprehensive and

application assessment. However, the students’ learning motivations are not promoted.
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