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BACKGROUND

Office of Education Development and Gateway 
Education 

Chinese Civilisation Centre







BACKGROUND

General Education course - GE1125  
Architecture and Space in Chinese Culture  
建築空間與中國⽂化 

Field trip schedule is only able to arrange in summer





ROTE LEARNING

Images and figures 

No interactive features



HOW TO ENGAGE STUDENTS IN 
FLIPPED CLASSROOM LEARNING?



VIRTUAL REALITY









QUANTITATIVE & 
QUALITATIVE SURVEY

Feedbacks on perceived learning experience 

Mann-Whitney U-test on VR user and non-VR user



SIGNIFICANT DIFFERENCE IN 
ACCEPTANCE LEVEL OF  

VR AND NON-VR USERS

Perceived ease of use 

Interactive with 3D architectures 

Move and explore freely and easily in the 3D simulation 
environment 

Intention to use 

Enhanced concentration and learning motivation 

Wish other classes adopt 3D VR system to facilitate learning



OPEN-ENDED COMMENTS

Feedbacks on perceived learning experience 

Summary on open-ended comments



COMMENTS AND RECOMMENDATIONS 
ABOUT THE VR CONTENTS

Good 

Interesting 

Fun 

Nice



OVERALL LEARNING 
EXPERIENCE

Interesting 

Informative 

Good 

Attractive 

Fun 

New experience



CONCLUSIONS

Students agree to use new technology to support 
learning 

VR technology does help flipped classroom teaching 
approach



THANK YOU


