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Abstract

With the rapid development of information technology, virtual reality (VR) technology, character-
ized by its immersion, interactivity, and multi-sensory perception, has brought new opportunities
and changes to the teaching of information technology in senior high schools. This paper focuses on
the teaching of Chapter 4 “Computing and Problem Solving” in the information technology curricu-
lum for senior high schools, and deeply explores the application strategies and effects of virtual re-
ality technology in the teaching of this chapter. By introducing virtual reality technology into the
classroom, realistic computing and problem-solving scenarios are created to guide students to ac-
tively explore and practice in a virtual environment, cultivating students’ computational thinking
and problem-solving abilities. The study analyzes the advantages of applying virtual reality technol-
ogy in teaching, including stimulating students’ interest in learning, enhancing the learning experi-
ence, and promoting the understanding and mastery of knowledge. At the same time, it also consid-
ers and discusses the possible problems in the application process, such as the limitations of tech-
nical equipment and the development of teaching resources, and puts forward corresponding solu-
tions. The research results show that the rational use of virtual reality technology can effectively im-
prove the teaching quality of the “Computing and Problem Solving” course in the information tech-
nology curriculum for senior high schools, providing strong support for the development of students’
information technology literacy.
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Table 1. Classification of virtual reality technology
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Figure 1. Practical application of virtual reality technology in curriculum
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4. EHIIISES|EE Unity 3D BIThEE, 45
4.1. Unity 3D HThgE
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Table 2. The functions of Unity 3D
5% 2. Unity 3D HIThAE
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Unity 3D I G A 10 H BETHCUIT R4S R RR e AR B e r) Ui o 5 BT e
71, HEE SR S B A B S R AL Fr, 8 BHRA SR 2 S (AR B BB ITE +
HOMSI HEM S5 o ZBARSRTE 5 BEOREEARRE, E QOB R BRSO, At i A 1 B
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5.1.4. SLIGFEHA
SEH AN — A, S SRR IR R (USRS AR o) 2579 DL A SRR R AR SR A
DS E 2

515 XBWMREIAR
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PSR FE G R T H B )RR AT 55, ARYEAE ST S8 BRAOHERVE . e SR AU EREAT P20 ARSI AT, A
AR D BRI GBI E R G, FE N AR 2AENE REARRENEZREE. EaEdek. £
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5.3. BRGITS S

5.3.1. HEGit

12 FH Excel BCPEX AR 21 (1) B0 3047 B8 0, 1 B0 S 060 4 R XS L 2 25 26 70 4% TR 2w (1P 3
i ZE S .

il FH SPSS 22.0 Geit B AFXF B G AT 3 M7, SR ST AEAS ¢ K650 bb A8 Sl e 4H R R AL 7E 24 ) B St 2
SINBRIZE S L ERREEE.

5.3.2. BEST

MZE 4 ATLAE Y, Seae b, Seae 4L A IR A FS AR I T 4 Z B A B (1= 1.25,p>0.05);
KINF, SEIGLH 5 B T IR (= 3.56, p < 0.01). X FUAZEK N Unity 3D $BIECE T, A%t
PR AR BRI AR AL ST . SIS, SRURAH SEBRERAE AL A s s TR R, (HERARE (1=
1.87,p>0.05); HIKK, SLIGA V0 BEm T X R4 (=421,p<0.01). i Unity 3D fBh#A G BT
T A LB IRAERE T

Table 4. Mid-experiment theoretical knowledge test average scores statistics for experimental group and control group

% 4. LI rhHASCIG LA N3 BRAE IR I FHRMIRK T 4 it

B B YEL S35 4 Nl t{H pfH

S A TR I AR IR S 75.2 5.6 1.25 >0.05
X REZH 73.8 6.2

HAR BRI AR DI S 82.5 4.8 3.56 <0.01
o 20 76.4 5.5

SEHG P SEEARAEE 1% S 78.6 6.5 1.87 >0.05
of B2 76.3 7.1

AR S B IR AR 1% D4 | 85.4 5.2 421 <0.01
Xt R A 79.1 6.0

MAE S FTLAE Y, SEIGRT, PHLH AR 2 5 I 2 0 5P 45 70 o 35 22 (1= 0.98, p > 0.05); SEIG
WHAIBATR, SEERZH 5 2] IS 7 W& TR AL (S Ee T : 1=2.89, p<0.05; AZK: t=3.67, p<0.01).
Wi Unity 3D Sl Bh#0% BE A SR 2 AR 1R 24 20 X6l

Table 5. Empirical analysis of students’ academic performance changes before and after the experiment

5. ERAIRFEMSENFERASEIES

AR B YEgk F5 5y Pk % t{H pfE

SR A ) MR A S 32 0.5 0.98 >0.05
Xt B A 3.1 0.6

S A ) MR A G 3.8 0.4 2.89 <0.05
X REZH 3.4 0.5

IR 2 I A S 42 0.3 3.67 <0.01
o 20 3.6 0.4

HI7< 6 AT, SEIRRT ML AR SIS T o 22 7 (t=1.02,p > 0.05). B ZCAMHERE, Sega
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HIRTHIR , SO0 5 ) S VR ) B A T IR IR A t=2.65, p<0.05; HiK: t=3.34, p<0.01).
F B Unity 3D fliBhZ0 Re 02 6 2 AR AE R B LRI SRR 1) 22 2

Table 6. Pre-experimental learning attitude scores of two groups of students
6. IWHIAEFEF ITETS

WA B YEk 3553 i t1H pfE

SO ) A EE SaS2H 7.5 0.8 1.02 >0.05
X REZH 7.4 0.9

SEHG AR S A SR S 8.2 0.7 2.65 <0.05
o 20 7.7 0.8

IR S M S SR 8.8 0.6 3.34 <0.01
of B2 8.1 0.7
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