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REIIIRSE (virtual reality, fAIFK VR) %A, %
Wl EEREARPL - BRSBTS - FRET
20 4 60 AT LRI TIRSE , VT AR
TR BT BESFO, HE 0 FAKTIAR
HE P CRHRE, 1999) o VR FARMRITH: “317
bk, BITRYE (immersion) . 22 H M Cinteraction )
KGN (imagination ) , RERS MIEH A E W K4
BIARLS, AR dEih 5 2 A E R )

(%4, 2021) . SR, BIHETMIE, EWNSEE
iz F VR HARG B S iR B4 s B0 A B
J TAEHEEIN VR SRR SE i — P R,

https://doi.org/10.35534/wtt.0202007

ABEFER STk B ER VR BORTESEEH e
Mz, R AR AR E A AMZ DI RIAR G52
UEATSE, i AT EE T, 48R 2R T VR R
SETEHCAIT TR, FFBIIR K IE T VR HoAR
T BT R ETT 0]

—. RAE

Bl T T, AR SO SCRR T ik 12 (R
4, 2019) , X 1999—2022 45 [H] [& P 4h 42 %
ST A 391 ) S 07 08 5 RO 2R O 1 B 1
AN R 7 E, B H DL WOSHE N R T 5,
LA “virtual reality*language teaching OR virtual

reality* language learning OR virtual reality* EFL
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OR virtual reality*second language acquisition OR
virtual reality language learning environment” OR
“second life*English” 1F Jy 3 8 6], s &R # 1E 4
§3 4y 2022 4F, S 5 3% 351 % 5 7 SCI expanded
SSCI Al ESCI, ZRBCCHRILT 1916 Fif o HEBR &
Weskie 3, et RRER IS B Ie S, 4t
FOCHK 576 F L FEHEBRAR DGR T80, mEAK
WOk A E AN 18 FZ O IR 61 45 3CHk. [ A
FITr i, AE CNKT B 2 6 AR S s i) J
WMEHATIR, Ha/NEEZEF ¥ BB
PP A G H B OC L BOR B AL AL O T
CSSCI SR PRI TISCHR, & — Uik, B PR SCHkoR IR
T RA A AR ) S — DR R R
PPE” “RRUEFIHET E AR BT
DA ES PR v S TIPIE I G —
W CWIEHT CEFL” o R T B IR SCHER
B, XHE RGN, 23
Be) 2, Db Ay il i 2 o2 ok F LA 10 Rl O
WITIY 26 5 Sk

ot oy B o7 L, S SR HEG g3 AT RO 2

CiteSpace, ZFRIFHE) 12 T4 47 Sk T A1
BRI R, SHIBEHIRERE (Chen,
2016 ) o £ K] CiteSpace H1 G HE R I 2K &1,
B X S R B, XFEE A P ANE T VR R
FEBBBFITE T 5

=. AR[EHA

WP LR P a]
(1) 3E = HAERAMET VR SRR D27
WFFE I R JEAR DLy 2
(2) 3 AR RAMET VR SR BB Hor
AR N A AT KT A ] 7 ) 2

M., AREXRSiTie
(—) EZTEHIET VR BAREBHFEH
RHEH
LHKERIWEEZ 5, %3412 A CiteSpace B4

Tt HE A B SERORA S A U A R R S P AN G
A 2R A, ERIE

—— o th

SRR

® 0
1999 2002 2008 2009 2010 2011 2012 2013 2014 2015 2016 2017 2018 2019 2020 2021 2022

R

1 SMROHTIR RIS R AR A FRIEHFENE

P 1 BARAE 1999—2022 4EIE], [HNET VR
AR TEZ A A T U sh ey, T [ 51 ik
Ab T S EABIR R R, BARTE
2015—2020 A /NG K, {HJZ 2020 4EZ )5 X
EIME S S ENIET VR HAR BB
HFMIRAE THRRITEL

RSN, 1999—2015 4EH[RIEE T VR HAR MY
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YAEHF IR AL TR A 2016—2021 4F,
WFFTEC R B B Kt 3 2019—2021 4R 1] 1)
WFFREC 2 KRR g

ML 2 FTE] 3 N A0 G i) B 2 I 1 T DL
W, UL, N ANIFSE N 22 I A R
ARTRI A SR, o e AT 119 O e 1) 0 2 o 00 B S R
(virtual reality ) o AN [F] AR/, 61 AMFF 5 B0 56 7
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HEF (education) | ¥ XK (game) . 5 A HiBhz2

i ( computer—mediated communication ) L PR A

(instruction ) . 3¢ H.Z\22 > #1855 (interactive learning

environment ) AL}, 1115 FEl ABIFTE B ANSCTE AT KE 20
IS SRERORES G, W 5, DU T i
HED IR, AN I REAUIERS , pAn kDS ] o

2 ESMZCHEATI KR R E

3 ERZCETIKEIRREEE

(Z) EZHEHSET VR HAREFEZER
FHIB B ARE

M E A CSITIR AT VR HOAR A3

TEHCAOTTE R RO LU SO DX P (4, [

https://doi.org/10.35534/wtt.0202007

5) , EHERECKOITE IH N, SRRBFED)
K A NAZ O PRSI SR D, sl R
EIITELLAE X = AN B, O TR HEE S
g8, BZFHILAAR S —A R, R RS o
B LATAR A — R
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4 B BT SR e X EE

5 [E MZ O HTI 5K R B X

1. 38 (1999—2010) : 7% B WMILFEE
= IR A ALAE R

TEBZEW], M 1999—2010 4F, mE 40130 5245 A
HENE F2EFL A T RIR M B BARINTH E i
BRI, Bugd, 2 EAb
AW, Z R SEUETSE . ARG X RT3 (1]
4, [#5) AILAE, X —BrBerhSMEREC) T L
IR BT 5 2 Tl IS S T, K
HERAE 1999 4R42 1 F R LR S B AR F TR T 18 &
W, SROTHE (2002 ) Hofe i sy 515 52
STHMEHRSE S, (N 2003—2007 4E %404 ST,
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ELF 2008 4F, [ N2 E A4 (2008 ) | i
FEVINIE (2009) S48 T 53 An = 2 3058, JF
PEHAE A R A ) 552 F A B &
A N2 2] 25 IR . S ENFSEAELE, ESh
WFFE AT I REAUTE = 25T, (E= e T ISR
N, Yang (2010) BRI E ARSI A
LHRIGEFI IR, IO A AR
2,

2. &M (2011—2015)
HA L AR BN

TERZEM, FEAMAE AT AU Bhif = Her

FEMILE 55 F
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RAMETFERBIE (VR) HAMEEHZARATAMLDH (1999—2022 )

AIAACEEE (U0 web2.0, CMC) 5 VR HBhIE S #
SERLE, FFE TR EIS IR, A 2008 4EFF
16, B VR PR3 SRR 1 3 xk 1% 48 second life # A
T2, 2 ESMEE RS AR second life 4
ATHEH . 155 7% (Peterson, 2012) #RFEUMALE
second life IR 124 ) H A VEH3IE; Wang
& (2012) #R5E Wfa) 4 9 1 05 50 H fill A second
life o5 T7E 2013 4F, Zhang Wi —2LARSE T Q0]
1E second life LTI EAAITE F HiRE MR
TERJEM, ENFHEOIFGHEFIE VR IES
B4 (second life, vill@ge ) JFFE BRI /3 Hr Fl
SEUEHSY . S (2013) HF5E T ERISEIE S
T H vill@ge Xf 2 ERNC A2 2 IRCR, 450k, iz
FH A I 5218 5 00 H fig 3 1 9 AR 1L 2 15
FEET (2012) 15 second life PEATHEIEZ 7 )50
WS, 194518, FIA second life #EATIEEH
RS2 20 0 1 = DU o B s TR G it s
SESNARIRY S, B NEE B TR VR BREHE
GHFIRMSE G BN, WA (2015) 42
A UREE N KR LB S AP R AL GE B 074 (PPP 2

WREIES, QIENEF I AT ENIIRE, i
A B2 DK i 402 2 I B as T Tk i
gk, B4R XHESEAN (2015) R T
R FAIR S AR T AR ML B Y 2 A S 4y
AN JFEA R A DL TR 275 I A8 Ry 2 A AL
BaE, AT A BRAEN G, BT
BAEAEP I Lk, A RTX LR
PR

3. EHARED (2016—2022)
% FiE 5 FER LS A e R

B 5G MR, [ M AR E 2016—2022
AEIEA AU SR B i S BRI E R I, N
KR RERE (e, E7) vJUEN, E#HE
JEESHIE N AMITFE MR AT BT ARSI 2016—2022 4F,
] B A v OGS ) 2 I (B B A AT TR ( game )
FAEL (communication ) o 34k, 78 CHHER B X
B C1E 4, [505) BRI CHIENE (cognition,
cognitive style ) LA S 5 42 BEAH JCIRIL ( vocabulary,
academic performance ) ISR MWEZ o 117 P 1]
Flrfr 2016—2022 4F S il ) 2 B[R] R 74

B LG

2R TBLT #UF7E ) HHES A,

IRE 4D M52

YW [ AT SR AR A B il

Top 20 Keywords with the Strongest Citation Bursts

Keywords Year Strength Begin
interactive learning environment 1999 1.04 2010
second life 1999 1.81 2011
virtual world 1999 1.75 2011
participation 1999 2.05 2013
2nd life 1999 1.49 2013
communication 1999 1.61 2014
game 1999 1.47 2015
play 1999 0.96 2015
computer—mediated communication 1999 1.37 2016
call 1999 1.2 2016
reality 1999 1.17 2018
second language acquisition 1999 1.17 2018
language 1999 0.93 2019
technology 1999 1.97 2020
environment 1999 1.21 2020
school 1999 1.01 2020
perception 1999 1.01 2020
student engagement 1999 1.01 2020
instruction 1999 0.97 2022
immersion 1999 1.29 2022
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End
2016

1999-2022

2013
2015
2016
2016
2018
2019
2017
2018
2016
2019
2019
2022
2022
2020
2020
2020
2020
2022
2022
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Top 20 Keywords with the Strongest Citation Bursts

Keywords ~ Year  Strength Begin End

PR 1999 0.68 2005 2005
bR 1999 0.68 2005 2005
LS 1999 0.68 2010 2010
second life 1999 0.68 2010 2010
METE 1999 0.66 2011 2011
SMRIEE 1999 0.66 2011 2011
WHS>] 1999 0.66 2011 2011
TR 1999 0.66 2011 2011
AL 1999 0.67 2012 2012
B2 1999 0.67 2012 2012
WHE IS 1999 0.68 2013 2013
BEE¥T 1999 0.67 2013 2013
YUEHF 1999 0.9 2016 2020
SHERFSE 1999 0.68 2016 2016
ETE 1999 0.82 2018 2020
WHEAFE 1999 0.8 2019 2022
BBLSE 1999 0.8 2019 2022
A 1999 0.66 2021 2022
T2 1999 0.66 2021 2022
REHTE 1999 0.66 2021 2022

1999-2022

7 EMC AT #R SRILE

(Z) BEZ+ERIET VR BAREFH %
B3 B 785 R840 A A ALE

AR X R (5] 4, (5] 5) Fnockdinl 58
PEGE (K6, €7) nfUUES, FIMET VR
AR B HEEBF T B A B RAE LA
JiT

1. VR 5%

TEi2 ] VR iR NE S 8o, SN
(Urun, 2017 ) FIZEFEERTE ( Mohammed, 2020 ) i
i3 VR MR (Kinect game ) RGN %A= BE7S i
S WA A I AR . Lan B8N (2018) MUK
VR IR R B E A 5 b, N S 2SR
TR 2 SR B2 2] 13845 o Lai F1 Chen (2021)
W VR A S 45 otk A e o it g xR 6F ) T2 2T Y
RORIEATXTEG, AP Y BE4R 24 AR 1A 2 2
BRI . FE W NG 7% ( Thomas and Schneider,
2018 )Kf VR B SHISEBEARZ, G, 713 “machinima”
XFE T RMIOE I B, DIORIET AR
GE LR

48

2. VR 5 X [F

R 20 R EDR, X EFL 22400,
5 SCAR A PR E T BCA T AN AT BB A RE f1 . R,
VP22 B IFURTFFT VR X5 SCIEsS PRAE 1 A5
Yeh %8N (2020) BFSE T 7 VR BRBE R E G5 K
A SR, O VR R BE IR 225 10 5
ALAEBRAE ST, Liaw (2019) WHESE T7EA A4
VR S5 2g e s Stk sebrer >, IS 55
SRR BRI R VR BRI R (14 A PR ORI L 45
FETERS, F.Yang 55 (2020) W€ T VR ERBEMN
SR ISR ACIEE T, B ERAME (EFL) FREERY
.

3. VR 5340 %R, S, L&

AR DGR — BRAR G816 5 A T,
VP22 W VR BAR 51 A A G105 B ) iF 5%
i, Chen (2016) 118 T VR %2 B h 22 A 1
INHVRIE 5 & K, AR VR IR X222 i IA
A B T . Chen FIl Hwang (2020 ) AYAFE
BEFIT A% H R (T a5 BB
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RAMETFERBIE (VR) HAMEEHZARATAMLDH (1999—2022 )

VR BOR vs. ZUEAA ) Fi2g 2 F A XA (4
vs. WAL ) X EFL 24 H Sk Rk . R IR RIS
JENHLR R T A I A ST 5 2] 2 RE S B 4
M3 W e T A B BRI U VR PRIE . 258 4%
( York, 2021 )44 VR AR SR LR B 8h 58,
PATON T 5 AR R S R AT X b, A =55
X RIEHR A G, o VR R SRR
AR, B A T B, e
ReZEfar Bl w5 AR . MILIE RIS, VR AR
FEN ] TR T R R T . Bem 8. Bl
P, PSS (Raptis, 2018) MIAHIXUHE
B R, IR G LSRR A HAT Y
SO, A PT AR R, TR A BT RY 28 B AR
TS Xl ) 5 7 58 BAT N FIAL e AT
JEISEM . ShHLJT I, Lin 1 Wang (2021) #£5%
VR FEARR 2218 5 2 2T AT A FR AL AR B N e
SPLAYSZIR, A VR FORMOR T 2R Rk 1
4ery B FRALRE, Pem A QE TR gERE ) . B,
HEIBHETRT, VR T e A
FANEF ¥ EAR.

4. VR 53EEEZTHRE

VR F8 RIE 5 A e (DT ity ) Fikk
ARHHR CIRNCARETS ) RIS AR Y
WFFE. IEDTE, #1755 (Legault, 2019) #F T
RAR] 1) T R AU B S B AN 5 AR TR S AR RE T,
NI B PR R A F 2 A4k B RIL A2 ]
Be) 152 75 1T, Z.Wang 55 (2021) W58 T VPS (visual
prompt scaffolding )—VR J5 i3t (1) EFL FEl2BRAF |
2 ) SRS R ) FRIR R sEm , AR AR
Az I SR BB LRTIR 2 ] £ LB T AR A 6 RS
M, MZJe% (Hassani, 2016) R85 T Wl R FH
UG T AP T 22 A T U4 B Levak FlT Son
(2017 ) NIFIH second life £ skype Fenam224:17 77
HRA#AE 1. T.Y. Tai Fl Chen (2021) 85T Tt #)
PRI AU S AR s = AR Wy BRARRE T, A
R SCHOR AR B R S 5K, RERIA
W E, WD, NTTINERA A ) B e
RyE5 N (Pack, 2020) #R5% 1 2R TTE UL
SEI BRI SCAS MR, RISl A R T
FEFULBR SE PR B AR B 1A B AR — . Khodabandeh
(2022) AIFFE T QAT FH M FUA B SiH AR i pA [ 251
) E S B ) I BE S 1
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5. BMILERREASFHEE

M 2016 4EFFIR, Baliesdis 5 5 1l MALL
( mobile—based language learning ) = 3 & J&, K&
IS AR BT Kk, P25 E T in bt
FE AL AL SRR B2 S s, Bl AUl
PLH A SR A BT o Nicolaidou 58 A (2021 )
4 ISR AR Sl i A8 7 B ) A5 AR
FIEATXT L, ORAETRRNE ST AR85CR 7w, iR ss
HIRCRIEERUN , B RTERUAR SR 2 ZhL T
VR % & LU 8 3% 5 ROCR 2475 Hoang 5 (2022)
HFSE T e ) FH R FUA B SR8 Bl B AR e 2 A K
L RIS S BORTE A P A BT L iR
TEGEIR AN A8 7 AT W 48Tt 7Rk e e
M7 TASCRAN ik

6. VR 5517 R&3kE

[ N2 IR R A T R LI S AR XA [F] £l
YOEHAIVER . MW EAARRES (2019) B4 T
PRI AR T RIS i, df P A
SRS TS IIEHEL T, S5G22)2000, 2F
HEE. TGSl TESIRARE | R U
REX ST R R A B TR . Soh, 1§
P AR IZ TS R Re e - 2L ke filhn,
ZEF (2018 ) T T RIS AR R FH I 2.
VR AR DL HFES RSP, fHHERR, L
PERLIN SR, B SN

7. VR 537441452 %

LIRS Bh S TR 2 SRR RN S A
A7 8 6. M 2019 4E T iR, Bl SG B AR 2]
K, VFE2FBRR RN S A UL S Bl e
HHEEED, INEF BRSREEY, Ha A AR,
SRS HITTH . RIS N (2018 ) FIMH VR £
ARMIEE T AT ELOU COBRRES ) ARRIRIR 0
BT SR ZAR R OB AREAN (2019) F
VR BAR SiET AR S, WEET VR
BRI F RSB 22580 (2020) FIH] VR AR
AT REX IMEZA RS TR A, T
46 (2022) FIHCFHE BRI, TR ITH
FRAYHRERL, X RIS H AR RS & 2= T oy 3
hnissEHA T TIRAST

. BRI ERRRKEEHEE
38 33 X 1999—2022 44 [a] [#] P £b SCRik a9 5 H
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ATLUREE, 3T VR HORBIEACAIT TR E N AR
AR (B SRR R DT E A FEFSY L,
ESMIFTE R A, BFI R AL AR, SRR
TR 516 5 207, BRI 58 30ihse
BRaE, T E N FROER MR, IR E S, £
RHET FIF R POS AR ISL ARG, EANE
RET MBI AR, RAETHERISEHEAR
XTEARSGER BRI T, BN RE THANMES
e BB R R B, X SR AR
THASOER RER IR THEEA 5 S

M, BN RA 2257, 758
ZEH, ESMHSEIE AT, MR A MR
VitF MR vk e R IR E S, EAMITFS
Z R FETLIR ARG o T XX A
S R T, FERLRRI

X RIS B seiiiE F #ee, BN
AT TEATF: — T, Wil 2R
FERFFGE RS, K RIS 55005 S Aot L
WHIGELE S, A8 2016 4F, EHAMEEE 2% E
B A GG R FOH, Shil, fEIEHAH
g5, T E AR T T Y — B, ELE] 2021
SRR (2021) S AWFSE T HESLBLSERRSE T 27
SJHEBNINRE, 1] ] oA 2 O RRAORE K UL S
RN EEGE T FREEAZE S, I HES
22 R R A R . RIS e B R
FEREE T, M 2016 4FTFLR, VFZ M E K
IR A B S B2 R AR T (game )
F12EPR (communication ) [, 11 [ P9 SCHAECER 2D,
RS ok, AT LA E s T BRI =
SR R IFSCURAIE SR -

F—Jr M, W57 L ER ISR .
F0] DAL TR i A 8 P AR AR i SR
58, NIz FHTE 5 AL SC 00 % B R R IT R SR
5%, KRBGIE T BRI S PR R R RS AR i
AEEFHRENIETE; [FRHA T LISr B BANE FHRE
(W, $i, B2, 5, &) MEFHN AL, 18 ,
T F UL S AN T3k 24 R AR R RCR 1Y
SRS -

N, ik

AT T e —HAEE AAMET VR HOR
T S Beeiise, T e et VR DA
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ooy 2R (1999—2010) , & JEH (2010—
2015) FEZh & JEY] (2016—2022) . lidHAh
BT R B BRI AME VR NG S #eR R R
WrBoEEA 3, (LRI I, BN
THES S5k, WRNAET S, e E NS
WK VR I BB, Qs T “HBE S
W7 s PIRUEF T XEEARIE, DL VR
FAR FFE RS BA B AR S A0, SR
W E ¥ SIBT ARG, ISR > #
X TS [ SCA R BRAR, TR bR T S BRI

MR ks, B gima, Eab
T 2= AT RALISE, 10 E ST i kb 45
RHEA AR, fER Y (2010—2015) , [
SMIFFENS VR IS RIE 5 R AR T IR, 40hT
VR X222 35 i B SC A . LA KGR )
15 LR, TAEIX— BB, EN IR B ZEXT VR
ISR M, fEEh R e (2016—2022)
Rifi %5 2018 47 5G FHR A EISR, VR HARMAR & e,
FEAMEH T1FZ VR, Bk, B seiiek i
T B AR T S — B B 3 S 7
M, Mok, BEE BN RE K, AT LAY
PC Ui BB A , EAMBAVF 2T EXT VR B
ARG BB EBEA AT T, BURX VR B
B Bt 5 2 ST A2 2] B 2 S AR E 143
Bro MiEEP, —&ouiwEf VR EARMBhIEE
PEFHAT o E B TR AT, TR
JTRERRE T RSN, — TR BN VR R 5H%
FARCHZ G, WA ANE S I g
FOCHER AT LAA H, ESMNEO AR &, B
TN T VR BEA IR B9 534, 1 ] P D) B
M 7% VR AR TIEFECR . HEECRMEE I
AN OESRE

BT B, EAMIFIS i R R A2
WIS A A SUARAIES, 2010—2015 4F
A IE] R FH 0 22 SR AR E 04T e [
W, BRI E B S XA SRS 8T, AT
TR EER A B R BRI AR M oT . B
M, BIRE NS VR BAREIOEE 5 HA RN
FRTTE FIAEAE R IR, (RS ARE, JE
F VR BARIIE T HEAF IR S O S T8 2
SERFTEI BT
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A Visual Analysis of Virtual Reality (VR) Technology-based
English Language Teaching Research in China and Abroad
(1999—2022)

Xiangli Cheng Hongyu Zhang
School of foreign language and literature, Wuhan University, Bayi street, Wuhan, China

Abstract: The study employs bibliometric methods to search key studies in the last two decades on the application
of VR technology in English language teaching from two databases CNKI and WOS through keyword search,
resulting in 26 research articles in Chinese and 61 research articles in English. Through visual comparative
analysis and content analysis, VR technology-based English language teaching studies in China and abroad can be
divided into three stages: its origin, the development and the boom. In addition, the studies in China and abroad
differ in research content and research methods. A comparative visual analysis reveals that VR technology-based
English language teaching research abroad started early and have been more empirical while studies in China are
usually introduction to application of VR technology in English language teaching and its impact on education.
The study predicts that future hot research topics in China will be the application of VR technology-based studies
in both ESP and language skill trainings.
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