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Development of VR Teaching Materials and Verification of Its Effect in Physical
Education Dance
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The development of more effective teaching materials has been called for
since dance became a compulsory subject in the physical education field of junior high school health
and physical education courses starting with the 2012 teaching guidelines. In this study, we asked

inexperienced and proficient dancers to experience and evaluate the effectiveness of VR teaching
materials for the purpose of dance learning. As a result, the inexperienced dancers not only felt
that the VR images conveyed a sense of realism compared to 2D images, but also commented that the
dancing was “ good” and “ looks difficult,” as well as about the meaning of dance and that they “
want to dance. In addition, the proficient participants stated that the VR images could be used
sufficiently as teaching materials and were effective in remembering and recalling dance
choreography, which seemed to be effective for dance learning.
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