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Observations of Iconic Gesture While Learning English in VR.
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1. I XLU®IZ

KTV = AN VR—=MI, XF ¥ VU T VT 4 —(VR)
TOEEFBICHET 2BEEITHOMREHENTHH D
Thd, FHTIE, TAa=v VAT ¥ —ICER%E
YCE L, ABFFETHEH L7 Meta-Quest O X 9 728ifE
D~y R~ b F 4 A7 LA (HMD) i%, ERHRY =
AF X =T =2 EWNETDH NI vX TR ML T
Do LU, HOHFEGNL, 2 ORERH T, FEIT,
ZR=ZANRN, By L Y OBMEBL DB ITHIES
TERV, Y AF ¥ —&INTTIBY L TR 5
DAN—=ZANRRN, TR ERBETFOND, £DH, Bl
DUEREHET DUNETH D,

ZOMPRRDO—DON, TIATTy R UT VT4
(XR) HFHZAOEMTH D, XR ¥ HR— T 5720
DT ROEIZITE Y ZL O LR ERLE LT
0, FIR TR RS LT L= —X%& P} K— b
LTCWB LIRS, £2 T, fEZRSNIZEAD
XR 7 ROMFFeHE & HFRFFRO FREHEIZ OW T D,

2. Iconic Gesture for Language Learning in VR

TAa=vT 4 &) HEEIE, FCEdm(semiotics) 12 H 2k
T5. TAa=vTqE BRSO ROET NV ESRS
DT NRE =L H%E VR BfET H7-0ICR IR THD
(], EEPEOLDDOTA 2=y ¥z AF ¥ —OWF%
b, ZLLOARRERH D, BRALY = 2AF ¥ —
(metaphorical gesture), 7 A 7 7 H Yz AF ¥ —V AT
v —(deictec gesture), E'— k= A F v —(beat gesture)’
E. BFECHEAARRY 2 ATy —BXoR T, 71 2
ATV AF X =%, FOBHICIIEELIL TS b D
THB[2]. 1 CT7 A a=y 7 Px AF ¥ —Dl %R,
TA A=y Ve AF ¥ —OBRITIL. £ OHE.

o THEEROLNS, ALFOETEH, #EFED 0 & K
EHRLEZY, BARTIE 3 ROfETHRHAShIZaA %
ZRL., [BENELSESAHD] ZLEEWT L0
Do

1: Example of Iconic Gesture

VR OEMITLE L A, DF Y Z0ZEMICWD Lo 7
BRTHDH, T, FLBUrR, A 2T a .,
A~v—Var, N—=Fx)LU—)L RBLETHS2], H
AOINEFEHRETIL, FETESTVDEZ ENZN, B
MRLU 8L, Mo s 7oy 2R MdiE, 24
EWASEDLZLENTEDL L, XTT—IRIN—TT
—JEBBULTCA U ET v arEBRETHIENTE S,
SRS T AIBTHAA—F v U — L RIZHEYT S
DL, FAEDOHEARZEEF TH D, LoL, BHPER
Wo'a 7T AOF R, BIREICER ST, B2,
B OSHOEE TR, BN L ERBET A L T k&
REWFENRNEOND EBEZ LN THET, LnL,
Dekeyser [3]iZ, W< DD EFEEZEIZB W T, REIZE -
TFAEOTPWENT 1 FBT LFAEL Y bEEN RV
CLEERALTWET, BAEZEE T ST AOFME LT
BEINTNWDIDE, ¥—4F v bS58 (L) OXAT 47
A= —ERFETEHILETHD, BFORELITR
20, ZO LI EEIIEMTHD Z Li3b il FEED
REFFICHBL TS Z L bmThD, Liznio T, FH
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FITHESHEOBRM AT 272012, FIHFTREZR T~
TOY Y —AZIEHRTLILERS D, ZO XD REGHE,
TA A=y 7 Vs AF ¥ —BEFICEDNTHD, AR
SHENEZ DL Mo Tala=r—varvEL?
MO WT O ERFET A EBRTIX, TAa=vr v
T AF v —HFHTE D2EAITERICENRFE DD
ZEMREINTVDMA]L, LirL, SiEFEEIcBIIa27TA
A=y IV AF DOV, HE Y ERI
NTWRVWOLEETHD, VAT ¥ —RRFED Y
WD L WHSWHRMEMIZH L BDOD, T a=y s ¥x
AF v —H%M D T L OFERGEBNRFBREOBH/IZE &
ELRNI EERTIHIUIIZE A LR WS, TAa=y
Iz AF v —DOWFFROIZE AT, BRERNREE

BREE (naturalistic learning environments) TITH3L T & 72203,

FORE D VR 1 OHESRIL, = D48 COMESR DRSS % 33
LTW5A,

3. HEFEELVROEH

—OHOFHF L LT, 534, B bITEiE L¥Em%
HEROFET B E I, KRR TOREFEZE T
THREEEFLSMAE DT, AT H OO B,
FENVR 2> TEDLIICEHEFE 2R TZ5h
LD ISR TLZLTHD,

Z OFEFITIL, Meta-Quest D~y R~ hTF 4 A
LA HMD)EMEH Lz, L BARANEANE, 9 —n
v NS FEIES BAE(CEFR) A2 75 Bl LAY O JEEE
J1EHLTWD, FAIX, BigScreen Beta 77U TH—F
FEL L COREERE L WA T o710, 1TV, PANRSEE
EHBITIT ) V= AF v —ITHER Lz,

VAT ¥ —IEEEE —HEICRET D03, JtEEOH T
MEFRY=2AF ¥y —52FTHILIIMTHDH[2] . VxR
FX¥—OREOF T, 74 23=y7 Y= AF v —(iconic

X 2: Observation of iconic gesture use in VR

gesture)ld, FFEMICHEICE > THRKIENHDOTH D, V=
AF ¥ —iF, EEOPTEMEIN L bOITHH L T D5
B TAa=y s ThoHr RIS, M21ET7 M a=y
IV AT X —DPlEHLDT A Y =gy T,
TA A=y 7V AF ¥ —OEMGI TR, FENE S
DERTHDEA « 7L —RFZBEFICHHAL LI L L
TVDHFIRINTND, (A« T L—FIRAD=

~EMESTS—ATHD) FELERFELLINWT, a<w%E
HRIERRLET LT, avOBE 26 L TV 58
FHARINTND, FAEIT, BHEEREZIIT AT ¥ —
THOZER TS Z LN TET,

VR iZ, AR I o= —2a 7Ty F 7+ —2A4
(non-immersive communication platform) & btz LC, 6 £
BHRZBIZZARRICL, BRRY 2 AF ¥ —IlL-oTE
WERBTHHEN 22—V —ICi#tT 5, Lo T,
VxAFr—Of A, HONCHETREEETHD
LEbNA, LML, 2 AOSMENSHK 13 R0 T —
ZERIEL, BEERZ LR O A vy M T,
N oloT A=y 7 P AF v —OfiHix 2 fl Lz
Motz, FAITHRENRY 2 AF ¥ —2HH L,

Vx ATy —NlEbh o BB E LT, Won
DOFREERZ XN D, £T. 77V F—va VEHED
TITTLHINIRT A a=T 4 TdhD, BigScreen Beta 7
TR, SEEONY RY = 2F v — TR ENE T,
Elo. TAZ=IZERBR TR, 208IF, HEE
OEEITHD, VAT ¥ —IHIEL L BICBNDS LD
ThHHN, FEEIFT T L bZBMNRY A=
ETDHIENRZN, BOFFRNFT LI, 100 F D=
BOEXERZILOYL, MEFILLD Y AT ¥—IiTz
Sl 1 OULMEEENTWARV[R], 20 >0k % X
D ELSBRT D72021E, K02 osMEILT —F
BNETDOIVERD D, L L, T2 bR ORA A
b, ZOEI /IR BIREZIT) 2L SARETH D,
2T BONTEHEOAN—ZAFFIH L CERFYIT-
72o HMD ZH5E LT FAEOHR L. HEFERN DO
AR 2N L7z, VR FHOER=ERHE, LYK
H 2 ERA T CE 500 LRV, & 2 CTHfE,
KIZH D EWKRFOMIE LWL TR AEED D Z &
Rt LTV 5,

4. Example of an Extended Reality Lab in Japan

VR #ffioTT7 A4 ar Y AF ¥ —OFEHICET 57—
HZEE - BT D2 LI, ZL<OFREERDD, L
U, RO RBIBICHIREZIT ) RERH D, TD=—RIC
R D DDORRFL, ZD XD RFFEDOT-HDOHEMD
MREZHFR LT DL THDHND LR, RERD S
KZTIE, 2022 45128 LU ToT/AT (Internet of Things and
Artificial Intelligence) &> % —% b LiIF 5 FETY, =
DY H—0 10T/AL L8Ny 7 =0 REARICIE, #EmI
R &7 A > 7 /LD RealSense 7 A7 (RealSense 7 A F 7
B, IRV E—TH) PRES DTS, WAT
OFRERIZX 2 1R, ZNODOHRATEEST, TV
NSy B TEYR— TN TED, £/, 7
ATO VR EHEEBROFEH LR TH D,

HHITHEH 472 HMD 1%, SR 5 OABEED D 72 v B
CT-ERABRZ4E7d, HMD X, ~v Rty hOo¥ A X
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=,

HRZFoBNE 2 F5 a2 ba—F—I12 k- TH

RENTWD, —J7, IoT/Al R 7Tny=rvav

3: Ceiling mounted Intel RealSense Cameras

vy BT LA VERE NS D, XR ~y FEy
FeFuTzrvarey B SOMAEDEIZ, LY
BT A 2y x AF v — & HTE 25 L THRAEH
REBHETAAEEZRMD TWS, BE, Z0H LV
I0T/AL & > % — XD A VR Z4E - 7= ARBFZEICHE LT
D EVER S R0 BRI & DI FIFFE O ) ORI
FO—ANERY, ZOAR—RAFHESTA—F ¥ LY T
V7 4 I L D5 FEOBRFICHE L ThEneE X

TWn5,

ZOMRETE D RE B THREZBI L2

B, AUy FETFRAY v FPOAMREREEL TOHE 2
LEBEZTHD,
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