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ABSTRACT 

The paper begins with an introduction to the background and research objectives, as well as the 
scope and limitations of the study. It focuses on multimodal data in virtual reality teaching. It 
discusses the different types of multimodal data and how they can be collected and analyzed. It also 
explores the integration of multimodal data in virtual reality teaching that need to be taken into 
account. 
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1. INTRODUCTION 

Virtual reality (VR) has emerged as a powerful tool in the field of education, offering immersive and 

interactive experiences that enhance learning outcomes. By creating a simulated environment, VR 

allows students to engage with content in a way that is not possible with traditional teaching methods. 

As a result, educators are increasingly incorporating VR into their instructional practices. 

However, while the use of VR in education has gained popularity, there is still a need to understand 

and analyze the teaching behaviors that occur within these virtual environments. This is where the 

concept of multimodal data analysis comes into play. Multimodal data analysis involves the 

examination of multiple data sources[1], such as audio, video, and physiological signals, to gain a 

comprehensive understanding of human behavior. 

The development of a robust and accurate model for analyzing teaching behaviors in VR is crucial 

for several reasons. Firstly, it can help educators and instructional designers to optimize their teaching 

strategies and improve the overall learning experience for students. By identifying effective teaching 

behaviors, educators can tailor their instructional approaches to better engage and support students in 

the virtual environment. Secondly, a model for analyzing teaching behaviors in VR can contribute to 

the growing body of research on the use of VR in education. By understanding the specific behaviors 

that lead to successful learning outcomes, researchers can provide evidence-based recommendations 

for the integration of VR into educational settings. Further more, the analysis of teaching behaviors 

in VR can also have implications for the design and development of VR learning environments. By 

identifying the behaviors that are most conducive to learning, instructional designers can create 

virtual environments that promote active engagement and meaningful interactions[2]. 

However, despite the potential benefits of analyzing teaching behaviors in VR, there is currently a 

lack of comprehensive models and approaches in this area. Existing research often focuses on specific 
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aspects of teaching behaviors or relies on subjective observations. This highlights the need for a 

systematic and data-driven approach to analyzing teaching behaviors in VR. 

2. INTEGRATION OF MULTIMODAL DATA IN VIRTUAL REALITY 
TEACHING 

2.1. Types of Multimodal Data 

The integration of multimodal data in virtual reality teaching involves the collection and analysis of 

various types of data. These data types can be categorized into three main categories: sensory data, 

interaction data, and physiological data. 

Sensory data includes visual and auditory information captured through cameras and microphones. 

This data provides insights into the physical environment, facial expressions, gestures, and verbal 

interactions between the teacher and students. It helps in understanding the non-verbal cues and 

communication patterns that influence the teaching and learning process. 

Interaction data refers to the data generated by the interactions between the teacher, students, and the 

virtual environment. This includes data on the movements, actions, and manipulations performed by 

the teacher and students within the virtual reality environment. It can also include data on the use of 

virtual tools, such as virtual whiteboards or virtual objects, and the interactions between the teacher 

and these tools. 

Physiological data involves the measurement and analysis of physiological signals, such as heart rate, 

skin conductance, and eye movements. These signals provide insights into the emotional and 

cognitive states of both the teacher and students during the teaching process. By analyzing 

physiological data, researchers can understand the level of engagement, attention, and stress 

experienced by the participants, which can help in optimizing the teaching strategies and improving 

the learning experience. 

2.2. Collection and Analysis of Multimodal Data 

The collection and analysis of multimodal data in virtual reality teaching require the use of advanced 

technologies and tools[3]. Sensors, cameras, microphones, and wearable devices are used to capture 

the sensory, interaction, and physiological data during the teaching sessions. These devices are 

integrated into the virtual reality environment to ensure seamless data collection without disrupting 

the teaching and learning process. 

Once the data is collected, it needs to be processed and analyzed to extract meaningful insights. Data 

preprocessing techniques are applied to clean and filter the data[4], removing any noise or artifacts. 

Feature extraction methods are then used to identify relevant patterns and characteristics in the data. 

This can involve extracting features such as facial expressions, body movements, speech patterns, or 

physiological responses. 

The analysis of multimodal data in virtual reality teaching often involves the use of machine learning 

and data mining techniques. These techniques enable the identification of patterns, correlations, and 

trends in the data[5], which can be used to understand the teaching behavior and its impact on student 

learning outcomes. By analyzing the multimodal data, researchers can uncover hidden insights and 

make data-driven decisions to improve the teaching and learning process. 

2.3. Benefits of Integrating Multimodal Data in Virtual Reality Teaching 

The integration of multimodal data in virtual reality teaching offers several benefits for both 

researchers and educators. Firstly, it provides a holistic view of the teaching and learning process by 



 

303 

capturing multiple dimensions of the interaction between the teacher and students. This 

comprehensive understanding helps in identifying the strengths and weaknesses of the teaching 

strategies and enables targeted interventions for improvement. 

Secondly, the integration of multimodal data allows for real-time feedback and assessment of the 

teaching behavior. By analyzing the data in real-time, educators can receive immediate feedback on 

their teaching performance and make necessary adjustments to optimize the learning experience. This 

real-time feedback also enables adaptive teaching strategies, where the virtual reality environment 

can dynamically adapt to the needs and preferences of individual students. 

Furthermore, the integration of multimodal data facilitates personalized learning experiences. By 

analyzing the data, educators can gain insights into the individual learning styles, preferences, and 

needs of students. This information can be used to tailor the teaching materials, activities, and 

assessments to meet the specific requirements of each student, enhancing their engagement and 

motivation. 

3. BEHAVIOR ANALYSIS IN VIRTUAL REALITY TEACHING 

3.1. Theoretical Frameworks for Behavior Analysis 

Behavior analysis in virtual reality teaching involves the study and understanding of the actions, 

interactions, and behaviors exhibited by both teachers and students in a virtual reality learning 

environment. To effectively analyze and interpret these behaviors, it is essential to establish a 

theoretical framework that provides a foundation for understanding and categorizing different types 

of behaviors. 

3.1.1. Behaviorism 

One of the foundational theoretical frameworks for behavior analysis is behaviorism. Behaviorism 

focuses on observable behaviors and the environmental factors that influence them. In the context of 

virtual reality teaching, behaviorism can be applied to analyze and understand the actions and 

responses of both teachers and students. It emphasizes the importance of reinforcement and feedback 

in shaping and modifying behaviors. By observing and analyzing the behaviors exhibited in a virtual 

reality teaching environment, researchers can gain insights into the effectiveness of instructional 

strategies and interventions. 

3.1.2. Social Cognitive Theory 

Social cognitive theory, developed by Albert Bandura, emphasizes the reciprocal interaction between 

individuals, their behaviors, and the environment. This theoretical framework recognizes the 

importance of observational learning and the role of cognitive processes in behavior analysis. In the 

context of virtual reality teaching, social cognitive theory can be used to analyze how teachers' 

behaviors and instructional strategies influence students' learning outcomes. It also considers the 

influence of self-efficacy beliefs and motivation on behavior and learning. By examining the 

interactions between teachers, students, and the virtual environment, researchers can gain a deeper 

understanding of the social and cognitive processes involved in virtual reality teaching. 

3.1.3. Constructivism 

Constructivism is a theoretical framework that emphasizes the active construction of knowledge by 

learners. It posits that learning is a process of meaning-making and knowledge construction rather 

than the passive acquisition of information. In the context of virtual reality teaching, constructivism 

can be applied to analyze how students engage with and make sense of the virtual environment. It 

focuses on the cognitive processes involved in problem-solving, critical thinking, and knowledge 

construction. By examining the behaviors and interactions of students in a virtual reality learning 
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environment, researchers can gain insights into the effectiveness of constructivist instructional 

approaches and the impact on students' learning outcomes. 

3.1.4. Cognitive Load Theory 

Cognitive load theory, developed by John Sweller, focuses on the cognitive processes involved in 

learning and the limitations of working memory. It suggests that instructional design should consider 

the cognitive load imposed on learners to optimize learning outcomes. In the context of virtual reality 

teaching, cognitive load theory can be used to analyze the cognitive demands placed on students by 

the virtual environment and instructional materials. It examines how the design of virtual reality 

learning experiences can manage cognitive load to enhance learning efficiency and effectiveness. By 

analyzing the behaviors and cognitive processes of students in a virtual reality teaching environment, 

researchers can gain insights into the cognitive load experienced by learners and identify strategies 

to optimize instructional design. 

3.1.5. Ecological Systems Theory 

Ecological systems theory, developed by Urie Bronfenbrenner, emphasizes the influence of multiple 

interconnected systems on human development and behavior. It recognizes the importance of the 

social, cultural, and environmental contexts in shaping behaviors. In the context of virtual reality 

teaching, ecological systems theory can be applied to analyze the interactions between teachers, 

students, and the virtual environment. It considers the influence of various factors, such as the 

instructional context, social interactions, and cultural norms, on behavior and learning outcomes. By 

examining the behaviors and interactions within the virtual reality teaching environment, researchers 

can gain insights into the complex interplay between different systems and their impact on teaching 

and learning. 

3.2. Behavioral Indicators in Virtual Reality Teaching 

In order to effectively analyze virtual reality teaching behavior based on multimodal data, it is 

essential to identify and understand the behavioral indicators that can provide valuable insights into 

the teaching process[6]. These behavioral indicators can help us gain a deeper understanding of how 

teachers interact with students, how students engage with the virtual environment, and how the overall 

teaching and learning experience unfolds. 

3.2.1. Teacher-Student Interaction 

One important aspect of virtual reality teaching is the interaction between the teacher and the students. 

In a virtual reality environment, teachers have the ability to guide and support students in a more 

immersive and interactive manner. Behavioral indicators related to teacher-student interaction can 

include: 

Gaze direction: Analyzing the direction of the teacher's gaze can provide insights into where the 

teacher is focusing their attention and how they are engaging with the students. For example, a teacher 

who frequently looks at a particular student may indicate a higher level of engagement or a need for 

additional support. 

Body language: Observing the teacher's body language, such as their posture, gestures, and facial 

expressions, can provide valuable information about their level of enthusiasm, engagement, and 

overall teaching style. For instance, a teacher who displays open and welcoming body language may 

create a more positive and inclusive learning environment. 

Verbal cues: Analyzing the teacher's verbal cues, such as tone of voice, speech rate, and use of 

specific language, can offer insights into their level of enthusiasm, clarity of instructions, and overall 

communication skills. For example, a teacher who speaks with a confident and engaging tone may be 

more effective in capturing students' attention and maintaining their interest. 
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3.2.2. Student Engagement and Participation 

Understanding student engagement and participation is crucial for assessing the effectiveness of 

virtual reality teaching. By analyzing behavioral indicators related to student engagement and 

participation, we can gain insights into how students are interacting with the virtual environment and 

the extent to which they are actively involved in the learning process. Some behavioral indicators in 

this context include: 

Head movements: Analyzing the frequency and direction of students' head movements can provide 

insights into their level of engagement and attention. For example, students who frequently look 

around the virtual environment may indicate a higher level of exploration and curiosity. 

Hand gestures: Observing students' hand gestures within the virtual environment can offer insights 

into their level of interaction and involvement[7]. For instance, students who frequently use hand 

gestures to manipulate objects or interact with virtual elements may indicate a higher level of 

engagement and understanding. 

Verbal participation: Analyzing students' verbal participation, such as the frequency and quality of 

their contributions during discussions or activities, can provide insights into their level of engagement 

and understanding. For example, students who actively participate and provide thoughtful responses 

may indicate a higher level of comprehension and involvement. 

3.2.3. Emotional and Cognitive States 

Virtual reality teaching can evoke various emotional and cognitive responses from both teachers and 

students. Analyzing behavioral indicators related to emotional and cognitive states can help us 

understand the impact of virtual reality on the teaching and learning experience. Some behavioral 

indicators in this context include: 

Facial expressions: Analyzing facial expressions can provide insights into the emotional states of 

both teachers and students. For example, a teacher who displays positive facial expressions, such as 

smiles or nods, may indicate a higher level of engagement and satisfaction. 

Eye movements: Observing students' eye movements within the virtual environment can offer 

insights into their cognitive processes and attentional focus. For instance, students who frequently 

fixate on important visual cues or objects may indicate a higher level of cognitive processing and 

understanding. 

Physiological responses: Analyzing physiological responses, such as heart rate or skin conductance, 

can provide insights into the emotional arousal and stress levels experienced by teachers and students 

during virtual reality teaching. For example, an increase in heart rate may indicate a higher level of 

excitement or anxiety. 

By considering these behavioral indicators in virtual reality teaching, we can develop a 

comprehensive understanding of the teaching and learning process. These indicators can help us 

identify effective teaching strategies, assess student engagement and participation, and evaluate the 

overall impact of virtual reality on the teaching and learning experience. 

3.3. Methods for Behavior Analysis in Virtual Reality Teaching 

In order to analyze the teaching behavior in virtual reality (VR) environments, it is essential to employ 

effective methods for behavior analysis. These methods allow researchers and educators to gain 

insights into the interactions and behaviors of both teachers and students within the VR teaching 

environment. By understanding these behaviors, it becomes possible to identify patterns, assess the 

effectiveness of teaching strategies, and make informed decisions to improve the learning experience. 

This section explores some of the commonly used methods for behavior analysis in virtual reality 

teaching. 
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3.3.1. Observational Analysis 

Observational analysis is a widely used method for behavior analysis in various fields, including 

education. In the context of virtual reality teaching, observational analysis involves systematically 

observing and recording the behaviors of teachers and students during the teaching and learning 

process. This method allows researchers to collect data on various aspects of behavior, such as body 

movements, gestures, facial expressions, and verbal interactions. 

To conduct observational analysis in virtual reality teaching, researchers can use a combination of 

manual observation and automated tracking systems. Manual observation involves trained observers 

who carefully watch and record the behaviors of teachers and students in real-time. This method 

allows for detailed and context-specific analysis of behaviors. On the other hand, automated tracking 

systems utilize sensors and cameras to capture and analyze the movements and interactions of 

individuals within the VR environment. These systems can provide objective and quantitative data 

on behavior patterns. 

3.3.2. Self-Report Measures 

Self-report measures involve collecting data directly from teachers and students through 

questionnaires, surveys, or interviews. This method allows individuals to reflect on their own 

behaviors, experiences, and perceptions within the virtual reality teaching environment. Self-report 

measures can provide valuable insights into subjective aspects of behavior, such as motivation, 

engagement, and satisfaction. 

To implement self-report measures in virtual reality teaching, researchers can design questionnaires 

or surveys that target specific aspects of behavior. For example, teachers and students can be asked 

to rate their level of engagement during a VR lesson or provide feedback on the effectiveness of a 

particular teaching strategy. Interviews can also be conducted to gather more in-depth information 

about the experiences and perceptions of individuals within the VR environment. Self-report 

measures can complement observational analysis by providing a more holistic understanding of 

behavior. 

3.3.3. Physiological Measures 

Physiological measures involve monitoring and analyzing the physiological responses of individuals 

during the virtual reality teaching process. These measures provide objective data on physiological 

indicators, such as heart rate, skin conductance, and brain activity. By examining these physiological 

responses, researchers can gain insights into the emotional and cognitive states of teachers and 

students. 

To collect physiological data in virtual reality teaching, researchers can use wearable devices, such 

as heart rate monitors, electrodermal activity sensors, and electroencephalography (EEG) headsets. 

These devices can capture real-time physiological data, which can then be analyzed to identify 

patterns and correlations with specific teaching behaviors or learning outcomes. Physiological 

measures can provide valuable information about the emotional and cognitive engagement of 

individuals within the VR environment. 

3.3.4. Interaction Analysis 

Interaction analysis focuses on examining the interactions between teachers and students within the 

virtual reality teaching environment. This method involves analyzing the patterns, frequencies, and 

quality of interactions to understand the dynamics of the teaching and learning process[8]. Interaction 

analysis can provide insights into the effectiveness of communication, collaboration, and feedback 

exchange between teachers and students. 

To conduct interaction analysis in virtual reality teaching, researchers can utilize various tools and 

techniques. For example, video recordings of VR lessons can be analyzed to identify the frequency 

and duration of teacher-student interactions. Transcripts of verbal interactions can be coded and 
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analyzed to assess the quality of communication. Additionally, social network analysis can be 

employed to visualize and analyze the patterns of interaction within the VR environment. Interaction 

analysis can help identify effective teaching strategies and improve the overall learning experience. 

3.3.5. Data Mining and Machine Learning 

Data mining and machine learning techniques can be applied to analyze large volumes of multimodal 

data collected during virtual reality teaching. These techniques involve extracting patterns, 

correlations, and insights from the data to identify meaningful relationships between behaviors, 

teaching strategies, and learning outcomes. Data mining and machine learning can provide valuable 

information for personalized learning, adaptive teaching, and decision-making in virtual reality 

teaching. 

To apply data mining and machine learning in virtual reality teaching, researchers can use algorithms 

and models to analyze the multimodal data collected from various sources, such as sensors, cameras, 

and self-report measures. These techniques can help identify patterns of behavior, predict learning 

outcomes, and recommend personalized teaching strategies. By leveraging the power of data mining 

and machine learning, educators can enhance the effectiveness and efficiency of virtual reality 

teaching. 

In conclusion, behavior analysis in virtual reality teaching requires the use of various methods to gain 

insights into the interactions and behaviors of teachers and students. Observational analysis, self-

report measures, physiological measures, interaction analysis, and data mining and machine learning 

techniques are all valuable tools for understanding and improving the teaching and learning 

experience in virtual reality environments[9]. By employing these methods, researchers and educators 

can make informed decisions to enhance the effectiveness of virtual reality teaching and promote 

better learning outcomes. 

4. DEVELOPMENT OF THE ANALYTICAL MODEL 

4.1. Model Design and Components 

The model aims to provide insights into the behavior of both teachers and students in virtual reality 

teaching environments, allowing for a deeper understanding of the teaching and learning process. 

4.1.1. Model Objectives 

The primary objective of the analytical model is to capture and analyze the various behavioral aspects 

of teachers and students during virtual reality teaching sessions. By examining these behaviors, the 

model can identify patterns, trends, and correlations that can be used to enhance teaching strategies, 

improve student engagement, and optimize learning outcomes. 

The model is designed to be flexible and adaptable, allowing for customization based on specific 

teaching contexts and objectives. It can be applied to various subjects and educational levels, making 

it a versatile tool for educators and researchers in the field of virtual reality teaching. 

4.1.2. Model Components 

The analytical model consists of several key components that work together to analyze virtual reality 

teaching behavior. These components include(Figure 1)[10]: 
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Figure 1 Model Components 

Data Collection Module: The data collection module is responsible for gathering multimodal data 

during virtual reality teaching sessions. It captures various types of data, including audio, video, 

physiological signals, gaze tracking, and interaction logs. The module ensures the collection of 

comprehensive and diverse data, providing a holistic view of the teaching and learning process. 

Data Preprocessing Module: The data preprocessing module is responsible for cleaning and 

preparing the collected data for analysis. It involves removing noise, normalizing data, and handling 

missing values. This module ensures that the data is in a suitable format for further analysis and 

reduces the impact of any data inconsistencies or errors. 

Feature Extraction Module: The feature extraction module extracts relevant features from the 

preprocessed data. These features represent specific aspects of the teaching behavior, such as 

speaking rate, body language, student engagement, and interaction patterns. The module utilizes 

various algorithms and techniques to identify and extract meaningful features from the data. 

Behavior Analysis Module: The behavior analysis module is the core component of the analytical 

model. It applies statistical and machine learning techniques to analyze the extracted features and 

identify patterns and trends in the teaching behavior. This module can detect changes in behavior 

over time, compare behavior across different teachers or students, and identify outliers or anomalies 

in the data. 

Visualization Module: The visualization module presents the analyzed data in a visual format, such 

as graphs, charts, or heatmaps. It provides a clear and intuitive representation of the behavior analysis 

results, allowing educators and researchers to easily interpret and understand the findings. The 

visualization module also enables the exploration of the data from different perspectives, facilitating 

deeper insights into the teaching and learning process. 
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Stimulus Presentation Module: The stimulus presentation module includes different types of 

stimuli, which can present audiovisual content and induce specific emotional states. It can also present 

typical cognitive tasks to study cognitive processing, or use electrical stimulation to investigate the 

effects of stimulus conditions on physiological data. It also carries immersive high-intensity VR tasks 

to deeply induce stress, fear, and other psychological states. 

4.2. Data Preprocessing and Feature Extraction 

In order to effectively analyze virtual reality teaching behavior based on multimodal data, it is crucial 

to preprocess the data and extract relevant features.  

4.2.1. Data Preprocessing 

Data preprocessing is a critical step in any data analysis task, as it helps to clean and transform the 

raw data into a suitable format for further analysis. In the context of virtual reality teaching behavior 

analysis, data preprocessing involves several key steps: 

Data Cleaning: Data cleaning involves removing any noise or inconsistencies present in the raw data. 

This can include removing duplicate records, handling missing values, and correcting any errors or 

outliers[11]. In the case of multimodal data, this step may involve cleaning data from different sensors 

or sources, ensuring that the data is synchronized and aligned properly. 

Data Integration: In virtual reality teaching environments, multiple sensors and devices are often 

used to capture different modalities of data, such as video, audio, and motion data. Data integration 

involves combining these different modalities into a unified dataset. This can be achieved by aligning 

the timestamps of the different data streams and merging them based on a common identifier, such 

as a user ID or session ID. 

Data Transformation: Data transformation involves converting the raw data into a suitable format 

for analysis. This may include scaling or normalizing the data to a common range, encoding 

categorical variables, or applying mathematical transformations to enhance the interpretability of the 

data. For example, motion data captured from sensors can be transformed into meaningful features 

such as velocity or acceleration. 

Data Reduction: In some cases, the raw multimodal data collected in virtual reality teaching 

environments can be voluminous and high-dimensional. Data reduction techniques can be applied to 

reduce the dimensionality of the data while preserving its essential information. This can help to 

improve the efficiency and effectiveness of subsequent analysis steps. Techniques such as principal 

component analysis (PCA) or feature selection algorithms can be used for data reduction. 

4.2.2. Feature Extraction 

Once the data has been preprocessed, the next step is to extract relevant features that capture the key 

aspects of virtual reality teaching behavior. Feature extraction involves transforming the preprocessed 

data into a set of meaningful and informative features that can be used as input for the analytical 

model. The choice of features depends on the specific research objectives and the nature of the data. 

Temporal Features: Temporal features capture the dynamics and temporal patterns of virtual reality 

teaching behavior. These features can be extracted from time-series data, such as motion data or 

physiological signals, by analyzing the changes and trends over time. Examples of temporal features 

include the average duration of interactions, the frequency of specific behaviors, or the rate of change 

in physiological responses. 

Spatial Features: Spatial features capture the spatial distribution and arrangement of virtual reality 

teaching behavior. These features can be extracted from data such as video recordings or motion 

tracking data. Examples of spatial features include the distance between objects or users, the 

distribution of gaze or attention, or the spatial patterns of body movements. 
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Semantic Features: Semantic features capture the semantic meaning and context of virtual reality 

teaching behavior. These features can be extracted from data such as audio recordings or text 

transcripts. Examples of semantic features include the sentiment or emotion expressed in speech, the 

keywords or topics discussed, or the level of engagement or interest conveyed. 

Multimodal Fusion: In virtual reality teaching environments, multiple modalities of data are often 

available, such as video, audio, and motion data. Multimodal fusion techniques can be applied to 

combine and integrate information from different modalities, enhancing the richness and 

comprehensiveness of the extracted features. This can be achieved through techniques such as late 

fusion, early fusion, or hybrid fusion, depending on the specific requirements of the analysis. 

4.3. Model Training and Evaluation 

In order to effectively analyze virtual reality teaching behavior based on multimodal data, it is crucial 

to develop a robust and accurate analytical model. 

4.3.1. Data Preparation 

Before training the analytical model, it is essential to prepare the data for analysis. This involves 

several steps, including data cleaning, preprocessing, and feature extraction. Data cleaning involves 

removing any noise or outliers from the dataset to ensure the accuracy of the model. Preprocessing 

techniques such as normalization and standardization may also be applied to ensure that the data is in 

a suitable format for analysis. Feature extraction involves identifying relevant features from the 

multimodal data that can be used to train the model effectively. These features may include facial 

expressions, body movements, speech patterns, and interaction patterns within the virtual 

environment. 

4.3.2. Model Selection 

The next step in the training and evaluation process is to select an appropriate model for analysis. 

There are various machine learning algorithms available that can be used for behavior analysis in 

virtual reality teaching. The choice of model depends on the specific objectives of the analysis and 

the nature of the multimodal data. Some commonly used models include decision trees, support vector 

machines, neural networks, and hidden Markov models. Each model has its own strengths and 

weaknesses, and the selection should be based on the specific requirements of the analysis. 

4.3.3. Training the Model 

Once the model is selected, the next step is to train it using the prepared dataset. The dataset is divided 

into two subsets: the training set and the validation set. The training set is used to train the model by 

feeding it with labeled examples of behavior patterns. The model learns from these examples and 

adjusts its internal parameters to optimize its performance. The validation set is used to evaluate the 

model's performance during the training process and to fine-tune its parameters. This iterative process 

continues until the model achieves satisfactory performance on the validation set. 

During the training process, various techniques can be employed to enhance the model's performance. 

These techniques include cross-validation, regularization, and ensemble learning. Cross-validation 

helps to assess the model's generalization ability by dividing the dataset into multiple subsets and 

training the model on different combinations of these subsets[12]. Regularization techniques, such as 

L1 or L2 regularization, can be used to prevent overfitting and improve the model's ability to 

generalize to unseen data. Ensemble learning involves combining multiple models to improve the 

overall performance and robustness of the analytical model. 

4.3.4. Model Evaluation 

After the model is trained, it is important to evaluate its performance to assess its effectiveness in 

analyzing virtual reality teaching behavior. Model evaluation involves testing the trained model on a 
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separate test dataset that was not used during the training process. The test dataset contains unlabeled 

examples of behavior patterns, and the model predicts the corresponding labels based on its learned 

knowledge. The accuracy, precision, recall, and F1-score are commonly used metrics to evaluate the 

model's performance. These metrics provide insights into the model's ability to correctly classify 

different behavior patterns. 

In addition to quantitative evaluation metrics, qualitative evaluation methods can also be employed 

to assess the model's performance. This may involve analyzing the model's predictions and comparing 

them with human annotations or expert judgments. Qualitative evaluation helps to identify any 

limitations or biases in the model's predictions and provides valuable insights for further improvement. 

5. CONCLUSION 

The findings from our research have significant implications for the field of virtual reality teaching. 

By analyzing multimodal data, we can gain a deeper understanding of the complex interactions 

between teachers and students in virtual reality environments. This understanding can inform the 

design and development of more effective virtual reality teaching tools and platforms. 

The analytical model we developed can serve as a valuable tool for teacher training and professional 

development. By providing objective feedback on teaching behavior, the model can help teachers 

identify their strengths and weaknesses and make informed decisions about instructional strategies. 

Furthermore, the model can be used to evaluate the effectiveness of virtual reality teaching 

interventions and guide the development of personalized learning experiences for students. 

While our research has provided valuable insights into analyzing virtual reality teaching behavior, 

there are still several avenues for future exploration. One area of future research could focus on the 

integration of artificial intelligence and natural language processing techniques to further enhance the 

analysis of verbal indicators in virtual reality teaching. Additionally, investigating the impact of 

individual differences, such as student characteristics and learning styles, on teaching behavior could 

provide a more nuanced understanding of the teaching-learning process in virtual reality. 

Furthermore, the ethical considerations surrounding the collection and analysis of multimodal data in 

virtual reality teaching should be carefully addressed. Future research should explore privacy 

concerns, informed consent, and data security to ensure the responsible and ethical use of multimodal 

data. 

In conclusion, our research has demonstrated the potential of analyzing virtual reality teaching 

behavior based on multimodal data. The findings from our study provide valuable insights into the 

complex dynamics of teaching and learning in virtual reality environments. By leveraging the power 

of multimodal data analysis, we can enhance the effectiveness of virtual reality teaching and create 

more engaging and personalized learning experiences for students. 
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