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CO3JAHME MOJIEJIX OBYYEHUSA OCTETUYECKOMY OIIBITY
AJIA CTYJAEHTOB KOJUIEKA
C UCIIOJIB3OBAHUEM NCKYCCTBEHHOI'O UHTEJIJIEKTA
U BUPTYAJIbHOM PEAJIBHOCTH

B aTom nccnenoBanuu n3ydaercss MHTETrpalus UICKycCTBEHHOTo uHTeuiekTa (Al) u Bup-
TyansHOM peanbHOCTH (VR) B XynoxkecTBeHHOE 00pa3oBaHKe ISl YITYUIIEHUs SCTETUYECKOTO
OTIBITa CTYJICHTOB YHUBEPCUTETOB. C TOMOIIBIO SKCIIEPUMEHTAIILHOTO AU3aiiHA U3y9aeTCs, KaK
NepCOHATN3UPOBAHHOE 00y4YeHHe Ha ocHOBE Al 1 MMepCUBHBIE cpefibl Ha OCHOBE VR BIHSIOT
Ha XyJ0’)KECTBEHHOE TBOPYECTBO, OIICHKY W MHHOBAI[MOHHOE MBIILICHHE. DMIUPHIECKUC pe-
3yNnbTaThl MOKa3bIBalOT, 4yTo uHTerpamus Al u VR ynyumiaer sctetnueckoe BOCTIPUSTHE
¥ TBOPYECKHE CIIOCOOHOCTH CTYJCHTOB, OJJHOBPEMEHHO CITOCOOCTBYS MEKIUCITUTLIMHAPHOMY
uccienoBanuio. OTHAKO COXPAHSIOTCS TaKHWe MPOOJIEMbl, KaK BRICOKAass CTOUMOCTh M OTpaHU-
4yeHus 000pynoBanus. B 3ToM uccieoBaHuy peyiaracTcst HOBast MOJISNIb O0yUEHUS U TAIOTCS
uaeu 1uist Oynymiero npumenenus Al u VR B XynoxecTBeHHOM 00pa3oBaHHH.

Virtual reality (VR), as an immersive technology, can provide a new art education
experience. By simulating the real environment, VR enables students to gain a more intuitive
and interactive experience in art creation and appreciation. The research shows that VR has
unique advantages in spatial perception, color application, etc., and can help students explore
artistic creation more freely [1]. However, the application of virtual reality technology also
faces hardware limitations and cost issues, which affect its popularity in art education.

Artificial intelligence (Al) can provide precise teaching support through data analysis and
personalized recommendations. In art education, Al has been used to provide students with
personalized creative guidance and feedback to help improve their artistic abilities. Al technology
also shows potential in the evaluation of art works and art appreciation, providing students with
automatic evaluation of the quality of their works through image recognition [2]. Despite this, the
application of Al in art education still faces challenges of creativity and ethical issues.

Aesthetic experience is one of the core contents of art education and directly affects
students' artistic literacy. Traditional art education cultivates students' aesthetic abilities through
observation and imitation, while the combination of VR and Al provides more immersive and
personalized aesthetic education. The research shows that immersive virtual environments can
significantly enhance students' aesthetic feelings and stimulate their artistic creativity, while Al
optimizes aesthetic education through personalized recommendation of artworks [3].

This study adopted an experimental research design to compare the differences in aesthetic
ability and artistic creation between the experimental group using the integrated teaching model of
Al and VR and the control group using traditional teaching methods. The “pre-test-post-test” design
was used to evaluate the learning effects of the two groups of students and analyze the impact of
the Al and VR integration model on students' aesthetic experience.

The research subjects were college students majoring in art at Xi'an Jiaotong Engineering
College, who were randomly divided into an experimental group (30 people, using the Al and
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VR integration model) and a control group (30 people, using traditional art teaching). All
students took an aesthetic ability test before the experiment to ensure that the two groups of
students were equivalent at the initial level.

Research tools:

1. Aesthetic ability test. It evaluates students’ ability to understand and analyze works of
art, covering aspects such as artistic style and color matching.

2. Evaluation of creative works. It evaluates students’ creative innovation, artistic
expression, etc. through a scoring scale.

3. Questionnaires and interviews. They collect students’ feedback on the learning experience,
especially their feelings about immersion, interactivity and personalized learning paths.

4. Behavioral data collection. It records the operational data of students in the experimental
group in the virtual environment, such as the frequency of creation and the degree of interaction,
and analyzes the relationship between learning behavior and the improvement of aesthetic ability.

The experiment lasted for four weeks and was divided into the following phases:

1. Early preparation. It includes a preliminary aesthetic test to ensure that the two groups
of students are of equal skill; includes Al and VR platform operation training for the
experimental group.

2. Teaching implementation. The experimental group uses Al and VR platforms for
learning, including virtual art exhibitions, personalized creative guidance, etc.; the control
group uses traditional art teaching.

3. Data collection. Data are collected through regular aesthetic ability tests, work
evaluations, questionnaires and behavioral data analysis.

4. Late stage of the experiment. The final test and work evaluation will be conducted four
weeks later to collect subjective feedback from students.

Data analysis methods:

Quantitative analysis:

Use a paired-samples test to compare the pre- and post-test results and analyze the
changes in aesthetic ability between the two groups.

Analysis of variance (ANOVA) compared the differences in artistic creation performance
between the two groups.

Behavioral data analysis evaluates the interactivity and participation of Al and VR
teaching models.

Qualitative analysis: content analysis of questionnaire and interview data were conducted
to identify students’ evaluations of the teaching model, especially its impact on aesthetic
experience and creative ability.

Based on the integration of Al and VR technology, this study explores its application in
art education and the improvement of students' aesthetic experience. Through experimental
research and technical analysis, this paper draws the following main conclusions:

1. The combination of Al and VR technology provides a new teaching model for art
education. VR allows students to participate in art creation and appreciation immersively
through immersive experience, enhancing students' aesthetic perception and artistic experience.
Al improves students' creative abilities and artistic expression through personalized guidance
and real-time feedback. Through the integration of these two technologies, students can not
only obtain a more intuitive creative experience, but also receive personalized feedback during
the creative process to optimize their artistic skills.

2. The combination of Al and VR technology promotes the formation of personalized
learning paths. Students can create art according to their personal interests and learning progress in
the virtual environment. At the same time, Al provides targeted creative suggestions and real-time
feedback to help students improve their works more effectively and enhance their aesthetic and
creative abilities. In addition, virtual art exhibitions and immersive creative environments provide
students with a unique artistic experience, allowing students to observe and understand the unique
features of different works of art in virtual space, deepening aesthetic cognition.
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3. The integration of Al and VR is not limited to the creation of traditional art forms, but
also expands students' artistic expression methods. For example, students can not only create
paintings and sculptures in the virtual environment, but also try to combine music, dance and
other art forms to conduct interdisciplinary artistic exploration. This diverse creative approach
inspires students' innovative thinking, promotes the cross-border integration of their artistic
creation, and enhances students' artistic perception and creativity.

Overall, the combination of Al and VR technology brings rich possibilities to art
education, which not only promotes personalized art learning paths, but also helps students
stimulate innovative thinking in interdisciplinary creation. Despite the challenges it faces, this
model undoubtedly provides new directions and new teaching methods for the future
development of art education.
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HA MHTEJVIEKTYAJIBHOE PA3BUTHE ITOJIPOCTKOB

Teen age is one of the key stages in the development of personality, when there is an
active formation of intellectual abilities, cognitive processes and social skills. During this
period, academic achievements play an important role in the intellectual development of
students, as they contribute to the development of critical thinking, creativity, the ability to
analyze and synthesize information. However, in order for academic achievements to really
have a positive impact on the intellectual development of adolescents, it is necessary to create
certain pedagogical conditions. This article considers the main pedagogical conditions that
contribute to increasing the effectiveness of the influence of academic achievements on the
intellectual development of adolescent students.

Teenagers are characterized by increased emotionality, a desire for independence and
self-affirmation, as well as the active development of abstract thinking. In order for academic
achievements to contribute to intellectual development, teachers need to take these features into
account. For example, it is important to provide adolescents with the opportunity to
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