«I1loxopiM yHUBepCcHUTETIHIH Xabapuibichl. Puionorus cepusce» Ne4 (4) 2025
«Bulletin of Shakarim University. Philology series» No4 (4) 2025

Abstract. The article provides a comprehensive analysis of the spiritual foundations of Turkic literature, with
particular attention to the influence of the Islamic worldview, including the Qur’an, Hadith, and Sufi teachings. The
conceptual framework of the study is based on the notions of Nur al-Muhammad and Haqiqat-i Muhammadiyya.
According to these concepts, the light of the Prophet Muhammad is regarded as the primordial spiritual essence that
existed prior to the creation of the world and serves as the fundamental principle of all existence. The article examines
the manifestations of these notions in Turkic literature and Sufi texts, as well as their religious-philosophical
significance.

The object of the study is the manuscript Mecmii ‘a-i Resa’il-i ‘Acibe, written in Chagatai in 1909. This mejmua
is characterized as a multifaceted text encompassing religious, Sufi, and everyday content. The «Nur-namey section of
the manuscript addresses the creation of the light of the Prophet Muhammad, the origin of the world, the history of the
prophets, and religious conceptions of the Day of Judgment and the afterlife. Additionally, the manuscript contains
information on daily life, customs, and agriculture, including prayers dedicated to farming and animal husbandry.

From a linguistic perspective, the article provides a detailed analysis of the manuscript’s morphological system.
The peculiarities of plural, possessive, and case suffixes are examined in relation to the phonetic and morphological
rules of the Chagatai language. In particular, the coexistence of the two genitive forms (+nii/+nifi and +ni/+ni)
reflects diachronic changes in the historical development of the language. Moreover, the functions of the dative,
locative, ablative, instrumental, and directive cases are described with concrete examples, highlighting their role in the
Turkic written tradition.

In conclusion, the article demonstrates that a comprehensive analysis of the manuscript Mecmii ‘a-i Resa’il-i
‘Actbe as a literary, historical, and linguistic source makes a significant contribution to the study of the Turkic Sufi
tradition and the development of the Chagatai language in the early twentieth century.

Key words: Chagatai language, Nur-name, manuscript, stories, prayers.
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IMPACT OF PHYSICAL ACTIVITIES UNDERTAKEN USING VR ON MENTAL
WELL BEING, FOR FOREIGN LANGUAGE TEACHERS

Abstract. Mental well-being and language learning anxiety play a crucial role in the effectiveness and
productivity of foreign language teaching. In recent years, growing attention has been given to the psychological health
of educators, however, limited research has explored innovative approaches to supporting mental well-being,
particularly in Central Asian contexts. This qualitative study explores the impact of virtual reality (VR)—based physical
activities on the mental well-being of foreign language teachers at a university level. The study aimed to (1) examine
teachers’ understanding of their mental well-being, (2) identify their experiences, barriers, and facilitators related to
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engagement in regular physical activity, and (3) investigate their perceptions of physical activities undertaken using
immersive VR.

Data were collected through semi-structured baseline and follow-up interviews. Participants took part in five
VR-based physical activity sessions over a two-week period. Thematic analysis revealed that participants
conceptualized mental well-being in diverse ways but commonly identified physical activity as a key strategy for
managing stress, anxiety, depression, and mood. Traditional activities such as walking, running, stretching, and
meditation were frequently reported. Findings from follow-up interviews indicated that although VR-based physical
activities were initially challenging due to their novelty, they were perceived as engaging, enjoyable, and effective in
temporarily improving mood and reducing anxiety. Participants reported increased immersion and distraction from
daily stressors during VR sessions.

While the positive effects were short-term and VR was not viewed as a replacement for conventional physical
activity, it was considered a valuable and innovative complementary tool. The study acknowledges limitations related to
small sample size and lack of data saturation and recommends further large-scale qualitative and mixed-method
studies.

Key words: Foreign language teachers, mental well being, language learning anxiety, foreign language,
physical activity, qualitative study, university, Virtual Reality.

Introduction

Awareness of mental well-being, language learning anxiety can boost production and
achievements in learning and teaching foreign languages. Over the last decade, studying mental
health, mental well-being tends to be in demand. There are not specific definition of the word
mental well-being, however according to the definition by the World Health Organization, mental
well-being is a state of well-being that helps to determine the way of handling stress, anxiety relate
to others, and help with a choice in life.

Language learning anxiety is an important psychological element that affects the way of
students’ learning foreign languages [1]. The language anxiety and elements of learning languages
has not yet been discovered, especially in Central Asian countries. The purpose of the paper is to
provide some background knowledge and guidance to foreign language learners and instructors on
how to deal with psychological elements such as foreign language anxiety, stress and depression by
perfoming physical activities.

Literature review

Language learning anxiety is identified as an important element of learning and speaking
foreign languages that affect how well they learn foreign languages [2].

There is no internationally recognized definition for wellbeing yet mostly mental well being is
defined as a positive state, that enables people to tackle stress and challenges including emotional,
psychological and social well being.According to the World Health Organization (2004), mental
wellbeing is fundamental to overall health and quality of life [3]. Moreover, it is defined as an
individual’s ability to boost their potential, work productivity and creatively, build strong
relationships with other people.

This [2] article explores non clinical approaches to support mental health, focusing on
improving outcomes for individuals with mental disorders. By emphasising social and
environmental interventions such as supportive networks and community based programs rather
than traditional clinical treatments.

Maintaining strong mental wellbeing can be difficult when experiencing symptoms of anxiety
or stress. The impact of anxiety, stress, depression on mental well-being. Those who experience
psychological problems such as depression, anxiety and stress are more likely to have an unstable
mental status [4].Thus they could lead to digestive disorders, heart disease, obesity and chronic
pain, respiratory illnesses and thyroid issues, but these are just a few of the potential effects of
depression anxiety and stress that they could cause.

Apparently, physical activity plays a pivotal role in the management of mental health
conditions, particularly depression and anxiety. Although people with stress tend to be less
physically active than their non-depressed individuals, engaging in any exercise can lead to a
significant reduction in depressive symptoms [5]. Not only do regular exercising improve mental
wellbeing and reduce anxiety, but also enhance mood and productivity. Based on the American
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Psychological Association, even simple light running or walking can promote better sleep, improves
concentration, and enhances overall resilience to stress. According to the study [20] running tends
to be efficient tool for therapy and prevention in psychological conditions. According to the study
[20] running tends to be efficient tool for therapy and prevention in psychological conditions. Study
[21] showed that long distance walking has positive effect on mental health and well-being.

According to [6] virtual reality (VR) is a powerful tool for individuals to make new learning
for the benefit of their mental well-being. Immersive VR creates interactive computer-generated
worlds, which substitute real-world sensory perceptions with digitally generated ones, producing
the sensation of actually being in life-sized new environments for workouts. (Such as meditation,
yoga, fitness. etc) Moreover it makes treatment available at home or outside of clinical settings.

Nowadays, VR is known far and wide in therapeutic ways to deal with stress, depression and
anxiety. In some studies quantitative survey ratings revealed that VR format of treatment showed
considerable positive effects and satisfactions in reducing those mental disorders according to [7].
VR technology increases its usefulness several times as its computer graphical environments are
depicted on a two-dimensional (2-D) which helps to create a comfortable environment to do
physical activities.

Regarding the studies [11], [12] there are three types of Virtual Reality in general, which are
immersive, non-immersive, and interactive. Immersive Virtual Reality has head mounted displays,
body motion sensors, real time graphics, advanced interface device such as specialized helmets.
Non-immersive Virtual Reality contains flat-screens such as television or computer screens. These
screens are associated with joysticks, keyboards, and gamepads. To interact with virtual objects
Interactive Virtual Reality utilizes devices such as gloves, digital glasses etc. which produces the
real items sensations to be manipulated such as picking up apples.

The results of the experiment as stated in (by) [8] represents a comprehensive body of high-
quality evidence that physical activity reduces depression and anxiety in the nonclinical population.
The systematic search identified eight meta-analytic results from randomized trials examining the
effects of physical activity on depression and anxiety. This means that physical activity (exercise) is
important for mental health status in non-clinical mental health settings.

The main treatments for mental illnesses, which include mood and anxiety disorders, are
psychotherapy. A sizable section of the population suffers from these conditions. However,
healthcare systems find it challenging to meet demand due to the rising expense of treatment, which
emphasises the need of successful self-help techniques. Psychological advantages of exercise have
been demonstrated, especially for anxiety disorders, chronic fatigue syndrome, and mild to
moderate depression. This straightforward and reasonably priced method has the potential to
significantly impact mental health [9].

Enhancing mental health, particularly in older persons, requires physical activity. It may
decrease the likelihood of depression and cognitive impairment, two conditions that are prevalent in
older adults. Incorporating physical activity into foreign language instruction can improve mental
clarity and cognitive function, which in turn can improve student learning results by improving
focus, retention, and anxiety levels. Physical exercise also aids in maintaining overall well-being,
ensuring that teachers can engage with their students more effectively and contribute to a positive
learning environment [10].

Nowadays, Virtual Reality exercises has been recognized to be a new approaches to promote
Physical Activities and it is becoming to be used more in health promotion [16]. According to
observations of researches, Virtual Reality exercises tends to enhance the psychological benefits of
exercise and likelihood of long term exercise to be enhanced [17], [18]. According to the studies
[19] there are

three types of Virtual Reality in general, which are immersive, non-immersive, and
interactive.

Immersive Virtual Reality has head mounted displays, body motion sensors, real time
graphics,

36



«I1loxopiM yHUBepCcHUTETIHIH Xabapuibichl. Puionorus cepusce» Ne4 (4) 2025
«Bulletin of Shakarim University. Philology series» No4 (4) 2025

advanced interface device such as specialized helmets. Non-immersive Virtual Reality
contains

flat-screens such as television or computer screens. These screens are associated with
joysticks,

keyboards, and gamepads. To interact with virtual objects Interactive Virtual Reality utilizes

devices such as gloves, digital glasses etc. which produces the real items sensations to be

manipulated such as picking up apple [19].

Aim

To make a qualitative exploration of how virtual reality based physical activities affect the
mental health of foreign language teachers.

This study aimed to get three objectives:

1) Establish how people understand their mental well-being (baseline semi-structured
interview)

2) Ask teachers about experiences, barriers and facilitators in engaging in normal physical
activity routine (baseline semi-structured interview)

3) Discuss and establish what they felt about exercises undertaken using immersive VR
(follow-up semi-structured interview)

Premise of objective

Baseline semi-structured interviews were conducted to address objectives 1 and 2. Possible
questions:

Can you tell me what you understand mental well-being to be?

What does stress mean to you?

What does anxiety mean to you?

What does low mood mean to you?

Do you usually feel these feelings while you're teaching, like stress, anxiety, or low mood?

What do you do (coping mechanisms) normally do in periods of stress, anxiety, or low mood?

What do you do to cope with stress?

What do you do to cope with a low mood?

Are these effective?

Please describe your usual exercise regime.

How does exercise usually make you feel?

How effective, for you personally, is exercise in terms of improving your mental well-being?

Explain to me what you understand VR to be.

Have you used Virtual Reality (VR) before? (Please elaborate for example: where, when, and
what was the experience like for you?).

Do you think it is a good idea to combine exercise with virtual reality?

How are you feeling about the coming week of using VR for exercise?

Follow up Interview

Tell me about your experience of using the VR headsets for exercise during the last week?

Did you find any benefits and or negatives in terms of conducting physical activities
undertaken using VR?

How did the experience make you feel?

Was it comfortable?

Did it hit your expectations?

Practically, how was the experience?

What was it like wearing the headset?

What did you think of the games?

How did the experience differ from your normal experience of exercise?

Do you think there are risks and/or benefits involved with bringing virtual reality sports
games to gyms or wellness centers?
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After your experience in this study, have you changed your opinion about whether it is a good
idea to combine exercise with virtual reality?

Is there anything else you would like to discuss?

Methodology

Experimental plan (procedure)

Participants were asked to engage in training at the Shakarim University gym or at home
conduct 5 sessions x 30 minutes physical activities undertaken using VR technology, Oculus Quest
2 headset (individually). The headset included VR glasses, pair of joysticks and headphones.

Phenomenological study

Qualitative semi-structured interviews with each participant, before (baseline)and after
physical activities, wereconducted in order to gain in-depth data about their perceptions and
experinces of using Virtual Rreality glasses. An interview schedule were constructed prior to the
study in order to guide conduct of the interviews. The purpose of the baseline interview was to
establish how participants understand their mental well- being. And also ask and identify their
experience , barriers and facilitators in engaging in normal physical activity routine. After
participants performed 5 physical activities sessions undertaken using Virtual Reality technology of
30 minutes each (based on recommendation of https://www.mentalhealth.org.uk/publications/how-
to-using-exercise). This study will not dictate or modify their normal exercise sessions, Virtual
Reality set was only used during the physical activity. After completion of the last session
participants were interviewed once again to discuss their experience and opinions of using the
Virtual Reality glasses. The length of the interviews were: approximately 20 minutes for the
baseline and 45-60 minutes for the follow-up interview. Written informed consent for participation
and data collection, and audio recording were obtained from all participants.

TA

Thematic analysis (TA) was used by Analysis of the qualitative semi-structured interviews.
Thematic analysis is an approach to qualitative study with an idiographic focus, which leads to
sense of given phenomena by expressing common individuals' insights in a given context.

Steps to be undertaken were:

1. Each interview was transcribed verbatim (word to word)

Mobile phone was used to record the interviews. (base-line interviews and fallow-up). The
recording was used to transcribe the interview verbatim.

2. Coding was done.

The main findings were highlighted to be chosen for analysis.

3. Thematic Analysis.

The main findings were analysed and interpreted. Quotes were used to point to the statement.

Participants

This study required participants who were regular gym users or who had already been doing
physical activities. Age of participants had to be 18+.

Expected number of participants or sample size:10. According to the risk of drop out, a
sample size of 3 participants was selected.

Due to some reasons, some participants dropped out of the study and just 3 people
participated. Due to the requirement of the study, this study was conducted in the faculty/student
gym on site at Shakarim University.

Results

Objective 1

Establish how people understand their mental well-being and VR

Being mentally healthy is being able to express feelings. For instance, in P-1states «when you
feel anxiety, when you feel stressed, depressed. They’re all about mental well-being.

In P-2 states, «it deals with all emotions and state of person». P-2 associates being mentally
healthy with the ability to be able to make good decisions. For P-3 states, «I guess it means not to
be stressed and nervous about your surroundings». They all associate stress differently. P-1
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describes stress as a bad mood caused by challenges like delivering a difficult lesson or worrying
about students’ reception.

P2 defines stress as «when everything goes bad or not as planned», Also P-3 considers stress
as «Stress, it's when you are unable to think clearly when you are not focusing on your goals and
other». All participants described anxiety in a different way. P-1 and P-3 connected with emotions.
P-1 associates anxiety with a reflection of bad emotion. P-3 associates anxiety with a state of not
being able to deal with emotions and thoughts. Teaching is a common source of both stress and
anxiety for P1 and P2, while P3 relates it more to social confidence. P1 thinks low mood is a mix of
stress, anxiety and depression. P2 attributes low mood to environmental factors like, Bad people
and bad weather while P3 links it to external disruptions. When someone or something's full of your
day and you are not willing to do anything but just lie and maybe listen to music. To the question if
they feel these feelings often during heir lesson P-1 said that he feels anxious sometimes and
stressed when delivering challenging lessons. P2 experiences stress from unpreparedness and
anxiety about student acceptance saying «Yes, I do. I often feel anxious about whether the students
would accept mey.

P3 states, «Not as much now, but I used to feel stressed and anxious when I first started
teaching». According to the question, during periods of stress, anxiety, or low mood P2 and P3
value physical activities like cycling and walking for relaxation and clarity, while P1 relies on
breathing exercises, music, and social interaction to cope. All members consider physical activity to
be effective in reducing stress and anxiety and improving mental well-being. P-3 states «so, I think
exercise 1S one way to release stress and negative emotions, so it helps a lot. And after that your
body and mind get rid of everything that bothers you at least for a time». P-2 states «as [ mentioned,
it is really important. To be mentally healthy you need to be physically healthy.

Objective 2

Ask teachers about experiences, barriers and facilitators in engaging in normal physical
activity routine (baseline semi-structured interview)

All three participants do not have any barriers, however two of them have specific regimes to
do physical activities. P-1 goes to gym, and P-2 does exercises and sometimes plays volleyball. P-3
doesn’t have any specific regime P-3 states: «Well 1 am physically a lazy person and I only do
physical activities in summer. It's when I help my dad in the garden to plant some vegetables and
collect them». However P-1 has a regular regime P-1 states: «I go to gym twice a week for 40
minutes for one session». Also P-1 added that P-1 does push-ups at home approximately for 10-15
minutes. For P-2 doing an exercise and having a regime is important P-2 states: «I do sketching
exercises for 20 minutes every morning.

They all think that exercise i1s a good tool for better mood. Every time after doing some
exercises P-1 feels relieved, P-2 feels refreshed and relaxed, however P-3 finds it a bit tiring. P-2
states: «Of course, I feel relaxed and cheerful because it makes me more energetic». P-3 feels tired
after physical activity, and also considers physical activity to be a stress reducer which builds up
new energies. P-3 states: «I feel drained and low on energy for the rest of the day, but after a few
hours of doing exercise, my mood seems to improve».

All three participants consider physical activity to be effective in reducing stress and anxiety
and improving mental well-being. P-1 states: «So I find it very effective. Because, like, a healthy
body is attached to a healthy mood». P-2 finds physical activity to be effective in improving mental
well-being. P-2 states: «You can relax and you can clarify your mind. You can just think about new
plants, new ideas, so that's why it's really important to clearly clarify your mind».

P-1 understands VR to be like an immersion into another reality. P-1 states: «It's like a setup
with components such as headphones, glasses, and a joystick, allowing you to play and fully
immerse in the game, so it feels real». P-3 states: «VR is like a key to another reality, by using this
tool you can see, experience things that you otherwise couldn’t see in the real world». P-2
understands virtual reality to be similar to what P-1 describes.
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From all participants only two of them have experienced virtual devices. P-1 used VR in a
project at university. P-1 states: «I conducted an experiment using VR glasses. Also, my roommate
and I played, we had fun». P-3 have never experienced VR.

All three participants find it’s a good idea to combine exercise with virtual reality. P-1 states:
«t's convenient, also, sometimes it's boring to exercise, but virtual reality makes it more effective
and interesting». P-2 states: «This idea could encourage people to exercise regularly and make
workouts feel more like a fun game or activity I think ». P-2 states: «Yeah, I think it makes exercise
more interesting and helps people enjoy it while they are doing exercises». P-3 found using VR
reduces stress.

All of the participants feel excited about the coming week of using VR for exercise. P-1 and
P-2 both consider it to be engaging and fun. P-1 states: «I’m excited to try VR for exercise this
coming week. It seems like a fun way to stay active and mix things up»! However P-3 is unsure
about it but wants to try. P-3 states: I’'m a bit unsure about using VR for exercise, but I’'m open to
giving it a try and seeing how it worksy.

Objective 3

Discuss and establish what they felt about exercises undertaken using immersive VR

All three participants consider physical activities undertaken using virtual reality (VR) i.e. VR
games to be effective on mental well-being. According to the responses of follow-up interview, VR
exercises are good way to reduce stress and anxiety, however it doesn’t last long. P-1 finds that
Physical activity reduces stress. However P-1, suggests that it doesn’t last long. P-1 states: «well
perhaps yeah, but positive mood did not last so long, so I think it is temporally». P-1 wasn’t totally
satisfied with VR games as well as it didn’t hit participant’s expectation. P-1 didn’t find Using VR
set to be comfortable. P-1 states: «to be honest, I didn’t wear my own glasses and that’s why it was
a little bit not cozy». P-1 also suggests that Virtual Reality headset is heavy to use. P-1 states: «it is
a little bit heavy to play with it». P-2 suggest physical activities undertaken using VR to be
comfortable and effective on mental well-being. P-2 states «yes, completely yeah. Ten out of ten».
(Question did you feel that VR games helped to improve positive mood? Did you feel that VR
games helped to reduce anxiety, stress and depression?). P-2 suggests that VR set is very
comfortable. P-2 states: «OH, yes actually it was comfortable». To the question «what was it like to
wear headset»? P-2 states: «it was comfortable». P-2 finds VR exercise to be more interesting and
more attractive. P-2 states: «When I am wallking I am just listening to music, when I am using VR,
you are feeling yourself as if you are in another place, as you are in virtual world, you are forgetting
completely your surroundings and f you feel like you are in another universe». P-2 suggests some
benefits: VR set can be used anywhere, anytime. P-2 didn’t find any negative aspects of using VR
set. P-3 finds novice in using technology. P-2 states: «so the experience itself was really new to me
and it was new for me, and it was beyond of my expectations». P-2 suggests physical activities
undertaken Using VR set to be effective on mental well-being as well as it reduces stress and
anxiety and increases mood. P-3 states: «the beneficial part is that it really helped me to release the
stress and to be more positive on things, I guess». Also P-3 states: «it also increases your mood», «I
think the effect is the same. So the effect is stress relief»., «Because the effect is really enormous.
You cannot deny the fact that it has a point of effect», «yes, it definitely does. After the games, at
least for one or half an hour, you feel really relieved. At least for some part of time you forget about
the concerns and all that». P-3 finds VR set to be a new thing to implement, however, in P-3
concern it will never replace sport, despite it having the same effect. P-3 experienced VR set to be
not so comfortable, also not so difficult to learn. Due to the fact that P-3 implemented new
technology, it found it not to be so comfortable. P-3 states: «the difference is that I had to get used
to it and it might take a little bit more time». Due to responses, P-3 suggests Physical activities
undertaken using VR sets to be more interesting compared to normal exercises. P-3 states: «so,
maybe it has the same effect. So for having fun and trying a new thing, it’s a really good thing, I
think», «it was cool, I would say. And it was at some point really entertaining». P-3 didn’t find the
effect of physical activities undertaken using VRto last long. P-3 states: «I would say temporarily,
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yes, but I wouldn't say that will decrease it, but at some point it might help you to stop for a
moment, think about switching off to other thingsy.

Table 1 — Main finding

1) Establish how people understand their | P-1 believes being mentally healthy means being able to
mental well-being (baseline semi-structured | control emotions. P-1 associates stress with a bad mood
interview) caused by challenges like delivering difficult lessons or
worrying about students’ reception. P-1 views anxiety as
a reflection of bad emotions. P-1 links low mood to a
loss of interest in activities. To cope with stress, anxiety,
or low mood, P-1 relies on breathing exercises, music,
and social interaction. P-1 considers physical activity to
be very effective in reducing stress and anxiety and
improving mental well-being. P-1 has a consistent
routine, going to the gym twice a week for 40 minutes
and doing push-ups at home for 10-15 minutes. P-1 is
enthusiastic about the idea of combining exercise with
VR, believing it can make workouts more engaging and
enjoyable. P-1 is excited to try VR for exercise,
describing it as a fun and innovative way to stay active.
According to P-2, is the ability to handle emotions and
make good decisions. P-2 defines stress as «when
everything goes bad or not as planned» and considers
anxiety to be a part of emotions and mental states. P-2
attributes low mood to environmental factors such as
bad weather and negative people. Stress and anxiety
during lessons stem from unpreparedness and fear of
student acceptance, as P-2 states, «I often feel anxious
about whether the students would accept me». P-2 finds
the concept of virtual reality (VR) exciting and sees it as
an engaging way to immerse oneself in a different
reality, similar to how P-1 described it. Although P-2
hasn’t used VR devices much, they believe combining
VR with exercise could make workouts more fun and
enjoyable.

P-3 believes being mentally healthy means staying calm
and avoiding stress or nervousness about one’s
surroundings. They describe stress as the inability to
think clearly or focus on goals, while anxiety is linked to
difficulty managing emotions and thoughts. For P-3, a
low mood often results from external disruptions. To
manage stress, P-3 values physical activities like cycling
and walking, though they don’t follow a strict routine.
They describe themselves as physically lazy, engaging
in physical activity primarily during the summer when
helping in the garden. When it comes to virtual reality
(VR), P-3 finds it fascinating as a way to experience
things that aren’t possible in real life. Although they
haven’t used VR devices before, they believe combining
VR with exercise could make workouts more enjoyable.
While slightly unsure, they’re open to trying VR for
exercise and curious to see how it works.

2) Ask people about experiences, barriers | P-1 needs gym, follow regime: twice a week, 40 min for
and facilitators in engaging in normal | 1 session.
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physical activity routine (baseline semi- | P-2 needs a yoga mat, resistance bands and volleyball
structured interview) court, follow regime:  scretching exercises every
morning for 20 min. Play volleyball twice in a month.
P-3 no regime: don't participate in any physical exercise
or activity.

3) Discuss and establish what they felt about | P-1 found the effect convenient. P-1 found that using
exercises undertaken using immersive VR VR enhances the effectiveness of exercises P-1 found
(follow-up semi-structured interview). using VR to be stimulating and comfortable. P-1 totally
satisfied.

P-2 found using VR to be interesting. P-2 would love to
continue using VR. VR hit P-1 expectation. P-2 found
VR to reduce stress, anxiety and improve mood and
mental well-being.

P-3 found using VR reduces stress P-3 found using VR
to be more interesting than normal exercises. P-3 found
using VR to reduce stress and improve mental well-
being.

Discussion and Conclusion

The study was conducted by following a qualitative approach. The Aim of the study was to
make a qualitative exploration of participant’s experiences of physical activities using VR on
general mental well-being. Semi structured interviews i.e. baseline semi structured interview and
follow up semi structured interview were used to address the objectives. Objective 1 was to
establish how people understand their mental well-being. Objective 2 was to ask people about
experiences, barriers and facilitators in engaging in normal physical activity routine. Objective 3
was to Discuss and establish what they felt about exercises undertaken using immersive VR. All
three interviews were conducted and aims were addressed. Findings state that participants
understand their mental well-being in different ways. However they use approaches to deal with
stress, anxiety, depression and mood. They use different approaches; however, findings suggest that
they use one approach in common, which is physical activities. Participants do different physical
activities, such as running, meditating, stretching and walking. Participants find physical activity to
be a good tool to reduce stress, depression, anxiety and improve mood. Beside physical activities,
participants implement other approaches such as meditation. Five sessions of physical activities
were conducted undertaken using Virtual Reality set. Two weeks sessions were suggested based on
recommendation of https://www.mentalhealth.org.uk/publications/how-to-using-exercise. Follow
up interviews were conducted. Findings suggest that physical activities undertaken using VR set can
be challenging. Due to the novelty, it is not found to be comfortable; however, it is not so difficult
to learn how to utilize VR. According to the findings, VR exercises tend to be more interesting way
to do physical activities. Virtual Reality set immerses individuals into different world, where
individuals can forget worries and focus more on games. Physical activities undertaken using
Virtual reality set are found to be an entertaining and helpful approach to improve mood. Findings
state that the effect of physical activities undertaken using Virtual Reality set temporarily,
sometimes doesn’t last long. At least for an hour, effects make people forget the worrying. Findings
suggest that VR will never replace sport, however it is good to implement something new and
innovative.

The study had limitations where small scale exploratory study was conducted. Due to several
reasons, such as ethical committee approval was received late and small size of participants were
recruited. Due to the fact that the small size data saturation did not reach. Due to the limitations, this
study suggests conducting other studies with more amount of participants.
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BUPTYAJIAbI IBIHABIKTBI KOJIIAHY APKbBIJIBI ’KY3EI'E ACBIPBIJIATBIH
OUBUKAJIBIK KATTBIFYJAPABIH IHET TIJII MYFAJIMJAEPIHIH IICUXUKAJIBIK
9JI-AYKATBIHA 9CEPI

Anoamna. Lllem minin oxblmyovlyy muimoiniei MeH OHiMOiniciHOe NCUXUKANBIK 21-AYKAm NeH mil yupenyze 0eceH
anayoaywvlivlk wewywi pon amxapaovi. Conebl Hcbli0apsbl mapouewinepoiy NCUXor02UsLIbIK, 0eHCAYIbIRbIHA KOOIpeK
KON 60aiHYyOe;, OeceHMeH, ulekmeyii 3epmmeynep NCUXUKATBIK dl-AYKAMMmbl KOI0ayObly UHHOBAYUSILIK MICINIOepiH,
acipece Opmanvix A3us kKoHmekcminoe 3epmmedi. Byn cananvl 3epmmey supmyanovt wvlHObIKKA (VR) Hecizdencen
Qusukanvix berceHOiNikmiy yHugepcumem OeHeellinoei wem mini MY2aniMOepiHiy NCUXUKATLIK 271-AYKAMbIHA ICEPIiH
sepmmeiidi. 3epmmey (1) myzanimoepoiy onapovly NCUXUKATBIK 27-AYKAMbl Mypanvl MYCiHieiH sepmmeyee, (2)
onapovbiy mypakmol QUIUKATLIK OelCeHOLIIKNeH auHanbicy2a OaulanHblcmvl madicipubenepin, Keoepilepin JcaHe
Gacunumamopnapvin  anblkmayza dcaHe (3) ummepcusmi 8Upmyanobl WbIHObIKMbL KOJLOAHY APKbLIbL JiCy3e2e
acvIpuLIamvlH QUUKATBIK OeIceHOLIIK mypansl MyCiHIKmepin 3epmmeyze 6a8blmmanzan.

Jlepexmep  oicapmuliati  KYpulIbiMOAn2aH OACMAnKsyl  JcoHe  Kelinei cyxboammap apKulivl — ICUHALODL.
Kamvicywvinap exi anma iwinde eupmyanovl wblHObIKKA Heziz0enzen Oec QU3UKAIbIK OelceHOLIIKKe KaAmblCbl.
Taxvipeinmuly manday KamvlCyWbliapObly NCUXUKATBIK 21-AYKAmmvl apmypai MaciloepMeH MYniColpblMOGEaHbIH,
Oipax a0emme Quzukanvlk OenceHONiKkmi cmpeccmi, Ma3acvi30bIKMbl, 0eNPeCcCUusibl JHcaHe KOHIN-KYUdi b6acKkapyouly
Hezizel cmpame2usicbl peminde anviKmaganvli kopcemmi. JKasy scypy, acyzipy, co3viiy dHcone MeOumayusi Cuskmol
dacmypai apexkemmep mypanvl dicui xabapaauzan. Keuinei cyx6ammapoviy Homudicenepi eupmyanovl WbiHObIKKA
Heziz0eneer Qu3UKanblK OenceHOiliKk bacmankbloa HCaHaAubLIObIZbIHA OAUIAHbICIbL KUbIH OONEAHbIMEH, KOHLI-KYUOI
VaKbImuia JHCAKCApmy JiCoHe  ANAHOAYUWBLILIKIMGL  A3almy YuiiH mapmelMObl, HCASLIMObL JiCOHe MUiMoi  Oen
KabvLi0aneanvln Kepcemmi. Kamvicywvinap eupmyanobl wiblHObIK Ceancmapul Ke3iHoe cy2a mYycyoiy JHCo2apblidybl
JHCoHe KYHOeNIKmi cmpeccmix oakxmopaapoar anuakmay mypaisl Xabapiaoul.

On aceprep Kvicka mep3imoi boazauvimer dicone VR ademmezi usuxanvix OeaceHOLiKkmi aimacmolpamoiy
Kypan peminoe Kapacmulpblimaca 0d, 01 KYHObl JHCOHe UHHOBAYUANBIK KOCLIMWMA KYpal OOoavin cananovl. 3epmmey
wazvin yaei onuemine dtcamne 0epekmepoily KaHbIKMbLILIZbIHLIY O0IMAYbIHA OAUIAHbICIbL WeKkmeyiepoi MOUbIHOAObl
JicaHe 00aH api AyKbiMObL Canaabl Jicame apanac adicmepoi 3epmmeyoi YColHAObL.

Tipex co30ep: lllem mini myzanimoepi, NCUXUKATBIK dN1-AyKam, Mil yipenyoeei Ma3acvl30vlk, uiem mini, oeHe
bencendinici, cananvl oKy, yHugepcumem, Bupmyanovi uvlHObIK.

LA. Emir, G. Zhanatbekkyzy, A. Tleuova’
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BJAUAHUE ®U3NYECKHUX HAT'PY3OK, BBIIIOJTHAEMBIX C UCITIOJIbB3OBAHUEM
BUPTYAJIBHOM PEAJIBHOCTH, HA ICUXUYECKOE BJIAT'OIIOJTYYHE
INPENNIOJABATEJEU HHOCTPAHHBIX A3BIKOB

Annomayusn. Ilcuxuyeckoe Onazononyuue u MmpegoN’CHOCMb NPU U3YUEHUU A3bIKA USPAOM Peuaruwylo poib 6
agppexmusnocmu u NPOOYKMUSHOCMU NPEno0as8anus UHOCMPAHHLIX A3bIKO8. B nociednue 200vl ncuxonozuyeckomy
300p08bl0 npenoodagamenell yoensemcs 8ce 0OabUie SHUMAHUA, OOHAKO 8 O0ZPAHUYEHHBIX UCCIe008AHUAX UZVUANUCH
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UHHOBAYUOHHBIE NOOX00bl K HOOOEPICAHUIO NCUXUUECK020 Oa2ononydusi, 0cobeHHo 8 yciosusix Llenmpanvhou Azuu.
Dmo kauecmeennoe ucciedosanue ucciedyem eGuusHue QU3UYECKOU AKMUGHOCMU, OCHOBAHHOU HA SUPMYATbHOL
peanvrocmu (VR), Ha ncuxuyeckoe 61a2ononyuue npenooaeameneti UHOCHMPAHHBIX SI3bIKOS HA YHUBEPCUMEMCKOM
yposHe. Llenvio uccredoganus 6vino (1) usyyume nomumauue y4umenamu c80e20 NCUXUYUECK020 Orazonoayuus, (2)
BbISIGUMD UX ONbIM, OAPLEPbI U NOMOUHUKOS, CEA3AHHBIX C PEYAPHOU PU3ULEeCKOU aKmueHOCmblo, U (3) uzyuums ux
socnpusimue QU3ULECKUX HASPY30K, BLINOIHAEMbIX C UCNOb308AHUEM UMMEPCUBHOU SUPTYATLHOU PedibHOCTIU.

Jannvie Ovinu cobpanvl ¢ NOMOWDBIO NOLYCMPYKMYPUPOBAHHBIX UCXOOHBIX U NOCLEOVIOWUX UHIMEPBDIO.
Yuacmuuxu npumsnu yuacmue 6 namu ceamcax QusuvecKou aKMuGHOCMU C UCHOTb308AHUEM GUPMYATLHOU
peanvHocmu 6 mevenue 08yx Hedeavb. Temamuueckutl aHAIU3 NOKA3AA, YMO YYACMHUKU NO-PA3HOMY OYEHUBATU
ncuxuyeckoe 61azononydue, Ho 8 Yyeaom onpedensinu UULecKylo akmueHOCMsb KAk Koyesylo cmpamezuio 6opbobl co
cmpeccom, mpegoeoll, Oenpeccuell U XOpowum HacmpoeHueM. Hacmo YnomMuHanuch mMpaouyuoHHwvle 6UOb
OdesamenbHOCMU, MaKue Kak xoovba, bee, pacmsaxcka u meoumayus. Pezyromamer nocredyrowux unmepavio noxasanu,
umo, xomsi QuUIUYECKUEe YRPANICHEHUS HA OCHOBE GUPMYANbHOLU PealbHOCHU USHAYALIbHO ObLIU CILOJNCHLIMU U3-3d UX
HOBU3HbI, OHU GOCHPUHUMAIUCL KAK Y6eleKamelbHble, Npusimuvle U 3Q@exmueHvie ONsi GPEMEHHO20 YIVUULeHUS.
HACMPOEHUsL U CHUIICEHUSI MPEBOACHOCIU. YuacmHuKku coobwunu o bonee 21yOOKOM NOSPYICEHUU U OMBIeUEHUU Om
€IICEOHEBHBIX CMPECCOBbIX (PAKMOPOS 80 BPEMSL CEAHCO8 GUPMYATbHOU PEAlbHOCHI.

Hecmomps na mo, umo noaodxcumenvhuiti dpgpexm OvLl KPAMKOBPEMEHHbIM U GUPMYATbHAS PEAbHOCIb He
paccmampusanacs Kaxk 3aMeHa O0ObIYHOU QU3UYeCcKOl aKMUSHOCMU, OHA CYUMANACL YEHHbIM U UHHOBAYUOHHBIM
OONONIHUMENbHBIM UHCIPYMEHMOM. B ucciedosanuu npusHaiomces 02panudenus, Cesa3anHble ¢ HeDOIbUUM PA3MEPOM
6b100pKU U HEOOCMAMOYHOU HACLIUWEHHOCMbIO OAHHbIX, U PEKOMEHOYIOMC OalbHeluue KpynHoMacumaouvie
UCCIe008AHUSL C UCTIONL30BAHUEM KAYECTNBEHHBIX U CMEUAHHBIX MEMOO08.

Kniouesvie cnosa: npenodasamenu uHOCMPAHHO20 S3bIKA, NCUXUYECKOE DIA2ONONYYUEe, MPEBO2A NPU U3YYEeHUU
A3bIKA, UHOCMPAHHLLIL SI3bIK, (DU3UUECKAs: AKMUBHOCMb, KAYyeCmeeHHoe oOyyYeHue, YHUSEpCUmem, 6UpmydaibHas
peanvHocme.
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RESEARCH ON GENERATING INTELLIGENT TEACHING RESOURCES
FOR CHINESE GRAMMAR BASED ON LARGE LANGUAGE MODEL AGENTS

Abstract. Digital and intelligent technologies open new avenues for developing international Chinese language
teaching resources. This paper focuses on leveraging large language models to empower the development of intelligent
teaching resources for Chinese grammar, closely aligning with practical teaching needs. It explores the conceptual
orientation and practical pathways for constructing intelligent teaching resources. The development of intelligent
teaching resources is guided by three principles: overall design adheres to standardization and systematization; content
design prioritizes learner-centered dynamic adaptation;, and technological application emphasizes multimodal
integration and iterative data updates. Taking Level 3 grammar points-commonly taught in the Chinese Proficiency
Standards for International Chinese Education-as a breakthrough point, this paper addresses practical needs in
Chinese grammar instruction. It generates sample intelligent teaching resources for Level 3 grammar points using a
Chinese grammar Al agent, focusing on five resource types: grammar exercise banks, contextual training resources,
intelligent grammar diagnostics, teacher support materials, and grammar knowledge mind maps. The analysis of its
generation process and outcomes aims to contribute to the development of digital and intelligent teaching resources for
international Chinese language education.

Key words: Grammar teaching; Intelligent agent; Smart teaching resources, Digital and intelligent era.

Introduction

Amidst the global wave of educational digital transformation, artificial intelligence
technology is profoundly reshaping the resource ecosystem of international Chinese education at an
unprecedented pace. Driven by policy documents such as China Education Modernization 2035,
educational informatization has evolved from «technology-assisted» to a new phase of «digital-
intelligent integration». International Chinese smart teaching resources represent the technological
re-evolution and advancement of digital teaching materials, emerging from the deep integration of
smart education concepts, international Chinese education theory, and next-generation Al
technology [1]. As a vital vehicle for disseminating Chinese culture, international Chinese education
urgently requires Al technology to overcome traditional resource development challenges-such as
monolithic resource formats, limited adaptability, and outdated content-to establish a dynamic,
intelligent teaching resource system.

Currently, most grammar textbooks are presented statically in print media, with limited
dynamic visual resources and insufficient digitalization. Exercise formats predominantly rely on
traditional fill-in-the-blank, error correction, and sentence construction, while Al-assisted
interactive feedback exercises remain scarce. Multimodal resources such as audio, video, and
corpora are underutilized, and teaching resources lack personalized generation capabilities. The core
value of Al-empowered digital and intelligent teaching resource development lies in its dual

mechanisms of data-driven and intelligent generation, enabling a paradigm shift from «static
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