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B =

MEPR R E ST (virtual reality, VR) SlEAFFZHIERITERL S TIFERT - ERZSBAN R i
SRERZ B EETTHE BEE B RAE - AU 50 & 60 FACHAE - C2Hntd TR RRIERHT
FeEG - ol 41 H2EEZHEEHE o ERIFFTIHTIEGAZ AT ~ BRAE R - 8RR R E
ZIFMIBHER T - S E EERIE T ~ SRR - SRR TR © TRREREUR
FRAES I 23 RS H B I BRI A ~ BERIRR RN RS B B % - IO EEIR 2 s
S BEER T TGRS RESRNIR DR oG - DURBBI9)K B R E B DR EFasefie - o
Tt T IES AN A TP SGRIIAL - DUG R B BRI - IR (N E R S B AR 455 | -
LU Bl FaE PR b TR NER o P i 5 B a5+ DUSRT o 3 BB A i

R © EESRETIR ~ BERIERRAN ~ SrimERlE
a5 [ s gtk > =B (2024) o ERBEESPE T ERCE (LA RA o 27428 > 29 (4) - 45-66 -

- N~ W

’QM‘,

1-1 ARE R

i E 5 (virtual reality ) B A MRl A & AR H 3 A5 - B MR AR TR ARA BIER] -
TCHRAE 2020 TIN5 (COVID-19) L& - #i Earadiy il FI=RMIHES R - #ETT 18R
TCAFFIRE AT K - AHFERYER RS/ R R EOR R 2 B & AR DA FREG - 3685 TR N5 -
BH A6 7 R e 168 B B Ry A R B9 Bty - sESF TS m B IE X HE S 20 H & 18EE (De Regt,
Plangger, & Barnes, 2021) -

Silva ~ Matos 1 Martinez-Pecino (2022) 7EBKIER L&k iR IR HYFHE FEH - 50 R EAYTH
FRIPAET 48.1% 0 FTAEIRG 5 PR Tt R B 77 5 » SR PR P LL By 33.39% » PEICR 34.3% -
HHECRy 59.8% - LRy 80.8%HIE {5 FIHEER LLf i rm I IR Ml - NEmBECE BE EEryEF AT HEK
Rl A & 2@ RN (Information and communications technology, ICT)jit€r » {5 AR E FoEiSE
HI LB IR T » (B — B -
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Fletcher-Watson - Crompton ~ Hutchison Ed Lr (2016 ) FFZEEEIR » 1941 H 2 Bif H A 38 ARG LER A
RS RS - HERPTREA M R IS E Ry DA T Hiz il (1990-2000) HYFEAREAGRIK » #ESFHETE -
AR A IS A 0 (2022 ) i Hi A 228 R O P MRS 22 BAE 70 sk e DA E 1R EE - BiAE 60-69
A AR 30-40 e TAF LA BB - R EHEHEN FE2REE MM AR - RE] 40 4 &L
A AR (BIAE 70 g LA b))~ KRB 41-50 FEH 4 (BRAE 60-69 3% ) MUK BHE# - /0 hiHEH 30~40 p%fg
GEA GG BUERE ER EAR IR B G - RN LR A S - I AR AME R » XOARBE AR E T
TR LR » 2R G 68.09% Eil 31.75% - j2AT B E RS BERE AR AU AR - (RIBLE R AR HRER
43H7 50 2 60 AR A SR 22 E RS RS B AEEE o BEHTRHCE K 2 B AR B FEE T 5
BAERS - RS SRR B T BT rI A o SR1IE L AR AT FH R B T T nl e e i — Lk
HESHE » a8 TRe N AGEE BEE SR E T2 SN HEERZ T - B I REEEIEr AP

Brown ~ Collins &2 Duguid (1989) 2} " EHIRAT ) -~ MR R IR AR B I TGS MRS A 122
TEEN - BEEUHTFERE T A RIS ARG - SRS LR N B IE 5 DL B R ERE -
FFEATERRH - REEES (VR) CRHENZ ERAEET 21726 Ffl BT A B O iR S B B
HEBE 2 B0 B MR B Hh LA B B BRI TR T RE A AR N RG ~ FRE B # 4T (Gagnon et al,
2018) - REHEEEES TN BE A I E SRR A B U IIRCR ~ AR ~ L WER - Wik
B~ fFEESE (Bowman, Gabbard, & Hix, 2002; Preece, 1993) - {HYEIR SRt & - SEE IS EBER
TGS R Bt » FRAAM A P BT R R 2 e - (RIS 2R S RS Bk B RE » ik
FOERBERTRHAI TSR -

FE RS — 2D T SO E T A ME FEY 1 E HEAE I A S R R 0 B 5y P T ) L R PR R 2
PAEES - ME R EESEMERZSITHETELER - H2 AN REMRRE S LHEighER
HAUGTER IS AL - e sEf R bR S 5 - Wi DA BEE T HRRIRIE - HRETIIRZ 8L
WFFESTRR T E B R B AR BUE 28 8y 65 R LA E7E 75 pRuE M ae DL E ARFINTSE - B R e A2 =5
EFS - A #HE 50 ~ 60 AU AEAER A BRINTTeHE: © 210 - B BRI BB HERR HiHT - M
Fo Ry iR B E SRR e B e - SRR A ST R AR E D o (HIELE BRI E I E I M T RE
R - H2 8 50 ~ 60 SEAUHIZAEAEIR A B A ANE ST B R Bz EIR GRS - LB W HAAEZ R -

KL > ABIFSERY 1 2 H AR R ATRSR R B e B - Rt SR i Z MRS BRI 7E %
AR - FEEEEHENIIE - RERA T LR A B e B SR E 7 AT R A2 - MEFAh
R TR E LR FTRE AR RN T3k » R - BRVE MM EIR AR S S I EAE D - LIRS EERY
BRI - SEMAR BIRSGE N R AR AT ik - ERbToe - ISR e E S Bl i S Bz E P T it
B R ERE G i1

1-2 FEEMN

AWTFE EAEGRA DR SRR ST a6 A e PR F_ BRI E R L R - DR HiJhE
B L E R R SR PR EAERRE - FEE R E L B N B A - ISR e ReEsuiE i
RS - DU EAE IR A B A R 1R E O RAEER BRI R » ol I B 1R 00 AT AR St i i
B - ACHEBIRZ USRS - LIS fEI A BB K -

2t Y R B B SR RIS - Ty TRESTERA TR AE R A SR 5 P R ek B S ey P A A R R A
e o WAL EHGCE AR CAIEES - ERITIEAE - R A BRSO SR - 1E
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I HEB AT SRR AN BE A Bl « TRIBE - AWPR B DI DU RE - (L) IREEFBEE S o
T2 AR - PERAES T A DIREMERT B R MRS A i A R - Mo /i e a e A5 B H e 45 [
FUISZHR » I AT REARSE A I 2 P A R PR SRE AL H SR BE AT - (2) st &y A0 A e i
SERITRISE Rl o sy Bhik & A -3 e e R e T SE P iR E e - ARt & A A E 6 i R o B S5
TN AR VRIS » S0 PRE mTRERIE IR G5 - T T2 =t MR IEERE - AWTsE ERedrie it 2 aanyatag
FISRHE - BBt & A e e st BB B E e - SSCE MRy R Ba fl Ffess - B ER R RIS
e R AR

SRS A

2-1 RRWE

FEE @A R RS R - Bk AR R HEEREE YR (Feng, Gonzalez, Amor, Lovreglio, &
Cabrera-Guerrero, 2018) - [ 2016 £-#E » [ HTC ~ Oculus 1 SONY FE#EHE BT EE N » R EERTT
TSR T EKRYZER - R R B AMS SEN f « EEAT) - R T B R S IR SR SR e - {H
ISR - HE SO BEGERITE A L - B R - RS REIIRIT &+ 020 A R e
TEFIFH 8L 4838, ( Pandilov et al., 2015) - #EZEEGE; ( De Freitas & Ruschel, 2013 ) ~ B F1il;

( Escobar-Castillejos, Noguez, Neri, Magana, & Benes, 2016 ) Kk @k4:3#k (Feng et al., 2018 ) Z4A, - 1FE
HEESIERMTTT - RSBSOS B AR A I SR ERCR - ARt RERy i AN
2 e (Buchanan, Pressick-Kilborn, & Maher, 2018) - {E{ERIGERIE b - i FIRER S R E S
BB RBULT B e 2 e B B8 FAE LI AR 22 5+ B I SN B A s e
& ( Makransky, Terkildsen, & Mayer, 2019; Parong & Mayer, 2018; Ulrich, Helms, Frandsen, & Rafn, 2021) -

2-2 (EREREEEE

o A e e — e A SR aEEs - SR AR EEERET - EHEGEA N RZREAKSZ » fRE
s T A EEE T » SRFER I R FATREE GRS TR E L RE A A BRI SE Y A B
B o 3B L5 TR T 2B I E S T ESERAHRR © 6 A B L A B A AR R RS
FERERAYRFEL (Preece, Chalmers, McKenzie, Pan, & Gray, 2006 ) -

BEFHBRIAIE I HOE 2 R R T St P EE 2L AT AERARIRE ST (Burroughs & Glen Mick, 2004; Moreau
& Dahl, 2005) - fisgLEfl I FHIRE ST B ¥ BB H B T B AT RIS kU4 IR (Richards, 1990) - £
B o WA AR EA S IR O 5 R AR T R KAl - Norman (1988) BBy - il F <5 FChall ST
S - BB SRR RSB AR A > A EGE RS R B - IRata T i E SRR RS - Bl
B DRI B A

(P& BRI AR B (F - KLY B AR S AN BRI 2 12, - SRR R Bl R thulh
JHBAIM 5 R - BaET R AI BRI /1 1 6 P 5 S TESE A A AR B - M0E A & BLRARE R R AT

H#E) > MG TIEEAE (Milster, 1997; reece, 1987 /B SEEE » 1998) -

FEERHCAEES - BN & a8 LA A Bt SO B M A A TR - i
iEfEPSEEE - AR EEANE S EH AR - DUERR2ABREK - Dickson 1 Wetherbe (1985) fgHi¥&
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%

FHEHSCRIIITIHE T Ry FE « RS ARG RN E N « A EESIEIRR ~ FESCR R~ 285%
S - BUSBERIE A E R - SHIMNEE VR SiiiRe S e PRz A - R B ATIRCR -
SERTHIRE A S EGN » ¥ BRI S B ~ B R EE HAT K » FEEER G H 5N &5
rEERU#RZS (Head mounted displays) FyHIER » VR £:flir8 15 50 ke HE R (Coburn, Freeman, &
Salmon, 2017) - tHRARSEIRH » R HEESE P22 A NME R E N EREE - BRI F H 11
BEERIEZR (Steuer, 1992; irth et al., 2007) - fEAHAVRE ~ T8t « HISHEE YIS RES
A R R SRy i AN 248 ( Bachen, Hernandez-Ramos, Raphael, & Waldron, 2016; Shin, 2018) -

FEAERAER B FREINRE - B REZ IR - UL RFRFRAEE - EEHERES
AWFFERGERA T I L7 FAN RIS B0 I B A SR AR VR - SE-MER B RS (A R 2
Bl - ERERE iR H B B SRR A TG T 1A - PP TR SR SRR A F R - EEEt B E A
FRAOERRE RAET TR EE - BAPTRES BE Ly sthid ] vz (I B S HEB i S B S el O BE V2 HE A

2-3 SrEEEHEEREt

Eikie THEGEE TS RE MRV EE DRERY - /1 i A 7 EAR R it 3R A P A R 1 A 3
# o+ DAMEOR{E I ] DRI R B R e B Fr A s (REZSE » 1997) - Nielsen (1993) F2FsaF
i STt B ) 5 7 1 o (6 P P T RE A R B — 1A - TR A TR A e - (1) ReRME
(efficiency) : RARMERZAER SKAUBEA - FREEFHIH — B2 E 7 n[ IRIMGEIR =B ZE 5 (2) #E
3 (errors) : SRARTERL A BARAYSHERR - 0 HIE (I HRRRF A LR 28R - RIGEIUSE thAskE 2 e
iz o 550b » B REGL B ISR L - BB AR 5 (3) FRCIEME (memorability) @ 5%
MRER ZRCHE - PERARTERE A (casual user ) FERERHILAME—BeIRFEITR - FRIELEERMES - AFHEH
TEHEEREE 5 (4) nJE2EE (learnability) : SAMUMERL ZhHYEEE ELRR Al HIFREMRTRBAAGHE FH LR TAE 5
(5) W (satisfaction) @ Rl FIEAERL < AR - 386 I H RREIHE -

DIREFRES 1A F— A PRIEE R - W H DOCTRG ~ B - ST R - REEAL LB
BRI - RSB RYESSER B A 52 B - AR EREEEEM K IT &R FRIA 58
JCLAF - DREEBERESFRHEFTA VI RERY R - BRI BB ST - S A 8 T i e vI8E
FEEBEHE - MR ZRVFIMEGLIEA SR - RSN E HEIE E v RE S S IR R R - SRR
B T RE R E RS kA% 12 (Shneiderman & Plaisant, 2005) - [K|ft » AV ETHHERL - B HE AT
KSR E & -

AL S I <51 » ZEn /T T R B e E e — TR BT A LAY RE - A B LR R E T ~ AR
FIDHRERRARAE—iE - E i HE B 2 — 6 H OB Ry - tIResy 7 AIE AT (ARAVE S - BURAYEGT
R LUE R S TCSRRIRF BRI 4058843 - DURAT & i A RSB AIRE A ARG T IR A2 Ot 5 S ( Bishop
& Cates, 1996) - 1[I 1A B BRI REFGE B B & Sl ~ EEALHTITR © B TIRmBEAIReR -
AN A AETEWIINE - AEREER AT B GRIEH AR - B AZEAERE A LA SR 2
ACiE - RIS B B SRR B I B AN TR ZER S YA eAC (R S8 - (U RS B A R e T T HR A

(Neilsen, 1997 )« i &/ T ERAR D =8 C 208 - B0 T8UE L ~ TERA1L A TR, - B
FHRARENN IR - B G RZE  HA REAEE R R AR BRSNS s B I E IR
AL BB SR iatRIE i (REORAHE ~ 205 > 2010) -

IR _ESARR SRR 7ER2 e 187 IR T R IR A R M TR - DARREOR B I B RE IR B RAR
TERIFT AN - SEEHETHE I R ERHE 2 - DIRERMVEDREG TR B L ZrEE g - SE L8R
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AR P PR iR AT B R - TP ABEAERE N LA PRI A R iC IRE g G e E
M SESE IR SR AT BE PR -

2-4 IR TR

R FEEE I - B E B Bk T B I E n sE e 24 A SR THAYAIE - fEHRBE L
R A 47 B 228 ( Abdulla, 1996; Etezadi-Amoli & Farhoomand, 1996; Palvia, 1996 ) « {40 B EL [y #HELT =

TER ~ % ~ BB - BUCIFRBAI S - FRE vTRES R —RE G - AR ERYEIE (GREH » 1991) -
FHERRHART T RO oE - SEBU B S B ny 5 R AE ~ G AR R - HAE R fafE i
( Davis, 1993; Davis, Bagozzi, & Warshaw, 1989; Davis & Venkatesh, 1996; Schiaffino & Amandia,

2004 ) - RHE T HIGH - GREA > GEIAHEEHERE > Eim ety sE R (Davis, 1989 ~ 1993;
Jackson, Chow, & Leitch, 1997) -

TR RS R 5 N+ SR B S AR B s BRAE TIF SR MG B E 2 - 55
TR T iR BT AE T S R B E R =0 (Mathieson, 1991; Teo, 2011) - BpEcHEsz#&AY (technology
acceptance model » TAM) - 4I[& 1 Fiis @ EHHZEBEE Fred D. Davis A 1989 4EH2HI1Y » A ERZ
SRR R £z EM]  (Legris, Ingham, & Collerette, 2003) o ZREAYE H BT R Pl am
(theory of reasoned action ) HYZEE » BEMAMEEAITFI A M AE AR AZ R - B EEHDY
TENFFEIMTIRIZR BB RS & - RREFIR I s 8 - 18 LR RS2 T 5 B & AR B I 151 ( Davis,
1989) - TAM HRAIGL &7 8l E22mg i » BISMARAAEY ~ Fns8A At ~ Zn52 5 M ~ BERRBRE ~ 17 Ry B EAN
B -

[EAERE

(Perceived
Usefulness)

ShEnsR

(External
Variables)

EREE iﬂﬂﬁfﬁ RERRER
(Attitude ({Behavioral {Actual
Towards Use) Intention to Use) System Use)

1. FlEi=4ER | (technology acceptance model, TAM 1)

[ 2 At

(Perceived Ease
of Use)

N R

R SR R S B A 1 — (R B S AVER ST » FR BT SR S B0 3 T DA RS Ay £
B o TAEARDITE - (E I EARE EH SRURSEBRRIARRAVAHREEEE - DUE R R e he e SR 520y 7 T 458
TERKZ » WAEETTRESEE B/ T B E R B MRS - AR AR SRR B B e B - VA F E VK,
KNG FTE ~ RRAVE FITE ~ BERIRREERIGE TRy - PEER SRS B E Le N B AHE AR R - I
{TfEt oA -
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3-1 H5EHE

AR 2 H S IR ARG 50 60 AU H RSB IS A 1= - $RA Oculus Quest BHEL VR 2¢
BENIRIEREER S SGE D BE © WIFEIVE R ERA T B A4 SRR T ~ AN Z T ~ (EFHREE
DURe 6 P BB IR A L5 2 o R ZER RS RE ARSI P R AR AR 2 PR - A FeA B HiE Hi i I B AE
FE R SR E IR R TRy - TR fioa EEREE -

H#IA HREIR
A A {ERRRE
A2 A EREE

BERE
o RIFRRA
o (EF55C A

2. FHRREEE
1. 587
(1) ERFENZHIME « A BIRAE - S S m A E A LEass S iE - WIS e B BN RIS
BRAER BRI TR A RRENRERR ~ J7E - RERFANRI BT S B E B i R EBUERSZ - ARiR(E
(2 ~ BRI A -

(2) JRFERIME « A BURAE - BB EAE A LS SR ierh - WISUR G e B EI)
RERVIERAN - WG L DIRE B A s R (H (E HRESmim R B I HITE K © RERPANIGRAT: 22 B8 %
IrfEPEEhRER EEEHE - DURGE L IIRER AT G HINERIBE IR -

2. ficsers

(1) PEFRBEE : SZal & SR S E S R L RREE - MRS R ER SR SR ERCEEAIYOE
TR o [ 1 323X E B T T A B B R A S A R

(2) PEAIEE - SZalE BRI M e S R - SRR ~ EBERAE ~ I ERIHERE AV
FRIE o [ 1 323k B R R o P R SR E S A ST S A T3

3. BHEE

(1) #EREL - 2B E BRI TERERI RS - BE R 2 5 rTRER L T 2 825 B /T
A E AR R EERRIEECRE - MEM S B 2 A TE AR A T A -

(2) {TH52RRFR « BEESE R LTI E ISR R » IS S2 s T nT AR e 7 4 iR R
B BN+ HEIT B S S R B TR T T R F R -
3-2 BB

tRH#E Davis (1989) HIBFFELES i ZARA A » JERAZ) HI MR R BRI T TE: - AHRANT et
Bl AR BT R — R MA S - MM RE R R B M ] - fERE B E SR -
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FHE S TR RN 25 P S A SR R e e s B AN B e 25 LR 2 28 - e 7 S AR
ER# I E=EE (Bystrom & Barfield, 1995) -

H1 @ R ST 5507 T R JRR RN 2 PR P SRR PP B TR % -

JRAE At 2R E Bl e BRIz — » R E BRI E 5P RREdr
HH TR E R BIRE - T3 nfgE ¥ Bl AR IIRERE ( Venkatesh, V., Morris, M. G., Davis, G. B.,
& Davis, F. D., 2003 ) o S E i FH & 20 Fo i o B R pir ¥t MR e Bs s B2 A HYE RIS » M8kt
fAfsE I RE Ry SE A (Shin, 2018) -

H2 = i E S T AR R M B R B IR 2% -

Venkatesh f1 Bala (2008 ) fi5H! » & FHERE Ry —ERMA S HIY - A& it 3R WosE A SE AR
BEFHREE  INBLTERR SEE SR rh R B2 - KR A HR (B S HIE%E T RERE T2 Iy o e
H3 = EE S AR 2 MR S B R R IR A 2% -

Ajzen (1991) fERtEITTRBE G T - REE G E R B ARITT RIS - Venkatesh » Thong 1 Xu

(2012) fEREARIERR SRR T AE AR (ol P R FEE oy i B Ry O FH T -
H4 = {5 FIRRRE S AR SR B 5 7 TRIAO o P RE B B TR ) s

3-3 REHR

AWTFEEI 1 Gt g -h EASES ARt &y KRR BRI S Rl EHER G A Oculus Quest
SHEUER SRR REE TIPSR © PSR R R R GEAE 21 £ 60 pR.CfH - SRR NAVRERE iR Ry S iR i
HE SRR A -

WS B BT Ml 32 e 3R AF Oculus Quest TEEZ VR S EIFAIBLES - [RIFFERAMES T4
TEAEBEGRIE - WIFehAIE 41 (1523 - Hiigid 61%/ 2 BE5E K 182 2R ol m B2 E - #E
e AT RES 1A 2 e T BB B R S B R 2 -

3-4 FRFHE

Bt Fe25E R RS2 R (technology acceptance model, TAM) HiEmZRf » BN E HIN K
A~ A RIRRAD ~ BERIRERIEEANBE AT Ry - $RAT 23T B R R B S SR RN DUSAH L2 R O - A2
BESEEATHI - B R ZIIET SR H AR - A 7 ##EERRIE Oculus Quest 7 Al fAIE T UK BE
(AN 3) - BEBRIREEH AR 1 Frs - RS NG S B AR BB T R AR T THIRY
[ (AN 4) - [RIRFEFGSZERBEAEST 1H_E=HE e EH A - E R H RS i SR
PRSPV ERS A RHE - BENARERE 2 -
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=1 EHEARHE
FEESHwTR Task 1 Task 2

Oculus
Quest 77
i]
(RS RS A VRS LRV TEE - DURARTIRE  EURESER R A R B n] BEOORE FRERY T - R
T T SR BAEAREHM °
{EERT: Task 3 Task 4
Oculus
Quest 11
]

e SERTBRERT AR W] F SO N —
FEBHEE L e et S SR R A 7 S

MAEWRBREIRENE - — PPN EEEE - RS S HE SO SR - IR H
—IREAEILSERK o IR R ERE h 2 RACHG R - EHGE 1 8l B AREE TR T
B o RS TSI REIRE - 2RI 5 2 ENEH - SRERFRTHEREmEERNE -



S ERERE 24 05 4 1 2024 4E 12 H :

R 2 BFEES

HEH BIERER
IR R B E o B o EL RN R B B R IR R RRATRE S
IR R SRR R MR R IR LA SRR
{EFIRERE A TR i R E IR B F IR AT RS2 AR T
A ERE A B ER R R

AHFZEAHE F O Rt N B R F 270 (Likert scale) 7GR » DUFZR Bt bl RE
HIREEE - &R S TIFEREE, ~ THE, ~ T%E, ~ "TAEEL ~ TIEEAEE ) AEERK - 20
DLS % 1571 73F57 - MIPEEET2% T Davis (1989) ATz zsial (TAM) S &AL
IR TIE R AT - FIERATFERRK S -
£ 3 ERESENEREEEME

FaH fEH

#fFEOculus Questry /i ast & HEFIEE FRAVIF IS L
#/EOculus QuestiHFZREST R IRERHIE
#/EOculus QuestiHFZREST I FRIREIHE -

B Ry#{FOculus Questi2 LA IEHIE BRI RIS

IR T

IR EOCuUlus Questty N TEIE A FHY -
A R EOculus Questy M TATERA Z 22 EHY ©
FeF RyOculus Questdz g HEFRA S, -

¢#FyOculus Quest{E#E(E - E T BT & Y -

JERFN 2 FATE

BB EOCuUlus Questi /R E
F#/EOculus Questiy R ELHMRIT -
AR Ry HEOculus QuestfliFRINFE R %

BB R FEOculus Questy\ iR EFHE B IE MY

EFRRRE

FegrEft i Oculus Quest -
AP E E B #REOculus Quest -
AR FE e E H CHYOculus Questizfif o
T HERE RS HAt A1 FOculus Quest -

AR
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4-1 fu R B BB 5

{1

FFE R B LS AR LR ELASES AL G BRI E R FERRE 5 » S A S B AT R - T~
i - HERRE DU RR T O P R 0 - WIJEB SR (TAM) fF RBERERE - 0
BER(ERLES - ISV E T - 3T 41 2B R A STIEAIE 4 - Hik o ol 26 RS2 s
63.4% S 15 {11145 36,69+ EF 51 - THEH 7 51~ 60 BHIIREMS: 55 36,60 HLRE 41~50 Bl 34.1%
3L~40 Bl 22% » 21~30 Bifl 7.3% o {E5ZEHE T + 61069 A5ER 7 B LA ERET » DURAT 24.2%f)
A 8 PR SR BB =

% 4. SEAEREN B ERREE H HAE

i Rl 8 () BEwEE ﬁgiﬁ
21 31 41 51 - <) i

mE OB & | | | §$ HE AS ﬁf @ w
30 40 50 60 B B

BAE 15 26 3 9 14 15 6 10 18 7 10 31

Bal 366 634 7.3 22 34.1 36.6 14.6 24.3 43.9 17 242 756

fR#E Nunnally (1978) Z#3% - A% Cronbach’s o fE#7Tf% 0.70 2 0.98 ZfA] - HIAFISE Ry (S REH -
MR E R EE 0.91 » Ml ARSI E R & 0.84 LLE » WHIEREZREE —EME - KMO #EE
0.862 AJix 0.5 DAL » BEURWIFERIARZERAFZE: - 2% 5 Reiuli VERET o -SRI = B0 - WEZERIE L
Fraks (Likert) TURRERIFRHIETAE - R¥E Hinkin (1995) WIFefEH - lERIRIE T IR SRR
ARSI - REEHE 22 R R o P R R B AT R e SE AR AR R RAY I — BRI B R B B
2 5 RHHEPIHARAE 4.0 DLE > FIH 3~ 7~ 12~ 13 R BAiaish — AL - nIAIBE I # B iR a2
Hith ~ BIEA AR - HATMEZZA0(E 0.5 2 0.7 Z[] > WIS F BRIEAVA RS S — 2y - F
A IIEHE - N T ERAVTRENE - 2RI - FIE 15 AURRHEZRES) - SPIOBIRIR - SOk 2 I 1E
BRI T AR A S
R 5 BREERNERERTZ 9B EE 8

R

(Cronbach’s a) PR L ot

1. #fEOculus Questity/ MHIR%E M AEHIM B ERIVATE T 4.49 0.597

k4T P 2. #EOculus QuestiEFERESIFEER BREHE 4.39 0.666
(0.846) 3. #fEOculus QuesttEARREST(H TR EI G 461 0.494

4. BERMAEOCulus Questit ELA IF HIfEHAT ARG S 4.51 e

5. FELEER/EOculus Questiy/ IS A B 4.32 0.567

KA 6. B EOculus Questiy /M EIEA 52 E /Y 4.46 0.552
(0.906) 7. FEEkOculus Questisit HIFERL S 4.49 0.553

8.  FaFsOculus Quest{E#E(F =T 2 B2 i My 4.44 0.594
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RS EERENEBREEETHBMREZR® (8)

A

( Cronbach’s a.) FRPE I8 e

9.  IEEFEANEOculus Questdy/ THIREE 4.32 0.687

i FRE RS 10.  F&#EEOCuUlus Questiy /i Rk AR AT 432 0.687
(0.938) 11, FFR#E{EOculus QuestBEF I FE K % 432 0.756

12, PRy EOculus QuestyMia E #1HE 2 [E Y 4.41 0.591

13, FREAE{#E FHOculus Quest 427 0.708

o FH 14, AR E EEEE{FOculus Quest 4.17 0.704
(0.921) 15. ARG H R E H CAYOculus Questixfif 3.98 0.821

16.  FarEpsiaH M A #{FOculus Quest 4.15 0.727

4-1.1 RIS HFEIBE 2 2 RES 0

DIFEATRRA ORSEAE AN FITERITPANER 6 FR - ANFETEBIETHRRRATE M ~ BRAZ R ~ (0 RREEAN
{5 A S U A T B A g 2 R (p>0.05) » R TIERINGA & — (B 5 BRI -

& 6. HAHBMEREZER TR

T R SEIgE e tfE p

5 4.60 0.489

ik 0.960 0.343
BRI 8 4.44 0.516
5 4.45 0.455

RSN G R 0.222 0.825
Rz 8 4.41 0.533
5 4.26 0.710

{55 FIRE - -0.575 0.568
- # 438 0.584
. 5 411 0.699

== -0.170 0.866
7 4.15 0.659

4-1.2 BEEREBRMHIVEREZR S

Wr9Et 24.2%32 3 it 25 B AR R AHRR R R E a0 - D20V ER(E 31~40 5% > SRR AR
B WESEOANERHCE ~ B3 - HEBME - DUBNTZEEAR t RCEEARRITERIANZR 7 Fs » ZCHAE R
A ~ O FREEERT B ARS8 — A i V(B R A 5 - AR RS P A i _E 53 A P 30y
4.25 (SD=0.57) » ZAV49%0ky 4.12 (SD=0.38) - BSMEMYPEIERS R - (H 22 R M AR RIBRRE 7K
S0 KT » S R 5 P St R e B B AR R AR R I T PR ~ KR 2 P ~ o P TR R Y T e 2 P el v - -
PR AR 225
R 7. BEGRFBEMERRRFZENERIMMAR

1] R SEIgE s tH p
5B 4.25 0.570

RRAE M 0.295 0.775
il 'y 412 0.388
5B 4.16 0.302

RN 5 -1.988 0.082
A iy 4.62 0.216
;) 3.79 0.678

HFHREE -0.626 0.549
1 n T 4.06 0.328
. 5 3.58 0.408

58 L= -0.734 0.483
'8 3.87 0.426
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4-13 HERENSHE=ESN

RN R BT AN 8 > NEHE RN AR R « A2 A 6 REEERIRE
FIR L RHE 22 RAGERARE KHE - (8 PIIBEE - BOa 1 BRI A AE S _EARHE RS -
FEBE FRE I - HBRFE/KHE (p<0.01) - BURARIEEEEEHEELT EE% - | HER
(B rE - RUIEE TR B ARA o F 2 S B H R S By - 1T e SR PR A ) B R S - RPAEAHB AR ST -
R 8 HEREHNSHAEZRMNER

L AT BEEE AEK SEEER F{E p
1 & (8D 6 4.67
§ . 2. FHpY 10 4.25
R R 3. jos 18 163 1.564 0.215
4. W5eRT 7 4.39
1. =Ed () 6 4.67
§ . 2. HHEY 10 4.23
RRE1Z M 3. o 18 449 1.142 0.345
4. W5eRT 7 4.36
1. = () 6 4.67
. 2. HEt 10 4.00
fof BB 3. Jom 18 447 2.971 0.217
4. WgeRT 7 4.21
1. =Ed () 6 450
- 2. B 10 3.80
[ 1.621 0.201
L A~ 18 4.22
4. WeFT 7 411

4-1.3 FRRHSEEERSN

PRIZ BRI RO TG R - Wl T A RIS R I ~ RN S I ~ o P RR Ao P e
Vot T B R o REREUR o SR EHETE R R MR R - A03R 9 A - YR AP
PR AR (p>0.05) - ERMIHEARIFERE LI - B S SEE il Al 2 P — 2 -
#9. FREZHENERIMTR

AT R ABL S8 HE p

1. 21~305% 3 4.75
2. 31~405%% 9 4.25

KA A 1.083 0.368
3. 41~505% 14 455
4. 51~6055% 15 455
1. 21~301% 3 4.50
2. 31~405%5 9 4.41

X2 0.051 0.985
3. 41~505% 14 4.39

4. 51~605% 15 4.45
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R FRHZBANERMNR (B

B T A8 P F{E p
1. 21~305% 3 458
2. 31~405% 9 4.08
5 HRE 0.717 0.548
3. 41~505% 14 4.39
4. 51~605% 15 4.40
1. 21~305% 3 391
B 2. 31~40%% 9 4.00
=R 0.362 0.781
3. 41~505% 14 4.25
4. 51~605% 15 4.16

4-2 FIBERER 2

ANEERFH K2 B ARAHRA 2 A% (Pearson Correlation ) £15F % 8 IR AYAHBATE AL - W ZEfE R AHRA 1 -
B RRAE M ~ RRENS A ~ R FHRBEE ~ (o P R e VO A D+ RSN P B RR A R o A A B
TEAERA (r=0.697, p<0.01) - [LAF » RRIENZH MR FHRB S [ th 2 BLERE 1TEAERH (r=0.734, p<0.01) -
LUK IR0 7 P e B P T Ry 35 TEAHRR (r=0.681, p<0.01) - R4 » KA HI 1A B I REJEE o iy
FEBRIE s E] 7 8 /K- (r=0.788, p<0.01) » L fst FH 8 R Bl FH i 2 [l AR 14 (r=0.848, p< 0.01) -
RS KYE (p<0.01) - AIHIRHEHIE A SR - EEeE SRR - BRAS MRS S
{5 P A RE EE AN o P R ELE R A 2 -

4-2.1 FRERFFEENGEHACERERBRMENEE

ot N RIS Rl A AR A T ERIRRIE ) 3 T BT L s PR R A - ARBEER AT -
TRERAIECE T R S % 1 O PG R B Y T BRI B AR < MR TSR DR - T AR ) 3 TR
B W2 B e B A R A At ban sk 10 - 31 i se LB RRERG Y - (o REEE BBl A A s B 2
BBk e RUIFEE TPl - (P35 A RE R S FL o P i i T S el O T B 2 B T B I IR A s
£ 21~30 SRS - SEARB RS I ERIA IR R - ERGEAREEE KYE (p>0.5) » &
WITERZRERE T » (0 PR RSN PR E (o P TR ER T 2RISR - 38 P BEH A SR G S Bl AR EE A0 P RS By
(B EEETI
# 10. FERMEABERIFER

e (&) HEFHRREEBIE e HE HE P
21~30 B% 0.800 0.693 0.756 1.155 0.454
31~40 B% 0.781 0.134 0.851 7.541 0.004
41~50 3 1.007 0.134 0.909 7.541 0.000
51~60 5% 1.019 0.159 0.871 6.398 0.000

AR T FIRRRE | B T YRR ) AR M ATAS SRANER 11 BRI E R SR R AR T
{5 FHRERE S TR BAR s B ERE - SRR IRAFAERY  (H3E2] 0.899 (p<0.001) - [fiffFFeATERERRFAENY £
{EHIRy 0.842 (P<0.05) - BH7iE FfEFERG ARRRERY SO IR R IURK, - REFERa i - o I am Y -
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R 11 FEREMBGEREI TR

HEEE BEFRREEBIE R HE HE P
s () 0.750 0.265 0.816 2.828 0.047
HE} 1.071 0.184 0.899 5.820 0.000
RE 0.035 0.684 0.817 -0.051 0.960
BFS2RT 0.671 0.192 0.842 3.494 0.017

eI E R TSR - SERIEEIEAE T EIRREE | 3 T REAEE ) RIBAGRD - SRERECRHY
BB EE R (HRERT) R HE A S BRI » 8 TR A Rig Lo s
R ks - HRRRERTCE B B MR B R - SRER NTRERE 21~30 BRLLR K EREEE
ARFRE T - RIS RIS B » SRIVIE SRR AE M (50 FH PR SRIRY m] RE BRI FOAIKTSR - 404
Tl B RSP B Ry ol AR B
4-3 RBERIEE S

AREEFIRIRIT AR ERTE - AT 7RIS OAT - TR TR LR GRE (B) DU (p) - Dlig
BT se R e R IKIRBAGR - o ieansk 12 « fERCAZ TSR R PERsE R o A R - p=
0.697 (p<0.001) - FEIi f5E E B RO 20 P P SRR R T I A I TR 52 %8 © AE IR PP S (o P B
g AR - f=0.734 (p<0.001) - BEURER SEE BT RIFAVERAIA FTES 0 HRE A IR % - BRAS
i 55 FH R EE A R AT A S b » $=0.788 (p<0.001) - BE/ISFRHEEET S50 V1A R 1 2 P ik 3 k1 P B S
LM - ik - AR IR B A E R AT - f=0.848 (p<0.001) - HEURERHEE SEHRIERY
{50 FHRE B R B IR 2 -
® 12. MEBREREE

fRa% BEg HREBRE PIRER HE BrEiEE
H1 &2 M R M 0.697 6.062%** [ava
H2 JRRGNE R {5 FHRE 0.734 6.742%%* AT
H3 JRENZ R {5 FHREE 0.788 8.003%** BT
H4 {5 R 58 = ] 0.848 0.978%** AT
3 ¢ *** IR p<0.001
4-4 B
WIS SRR » TEZ 8 50 £ 60 S ISR IEM A LEsh » 6 R BRE RS T E S

ERFREERAE E P BRE I FEFIRY - @I 7eEeRE » T TS M ~ BT T ~ BEARERE DU
o R [EIRIAH AL R £ » AR98 Davis (1989) RYRHScRE S AY » s Rk A1 2 FI M RRR B R AR Rl
PR R - FS R BRIV IE A ENE 091 RIEEVEES SN 0.84 - BT Z HAERIE
NHFHEES 2t - EREGEENEEERAUE - B h - 2EEBIREE R EL RS

REEA MEEB LB > ErRed R ER B E A % - BEBEE - ENRE R R A L AR
W

TSGR TS R SR TE R - RIRREN 2 P MRS BRI I ~ (o FIRB IS DL fo P R [+ B 1y
B - Rl - BRENZ FI TS R P PERO B R BE RS2 BRI » DR T BB IR 5
FIMEREEBAZE - Venkatesh FI Davis (2000) BfF5E i Hi TR I AR 2 I MR (o P TR A58
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MEERRSCER - [FIRF - BT FI PR B2 REEEAI6E Y B H 2 R - SERIBE FE BRI
DIRERYE FMERIRR 143 22 - I H AT H0E B RO GE FIRE A B A B B E I - FEA THIERET /5T
Sefit AR E H e E A I A 0K S R e B S B 5 TR 2 - B L S ERFES [t m] L
R I # ER E R E BE R I S FE AR el e B iR — B R BB S -
B L B R EDR T ACRAVIIRE » /i BRI A R R g e I B ARB A (BEAHE ~ 25 2010) -
BRI R T - AT R B R R IR A i - LR T EERHEBRIRT - InR
TR - SIOMBINE T R EEAES T A B EORT A B SR P ER - SRR R rTRE iR
LR T HEARGZ 5 B E IR TR RS - B B e TR - MISEaE
FRNRFRUR SR > DL BRI 0 SR ETFastfi - FERRBREESE Oculus Quest [rfElEh » 850523
HYRER - SEREBEE ST RARE - ZBIREHRS B A E R R A B R A A G 5
EAFFERIEIEEREH] - 7 ARBE A A TR RN - FEmFTE SR O B TR A B JR BT S e B R A
WFEBER TR - HEEAE S LR EIREE 2 R REEIT SO R AR R R o RIS RS BIRAZK
H 3t E SRR TR - MR s s - SRR 2 B A WIS - ) > Oculus Quest
HUEE A BB - fam (0 A 2 BN AHRARCES - HPREESREIRIRMF - 200D T BB FHIRTE %

R o WRAEHIT L[ RERAETS/HAFE A FIRFREE 21 i EAURIIER - B th@ R AGEE N
JRRZ— -

FEARE T - e BB FITE ~ RS R ~ B I RBRE A I PR 22 R ARG R /K ME - B
T FR A RO R B B TRRE TR AECLE iR B AR A SR mIRERSIT 7 B St - 7%
M TR TR 2 - B AR AR SRR AN B > AR ] UEBSE AR -
AL RAEBERGT - DU G IAINRE R - ARG A Sl 5 IR A AN R B s AR s2 8 - TEimiert
PSR R Al (5 B A -

I Bhmk

AWFFELLRGEE 4 #3050 £ 60 FACH BRI A LB R B S 2R - i o
Fo o AN ~ RATEAE ~ SRR ~ (EAEE - RS H R iR Ve e - ISR R EEE R
REERMTRGR - PRHI DU N i
1. R E SRR L RN 2 M SRR R IR BRI B SRS iR B E A
B BTN MR A R DIRERIR BRIt & B E A EAIEE - BIERGT RIFHI/ T ARE
Hte e i B R ESRERI AL B #2858 (Preece etal., 2006) - fili HE BRI ISR E 12 » RSB g
rn PHERRASEEE e o - BRETHIRHSEAER 2 2 B B Zh 8% (Norman, 1988) -

2. FEEEE SRR RO S B R s 2 - T se R & 6 E R R R e E B R E R
HERMER - PR AR IERIVEERE - Dickson A1 Wetherbe (1985) tifgi » {1 &4
AR T R & B BT BT B+ IR TR I M i E R -

3. SISMIFFCRGR - R E B R R B I S IR IR s 2 - E i B RS R R e 5y
HEA S TR - MR P B R IEmAREES « /I ass i e B 5 H DARE e o P B e
= (Milster, 1997; Preece, 1998) -
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4. FEBEEEEIRIR T B IR A B AU R B (R B IR R O & R R B S R0
FEEIERMEEERS - Mt 5 SR 3% ¥+ - Schiaffino 1 Amandia (2004 ) fyhf5EthEz
HE T IR TR P R R RE A R R o P A T Ry -

IRIBHFEBIEEC R » SR B L R SEE 5 Oculus Quest HYRREH - KRB B ERESILIRD
BRETR 35 {0 R BE 1R EREAERYERGE - 2RI - AR - THEFAMES - ER(ERfETEs]
T LR - TR AR S SR G T R REEA G - RS BT BB AT R R
HYF TR RREIRAZE - 38 FTRE K R AE MR s RANER B ERE oh - (AT B BRI B S A i
T+ 40 5 iy Oculus Quest EfilE[ G E » — B33 B T BOE o AVIEDR EfimiE 2SRRI A =
DURAN BRI 2B RN 5 ARA A G TEiE = H P as EASRRRIIARE - DI RROTREfE ST
I GEE  KE S A RBEZAMARGE AR N — DB - AR 2 8RB E R R nTRER A
[FEEREA A NEE - BB ERARASKER - —SEEPRE P GHs A —E S E - (EERFRCRER
B T DR © A1 > R ] DRI AR B AR e - DU Bl 523k AT st gt e ima]
FT AR IIRE

5. Oculus Quest E%fEREE

T4b - R 2 B2 A TR R ISR S5 T SR MR Fl B A B R, - & BBt MR B a fale N -
[FIIF - A5 2532 AX E R MBS R R R B ANET 38 - LA EEAEH AR - mTRERr A R RAVIRSE - $HEhE
—H o AR LGE P UGERRET - DHRTHREE BETEE - BIA0 - HEiRET MR IR K - SRR AT
{ERRRGETRIE RS A SRt © 38 Bt il DR B A O FH 5 A i s EE AT S K, -

FE S FRAR BRI AN - AHIR B S B AR EL B ke > Hodp TR | g A B E
HERRIE - EWRE RS ESA ST Oculus Quest (YA M AT E R IEHIAVREE » el BB/
ACE K~ BERRAT - MR R (T HECERR M2k TARZ R - SERE I A RREE AT RES2 FR T
THIECERI 2 FTE ~ DIREVE B ARE S [T - SELEINR AT REREBE A ¥ %S Oculus Quest Ay HiEeE EEAE IR
THFFE - e TR R RN L RRE -

HR R 50 2 60 FARAER A B R S RAIAER - GRSV O T HEE SN2
BRI EAEENPET) - FRER A E R EH N RIER N THRBGE - ATRe S IR i e
SRR R A AR -

WFFEAEREUR - KT A Oculus Quest 77 i3 AV S s LA B SR ERVREAN - 28110 -
BT KL FHRZ RS B RO BRI SEEAEAGEH » AP rTRERIR B BRI SIRERTIRE I A AZGE - Ktk
SIS RES RN B/ TSGR - DUBBIOIR B & B IR B354 « S8R - fES v iiaat iR e
OB - A HE AT E BN S B AR IR I EAR S | > DU BB I DR b 0 METR )5 P 45 B S 2 . -
ARG E R BRIV THREAHRIE B TIRERE 58 rT LUR Bhw) R B Pl s EE R B A B e e R 2 2 A
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{5 332 » SEIMe R P& RE 4 IE Mgt F Oculus Quest AW RIIAE - BET B A A%ES - f2
ERETIITSES f R B S il e 32 FEERTTEE L » 1 50 ~ 60 A-RAVAERE A Bth A HErsR A 1 I RE SR S B 3%
FRAER] - A2 R o fFTR] DU R i S B S B Eh BRI I - AR BER R ERK - dAERT
B EHER ARG R A o

TERRAAERER AR - FEE AR - BRMEEEAMRREAIGE I PP alE s Tt - RrlEfE
FLTEIRIBITIIRE L » Kbt - JSERACRESARG TR E IREAINGE) - 5 PR R R B Sl BT
50 £ 60 FRAVIEM A B - LHSHAHREHBHE A KFERIA - KB M ATEERRERIRET] - B
{2 ] DU FRAT S S A IR A - [ RERRAL M E S B R AE Tk B R 2 i AT 2% - 555 [
IHENER SR F LA AL - R BT ERCR - BEARR RS E BRI R - SR A RES
SN {Erhaes -

£ 2
R

R e 2% e A AT B BRI LA B AT B At - A R A R A A e B R A i EEt
Ry (] H B b By - LR -
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Abstract

The application of Virtual Reality (VR) technology in the field of social work is explored,
but most people have not had the opportunity to engage with or operate VR systems. A total of
41 participants from the younger generation in Taiwan who have already entered the workforce
took part in a questionnaire survey. The study analyzed the relationships between perceived ease
of use, perceived usefulness, attitude toward use, and intention to use. Through actual interface
operation and the completion of related questionnaires and performance during the process, the
results indicate that the ease of use of the interface significantly affects users' perceived
usefulness, attitude toward use, and intention to use. Additionally, based on participant feedback,
recommendations were made to improve the interface, such as incorporating real-time Chinese
instructions to help first-time users become more familiar with the equipment more quickly. This
suggests that interface design should consider including direct text blocks and providing more
intuitive and easily understandable operation guidelines to help users quickly adapt to and use
VR devices, thereby enhancing user experience and satisfaction.

Keywords: Virtual Reality, Usage Perception, Interface Operation.



