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MEPR AR E ST (virtual reality, VR) SiliE A7 ZHIERITERL S TIFERS - [ERZBAN R i
BRIRZ B S TR R E SRR o AR EERY B 50 & 60 EUHA: - B2 Mt E TIERRARTE T
FUHG - o 4 LBHEZHGHEE - ERITFTATEAIZ R  BRAE R - (0 RREEAIRE A=
ZIFMIBHER T - S E EERIE T ~ SRR - SRR TR © TRREREUR
FRAES T 23 FIPE S B I B AR FITE ~ BE TR REANBE A B B 2 % - AN 2 8
S ERTR T SCERR RS YRR - ITEERESRIRF B R oG - DU B) KB P BE PR T35 - o
T T IES AN A TP SCRIIIGL - DUGERE BB RIEE - MR BN EL R S B AR A F 455 |
DU B A s b MBI P R SR T SR 2 - AR T M B A e L -

RS © ERBEE S ~ PERIBRRAN ~ i ERiE
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1-1 AR E R

JE BT (virtual reality ) £ A A MRl A & AR R B AR - R AT AR T RIFT ARG HIEER] -
THIEAE 2020 FER BT ALE RS (COVID-19) Z1EH - #1 L Eratnyfi FisisFE R - #E7T 75k
AR AR K » AHRERYHR IS /T T3 a TR R 2 BE I AR DA SRS - S8 TR IHE -
BE a7 #9 K 358 B S s B R A £l - BESFT &= YR HRE S S # 48k (De Regt,
Plangger, & Barnes, 2021) -

Silva ~ Matos 1 Martinez-Pecino (2022) 7EBRIMER % S&e i NGRS AYFA hH5H - 50 BRLL ERY{HE
RFEETH 48.1%( AIHEREE » B A5 T k] sl i A5 P 722 52 - SRERBE IR B LR Ry 33.3% » FBXRy 34.3%
FRECEy 59.8% -+ IMALECEy 80.8%HIIE i FMERE LEH i My BRIz bl - AN imBi e 8O EEHy E 4 NITER
HE R A & SHE RS (Information and communications technology, ICT)jit&r » i FRHS EE RoE S HEE
HI LB LR T » (BB E/K S — BerR A -
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Fletcher-Watson ~ Crompton ~ Hutchison Ed Lr (2016 ) FFZEEEIR » 1941 H 2 Bif 4 38 A IR ITE A0
RS mER S - HERPTREAM M B IS E Ry DA T Hiz 1l (1990-2000) HYFEAREAGRIK » #ESFHETE -
R A I S A L (2022 ) 4 HH A 2208 R (0 P MRS 4 - 22 BAE 70 Bk R DAL Bk - BiAE 60-69
A AR 30-40 e TAF LA BB - R EHEHEN FE2REE MM AR - RE] 40 4 &L
AT AR (BIAE 70 g LA b))~ KRB 41-50 FEH 4 (BRAE 60-69 3% ) MUK BHE# - /e 30~40 3kfg
GEA GG BUERE ER EAR IR B G - RN LR A S - I AR AME R » XOARBE AR E T
TR Y LR > 43RG 68.09% Eil 31.75% - ZAT B RS BRI AR - RIFLE R AR HRER
43H7 50 2 60 FEARIAITEREA SR 22 E RS RS B AEEE o BEHTRHECE KR 2 B AR B F FEE T &)
TR » Rl BRI T S A o SR E LB ARy ALEBE R B B/ T ey B —Lk
HESHE » WE e N AGEE BEE R T2 SN EERZ T - Bl rTREEEIEr FAIPERE -

Brown - Collins &2 Duguid (1989) 2} " EHRAT ) » MR R IR AR B B TG MRS A1 22
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
HEBERk 2 B0 B MR B Hh LA L B BRI TR T RE A AR I R ~ FRE B 16 4T K (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 & - EEE IS EBER
TS R Bt » FRAM A B e B ERT R 2 e - (RIS 2R S RSBk B RE » ik
FOERET PRSI -

FE R — 2D W U E S A E P R E AR A S R R R R s T EL A PREBCRI PR 2
PR - ME R ESEEMERZITHETGLER - H2 AN REMRRE S - LHEitghER
HAUERN ISR AL - e sEf R febnR i S 5 - Wi D A REE T AERRAIRAE - HRTIIAZ B
WFFESTRR L B R B AR BUE 28 8y 65 LA B78 75 pRuCE i A E ARFRIBTSE - B fmml e FIAE =5
HEFS - A EHE 50 ~ 60 FFHAHAEAER A BRINTTEE T © 2RI - B BAIRH BN ETHERR (i - 3dM
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 SEAUHIALAEIR A B A ANE ST B R Bz EIRIGES - RN HAAEZ R -

KIEE > ABFSERY 1 2 H AR ATRER R B S BRI A - Rl SR i Z MRS BRI 7
AR » FEEEEHENIIE - RERA T HHE AR A B E R BEE SR E 7 AT kR B e - WEF
IR TR E LR PR RN T3k o [RIRY - BRTE MM EIR I FRR S S IR EEAE O - DR EERY
BRI - SEMAR BURSSGEN R AR AIT ik - ERmbToe - ISR FR e B S Bl iy SE B I P S it
B EEEASGE T -

1-2 FEEN

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
EEAVIRSAIEEE - DURETERR A S8R R AR R S E IR © Ty Bl B TR (0 A AR SR sk
B - CHEBIRZ FUSHIRERE - LIS FEI A BB K -

230 YRR Bk B SR R RN - Ty TRESTERA TR AE NS A SR 5 P R 8 B Sy P e B A R R IR
He o WAETESRUCE R LIS o ERITIEARE - AR A BB REE S o A R -
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I HEB AT SRR AN BE A 5 B2l « TRIBE - AWPR B EE DI DURNRRE - (L) IREEFEE 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 [
FUSZHR » o I AT REARSE A I 2 P A R PR SRE AL EH SR BE A - (2) st &y A (0 A e
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 S

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 e » EEEERTT
TSR T EKRYZER - R R B AMS SEN f « EEAT) - R T B R S IR SR SR e - {H
ISR - BB SO BEGEEATE R L - B R - RS RSIIRIT &+ 020 A R b 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
BEESAHRITE T - KRS BEE TR G R BB SR RS A SR S B AR » AR RER R SRR
FryE e (Buchanan, Pressick-Kilborn, & Maher, 2018) - fE{dFIEERR b - FIRER S HEE S
BB RBULT BB 2 A B B8 B AE L MR A2 5+ B I S A SR A s e
& ( Makransky, Terkildsen, & Mayer, 2019; Parong & Mayer, 2018; Ulrich, Helms, Frandsen, & Rafn, 2021) -

2-2 (EREREEEE

i P B e — A A RS - SR EIRYE nEGRET - BERE A AR AIRSE » FE7E
sl AL EEE T  SRERAAMEE S BRI FOVRE SR » FE N ER A AL RE 2 2K BN SE R EL Bl e
B o 38 2577 THI F- BB 5 H SRy BB AERR - o P Bl oL A B AR RV RKGZ - RS e
FERERAYRFEL (Preece, Chalmers, McKenzie, Pan, & Gray, 2006 ) -

{5 BRI RIS I HOE & R e e T A AR AT A0EAYRE ST (Burroughs & Glen Mick, 2004; Moreau
& Dahl, 2005) - g LEfl I FHIRE ST B BB H B T BSR4 2R (Richards, 1990) - £
B - WA AR EERE IR B S B AR T KAl - Norman (1988) FB Ty - f F 5 FCBa Il 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, - 3G T RAF AR PR 7 A e A S TR n A A A B Bl S 35 B KA

HE) > EMESERTEER (Milster, 1997; reece, 1987 /[/#SzEE - 1998) -

FEERHCAEES - BT & aRA s - 8 AN Bt o M A A TR T - i
iEMEPSEEE - IR EEANE S EH IR - DUEA AR A BREK - Dickson 1 Wetherbe (1985) fgHi¥&
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FHEHSCRIIITIHE T Ry FE « RS ARG RN E N « A EESIEIRR ~ FESCR R~ 285%
M - BUSBERRIE AN E R - SHIMEE VR SiiiRe A el PRz A - X EER A ATIRCR -
SERTHIRE A G » ¥ BRI S B ~ B R B BT © RS ER G H 5N &S
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; Wirth et al., 2007) - fEFHEIVRE ~ 5« BIEFIET EYNI I rTREDR
B AR R B T S 1 (5 R R 248 ( Bachen, Hernandez-Ramos, Raphael, & Waldron, 2016; Shin, 2018) -

FEAERAER B FREINRE - B REZ IR - UL RFRFRAEE - EEHERES
AWTFEURFGEA T a8 2522 AR B0 A 5 A SR FE ARG - SE MR B RIS B R 2
Bl - SERERE iR H B B S PR A G T 1) - DRI SR AR A AR - SEEEt 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 SRR e eI P 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) : RAMERZAER SKAUBEA - FREEFHIH — B d 7 n] IRIMGEIR =B ZE ; (2) #E
R (errors) : SRARMERL A BARAYSERR - Fl HIE (I HRRF A R 28R - RIGEIUEE thAsiE 2 e
iz o 530 » Bl REGLE A RSB L - BB AR 5 (3) FRCIEME (memorability) @ 5%
MRER Z IR - ERAR AL (casual user ) FERERHIL-RHE—BLIRFEITR - FHRIEEEERMRS - AT
fEHRERED 5 (4) nJEREME (learnability) : SAMUMER 7N ERTE ELRRE A5 REIR BRBALAHE A LR T0E
(5) W (satisfaction) @ Rl FIEAERL < AR - 386 I H RREIHE -

DIRER 2V - —AUERIE R S LSO 19, - B aRBRIU S S - AR B
TS > NS RS 2 B - D RS BT R 52
BLTAT - DIREEEAESIRH A AR - SO BTN DR  SERE BT sl e R
FUEREOEIT - B NAIREGIR AR - R I I F T RS B IR - BHA R
PRI L PTRE R EIAUAIAEIE. ( Shneiderman & Plaisant, 2005 ) PRI, » S8 AL HHER P #1170
SRATHHH B -

T4 A T T - 7t OB s 2 — B (LB - B B I R 2O ~ JRE
FIDUREMRABAE L - DL BB —(E b Cal s » AP 7 BB HL T (R e 2% - TRt
AT LU T SRR T A0SR - LR B P AR RIRR AR SIS O G5 . Bishop
& Cates, 1996) o 1 THIFHIIE HLEUIHAE AN (1 & SCTHIGE ~ GRS E3% - B T HERGBE A
SRELN U5 AW » TR 2R BRI - 1 AEERRA LS S IRTTI R
SO » BRI L (B4 AR 6 P R A A 2 IR ST P AT - B BLAE A S O M T IR
(Neilsen, 1097 ) = {11/ ek Bt = (1 ST 588 - B0 U S~ " 30, T THRAE S o T
RN  E SR RN TR - S AT LA R RIS B G R B 17
A1 - B BRI (RAHE - BIER - 2010) -

i ESRANMSCRAIIZEER Y - HE0) TR TR PP AR P TS - DAEIRE I RERS AR B it
HEBRIFTE YA - SEEHETHE T R R RIS - DRSBTS B B P B - S
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AR P PR iR AT B Y - TP ABEAERE N LA BRI A R iC IRE g kG e E
M SESE IR SR AT BE PR -

2-4 IR TR

FHEARTICEE IR - BRI HER R R T B A E nlhE e s 28 A SR T HAYAE ~ R DL
R A 47 B 228 ( Abdulla, 1996; Etezadi-Amoli & Farhoomand, 1996; Palvia, 1996 ) o {10 FHEL R LT =

PER ~ % ~ B - BUCIFRBAI S - FRE vTRES R —RE G - AR ERIEIE (GREH - 1991) -

FHRRAH AR T RO ST - SEBI A B S ey B A ~ G A R - H A0 R R dnfE
( Davis, 1993; Davis, Bagozzi, & Warshaw, 1989; Davis & Venkatesh, 1996; Schiaffino & Amandia,
2004 ) - B THAY S ~ A - AR TEMEHE R - etk s FHRERE (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 L BT AE TS R BEE R =0 (Mathieson, 1991; Teo, 2011) - BpEc#ESz#&AY (technology
acceptance model, TAM) » Z[1[& 1 Fi » EHZEEEE Fred D. Davis A 1989 442 HIHY » N ERIA S
FISEAR R 2 EIEZ R (Legris, Ingham, & Collerette, 2003 ) - AR AL H B 41T 1 B3 (theory
of reasoned action ) HYZgfE » BT REREAITEII AMA RIS 22 5 - ey EZEHAYZEH
SRR B 2 NE(S & RS IR My 288 » 55 S0 KIS T 52 B BT BRI 17510 ( Davis, 1989) »
TAM AL 2 75l £ A T - BIAMEC R AR A A ~ 0S5 FIE ~ (HFHREE ~ 17 R AT B A -

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

1. FliEiEsS4ERI | (technology acceptance model, TAM 1)

[EAERE

(Perceived
Usefulness)

ShEnsR

(External
Variables)

[ 2 At

(Perceived Ease
of Use)

R e " -

R SR R S B A 1 — (R R B S AVER ST - FR BT SR B PR S B0 3 T DA R Ay £
BHEAE o TAEARDITE - (I EARE EH SRURSERRIARRAVAHEEEE - DUE R R ey B e SR B 520y 7 T #5%
TERKZ » WAEETTHESEE By T BV E R BT MRS - BRI AR SRR B B e B - A E VK
FIZHHITE ~ RRATVEFITE ~ SERIRREERANBEFITT Ry - SR SZ3AE B La R R0y LR EAE R R - e
fTfEt AT -
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3-1 H5EHE

AHIFFERY 3 2 H A A A G 50 ~ 60 A ELEEE R ISHI A £ $/FH Oculus Quest BHAE VR 2
BENIRIEREER S SGE D BE © WIFEIVE R ERA T B A4 SRR T ~ AN Z T ~ (EFHREE
DURe 6 P BB IR L5228 o W ZER R RE R RS RIE R AR AR 2 FoR - A FeA B A Hi i I 5 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. FRREEE
1. HEIH
(1) RANZ AN - AR - SO EAE A GRS SRR - WFFORaH 23 BN
BRAERAEAIBI TR A R EEERR ~ 7 o REAPALRERRE 2 BE BN R EA LB - RARERE
R ~ BRI T IS I -

(2) JERFEFIME « S BRAE - BN E A LS SRR iErh - WISUR MG A B E)
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 : SZa{E SRS E S Ay L RREE - RS R E SR  BRERCEEAIYOE
TR o [ 1 323X E B T T A B B R A S A R

(2) PEAIEE - SZalE SRR I S S R - SRR EBhERAE ~ I ERIHERE AV
FRIE o [ 1 523k B R o P R SR S A ST S A T3

3. TBHERZE

(1) $#EREL - 2EEE R E BRI TERFRIRE - BE B 2 S rTRER L T 2 B35 BR /T
A E AR R EERRIEECRE - MEM S B 2 A TE AR A T A -

(2) fEBSERRR « 2B 50 s E A P LB IR R R » R S8 AT PTRESC T TR FRY
BUEREEANBEYE - SEIT S8 22 B 0 TR Tl B Ao P ]
3-2 B RER

g Davis (1989) HIBFFEAES iR - JERA 55 FI MR R B RS A - AHRANFE
B AURBEFHERE R — (R B - MMT3E A rIRERE R R B A H - FEmE S SRy - 6
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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 - M5 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 B s T A R T R M S B I RE R B AT I A 2%

Venkatesh f{1 Bala (2008 ) fi5H! » & FHEFE R —ERMEA S IR - e B3R Hm A SE AR
BEFHREE  INBLTERR SEE SR rh R B2 - KR A HR (B S HIE%E T RERE T2 Iy o e

H3 = EEFEE S AR 2 I P S B R R IR A s -

Ajzen (1991) fERtEITTRB G TEH - REE G H R B ARITTREIE - 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

o

i

3-3 HREHR

AWTFEEI 1 Gt g -h OASES ARt &y RN BRI S Rl EHER A1 i Oculus Quest
DA RV RFRE TSR © DIPE R EAE 21 £ 60 pR.CfH - SRR NATRERE 1R Ry S iR i
HE SRR A -

WS B BT A 32 e 3R AF Oculus Quest JEHZ VR S EIFAVBLES - [RIRFERAMES 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 FRFEE

iFse22 5 IR R 58U (technology acceptance model, TAM ) BHEmZERE - fI6 A B 2 F K
HI~ BRG] ~ PERRBERIERIT R » SR 2 R R B B E R DU A A s B RiAR - 2
B EATHT el E B RAERIRYEREA - 3 T fEAERRAE Oculus Quest £y Hh A R] S 7 B RO BE 3=
(e 3) - HEESEREEB SRR 1 Fivs - BN A R T S E TR E T R AR T TR
IHE (hlE 4) - [RIRFREAL 323 10/ T S e S EIIER A - BB ERERs = - st
AR POERS R RHE - HIERAEERR 2 -
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&1 EHARHRSA

FEHSHwTR Task 2
Oculus
Quest /1A
R RS R P2 RUSTERTIEE » DI TIEE R
R e - BAEAREHM °
LB Task 3 Task 4
Oculus
Quest /1A

epen SO BBRTE R -PHCE] AT SECANE LR . . - .
(RRE P S+ S A R - SEVNESEUN R ISP

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



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

\ ~er s

p

R

4 ZHEBRFNAEREIELEER
R 2 BFEES

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

AWTFERTHE RS R RN IR 2 moky (Likert scale) TiEEE TR - DI AZIABRESFGER X HE
WREE - BTy TIERERE, ~ TRE, ~ TEE, ~ TARE L - TIERARE ) TlEE o 26l
LUS 2 1 53381 TREs) - MERET2% 1 Davis (1989) Frig iyl szl (TAM) - WSS AL
R RET TR T - FIBAAFRR 3 -

R 3 REEHANEREGERR

FaiH fEH

#ifEOculus Questiy /AR T HEFTI R FRAVIT IS Lo
#{EOculus QuestiHFZRESTHE ER IR E 2
#EOculus QuestiEFZRES T BRI EIH B

¢io s #R{EOculus Questig HA TEHIE E A IR HIEE)

IR T

o ks #R{EOculus Questiy/MHIE A ZHY
IR HRIEOCUlUs Questiy /M EI R IRA 5 22781

¢ RyOculus Quest# i FEFIRA S,

(e FyOculus Quest{E#R(E - E T 2 B2 My

[ T

IREWIRIFOCulus Questig /M IR E
% FOculus Questry/MHIRF AL IRET

S Ry EREOCulUs QuestfiiFRISTiE KL %

2B EOCUlUS QuestS AT 2T 2 IE il

EFRRRE

FREafH FIOculus Quest
ARAHE LB Z#REOCulus Quest
ARAFE e E B CAYOculus Questisfif
HeE RS HoAt A1 FOculus Quest

R
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4-1 fEU R B BB 5

{1

IR B B L T AR AR SR RIE R R S - SR B A AT R - 1)
i - HERRE DU RR T O R 0 - WIJEB R (TAM) fF RBERERE - 0
BIRERES - RIS E T - M3 41 (R B INGHAAR 4 - Hop - L0 26 [ifERAH MY
63.4%: 31 15 fizfl; 36.6%E M5 ETAEE 51~ 60 SRIEEM: 115 36.6% FLAE 41~50 i 34.1%
31~40 BEfi 22% > 21~30 B 7.3% « {ERFET » 619 A5 T EEIEEAL - LURH 24.2%119
AR 5 PSR B

%4 MEEAERENRRARMIRE A HEt

i Rl 8 () e ﬁgiﬁ

21 31 41 51 7<) E:i3

mE OB & | | | ﬁ; HE AS @f &

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 24.3 439 17 242 756

fR#& Nunnally (1978) Z#3% - A% Cronbach’s o fE#7T% 0.70 2 0.98 Z ] - R FIE Ry B EEMH -
IR E R EE 091 - BlEREEEEE SR 0.84 LLE - vAIEELEH B - KMO tEEFy
0.862 Afit 0.5 DAL - BURHISERAGERE M - 3R 5 Rofili MR o0 AT P BRI 22 B - WEFERIELL
Fraks (Likert) TURRERIFRHIETAE - R¥E Hinkin (1995) WIFefEH - lERIRIE G IR SRR
(S L - REHE 2 R R P AR E B T R R SE R MR AR R RAY A — BRI B A R
2 5 R HEPIHHARAE 4.0 DLE > FIH 3~ 7~ 12~ 13 R BAiaish — AL - nIAIBE I # B SR a2
Hith ~ BIEA SRR - HATMEZZA0(E 0.5 2 0.7 L[ > WIS HIE BRIEAVE RS S — 2y - F
A IIEHE - N T ERAVTRENE - 2RI - FIE 15 AURRHEZRES) - SPIOBIRIR - SOk 2 I 1E
BEE T AR T
# 5 BERENEREELZ FI9BAISEE 2R

( Cron*ffh Sa) FPH L e
1. #{EOculus Questity/ iz & T RESTI R RV Lo 4.49 0.597

R F 2. #{EOculus QuestHSBFEAES Y TR E N E 4.39 0.666
(0.846) 3. #E{FOCUlus QuestikysEE SES R Ik E 15 i 4.61 0.494

4. T Ry #RAFOculus Questig BA IEHIE EHIIRHEIEE) 451 0.675

5. FIE#EOculus Questi /i =& 51 4.32 0.567

R 6. Tk EEEOculus Questit /M i = 1R2 5 2751y 4.46 0.552
(0.906) 7. F3FROculus Questihl - HEEAZ ) 4.49 0.553

8. Fa¥RyOculus Quest{F (- EHLZ MM 4.44 e
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RS EERENEBREEE2 THBMIREZRR (18)

A

(Cronbach’s a) R SR e

9. FEEHEMEOCUlus Questr /M HIZR E 4.32 0.687

i FHRERE 10. F#EEOculus Questi) /i iF Rk S AR AT 432 0.687
(0.938) 11. FEEFs#RFOculus Questfsi FRITE K % 4.32 0.756

12. Tl ks #E{FOculus Quests IR & FFHEE IEHY 4.41 0.591

13. Fe&AE(# F Oculus Quest 427 0.708

{5t PR 14, KAcHed FE)ZE#EEOCuUlus Quest 417 0.704
(0921) 15. RAH I E 1 CUOculus Questitfi 3.98 0.821

16. A HEESHEH M AR/ EOculus Quest 4.15 0.727

4-1.1 HRIHEMEEIM 2 ERE I

DIFEATRRA ORSEAE AN FEITERITPANER 6 FR - ANETEBIEHRERATE M ~ AR ~ (2R RREEAN
{56 F A S VUM R T B B 2 R (p>0.05) » BUR T IERINGA 2 —(EBE R 2R3 -

* 6. HAHBMEREZER TR

T R SE3gE e tfE p

5B 4.60 0.489

ik 0.960 0.343
BRI L 4.44 0.516
5B 4.45 0.455

R 4 0.222 0.825
Rz L 4.41 0.533
B 4.26 0.710

fif I e " 0575 0.568
2 4.38 0.584
. & 411 0.699

== -0.170 0.866
5’8 4.15 0.659

4-1.2 BEEREBRMIVEREZR 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
Sy ~ B PR R F R 8 — (e i Ve s DAL - TERRAIHS PP T | 55 A~ 8y
4.25 (SD=0.57) » ZAV49%0R 4.12 (SD=0.38) - SSVEMYPEIERS R - (HA2 R M AR RIHHE 7K
S0 [KIIEE + S R 5 P St e B B AR R AR SRR RIVE FE ~ KR 2 P ~ 6 P TR PR . e 5 & PO el v -
PR NG AE R 2252
R 7. BEGRFBEMERRREZIERERIMIR

1] R SEIgE i tE p
5 4.25 0.570

RRAE M 0.295 0.775
il iy 412 0.388
5 4.16 0.302

RN 5 -1.988 0.082
BAE R ia 4.62 0.216
=1 3.79 0.678

HFHREE -0.626 0.549
1 n % 4.06 0.328
. g5 3.58 0.408

58 =] -0.734 0.483
ia 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 -

e FHRB A% - HEEE/KHE (p<0.01) - B RAFIHMBEREFHAEELEG —CE% S &
B i » REABE R R A 5 S 32 PSR =) T e B2 AR (o P & RIS = - AR ST -
RS HEEEHSERERSMMTR
L AT BEEE B SEEER FE p
1 & (8D 6 4.67
§ . 2. HHEY 10 4.25
R R 3. Jom 18 463 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. WroeRT 7 4.21
1. =g () 6 450
2. BE 10 3.80
[ 1.621 0.201
Bl 3. K& 18 422
4. WeFT 7 411

4-1.3 FRHSEEERSN

PRIZ BRI RO TG R - Wl T A RIS R I ~ RN S I ~ o P RR Ao P e

Vo T LR B o REIREEUR - SR S VO A T e

1578714
W

° 413 9 Fr » POflE i _ BRI E

YIRS AR (p>0.05) - ERWIHEARIFFERE LA - B 5 B SE i i A2 R — 2 -

#*9. FIRNBZBANERIMER

AT R B g8 FE p

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

EAE A 1.083 0.368
3. 41~503% 14 455
4. 51~605% 15 455
1. 21~305% 3 4.50
2. 31~405% 9 4.41

X2 0.051 0.985
3. 41~50%% 14 4.39
4. 51~605% 15 4.45
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R FRHZBANERINR (1B

| R A8 P FE p

1. 21~301% 3 458
2. 31~405% 9 4.08

5 HRE 0.717 0.548
3. 41~505% 14 4.39
4. 51~6055% 15 4.40
1. 21~301% 3 301
B 2. 31~40%5 9 4.00

=R 0.362 0.781
3. 41~505% 14 4.25
4, 51~6055% 15 4.16

4-2 FBERER 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
TEAER (r=0.697, p<0.01) - [FLAh - JERZENZ) A1 Bl i FHRB R i [ th 2 BLARSE (EAHRH (r=0.734, p<0.01) -
LUK IR0 & P e B P T Ry 35 TEAHRR (r=0.681, p<0.01) - [RAh » R HI 1A B I REJEE o iy
FEBRME s E] 7 8 /K- (r=0.788, p<0.01) » L fst F 8 R Bl FH i 2 Rl AR P4 (r=0.848, p< 0.01) -
RS KYE (p<0.01) - AIHIRSHEIHIE A SR - B LG RRT - BRAS RS F M A
{5 P A FREEERN o P R R LG R A5 2 -

4-2.1 FRRYFEEMMERAEEREABTHERENEE

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 BERE e B A RIS B ban 2k 10 - 31 i se ARG - (o F B R B 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) » &
WILERZ ARG » B P RB RN R e B P T AR R 2RI R - 38 W] AE B AR ISR A Bl AR B R IS By
R AR -
7 10. FERAMBCBRIHER

i (&) BE FRR R BIE R PE HE p
21~30 B% 0.800 0.693 0.756 1.155 0.454
31~40 % 0.781 0.134 0.851 7541 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

HoE A T FIRRREE | B T YRR ) AR AT RS SRANER 11 SRR NIRRT SR R AR
{5 FHRE S S R BRI s R - SRR IRRFAERY p (E3E2] 0.899 (P<0.001) - [ FEATERIRRFRENY £
{EHIRy 0.842 (P<0.05) - BriEFfEfEfe BIRRE RIS R R IR, - REFE B iy - o IR SR -
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R 11 BEREMBGEREI TR

HEEE BEFRREEBIE R HE e P
51 (1%) 0.750 0.265 0.816 2.828 0.047
HE 1.071 0.184 0.899 5.820 0.000
KEL 0.035 0.684 0.817 -0.051 0.960
BFgERT 0.671 0.192 0.842 3.494 0.017

eI E R TSR - SERIEEIEAE T EIRREE | 3 T REAEE ) RIBAGRD - SRERECRHY
BB AR (R ERT) R HEEA S BRI - 8 TR A Ryig Lo
iR sz K ks - HREEERVCE LR B MO BE AR - SRl VTG 21~30 BREUS RERERE
fERE T - REECEMBE RN 2 By - RVIE SRR LA B P PR SRR rl RE BRI A HARIRISR - 404
Tl B RSP B Ry ol AR B
4-3 RBERIEE S

AREEFIIRIT AR ERTE - AT 7RIS OAT - TR TR LR GRE (B) DURERENE (p) - Dlig
BT e e IR B GR - o iEansk 12 « FERCAZ A TR BRI R TEREER o s e - p=
0.697 (p<0.001) - FE i f5E B B R O IRK R 20 F T SRR P A T TR 52 %8 = AEIRRINME PP S o P R
g AR - f=0.734 (p<0.001) - BEURER SEE BT RIFAVERAIA FTES 0 HRE A IR % - BRAS
i S5 FH R S A3 iRt AT SRrh » $=0.788 (p<0.001) - HE/ISFEHEEET S50 VA R 1 2 P ik k8 P B g
HIEHRE - itk - (EBEFRREE S0 AR E A5 R oA - f=0.848 (p<0.001) - BHRAGE BB HRAERY
{50 FHRE L B R B IR 2 -
* 12. MEBRFEREE

% BB B PHREL tH B E
H1 IRk IRk R 0.697 6.062%** AT
H2 JRREE R o FH R 0.734 6.742%** AT
H3 IR 2 R it FHRERE 0.788 8.003*** J&AT.
H4 i FHRE o FH =l 0.848 9.978*** AT
3 1 o JR p<0.001
4-4 BfE

WFSEREREUR - 1E2 % 50 2 60 FACELUNEBER RGN A LSt - (8 R E S B i
HAFREREIECE OGP BUE W EFIRY - ERATEaE - T T RS R~ AT I ~ B IRREE DUk
BEFER . FEIAHARALR - A9 Davis (1989) HURIBHESZARAY - SRR 25 FI AT RRA T FI AR B
B2y EEY: - SRR ERIVEIEEEE 091 RIEHMEEEER 0.84 » BURSZHIZ BN ERIE
STHFHEEA —EE - BREAREIIREENSE - SR TEE > SURERIFERES KRS

HEHEA FIBIERSSBE - SEATRE SRR IFITITAE I - BROSEACT - SEUL AR R A A AR
pE-

TR TS R SR TE R - BIRREN S P MRS R I ~ (o PR IS DA fo P [+ B 1y
RIS © RERIE » RS RIS YRR P MR8 P RE LA S R By - BN T A IR i 5
FIMERYEE AR - Venkatesh F{I Davis (2000) BiF5Er i H IR I AR 2 I M A (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 S A 9IRS R e B S pE 5 IR 2 - S L S ERFES [t m] L
R I # ER E R E BE R I S FE AR el e B i — B R BB S -
B B R EDR T ACRAVIIRE - M1 _ERSERIEEE E ig Eei  BAIREAT (BEAHE ~ ZE  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 PR E IR TR RS - B B IR TR R - MIEaE
FRNRFRUR SR - DL BRI A B bR TFastfif - FEREHEESE Oculus Quest fyfEETh » #8535 3K
HYRER - SEREREE ST RAVRE - 2 BImEHRSEA B A E R R A BB 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
& FRA RO R AT BRI TRE T RE © TECLE Rl BRAVER AR - WIRERG T T gy Bk - 7%
M TR TR 2 - B MR R SRR AN B AT ] UBSE AR BRI -
A LR AEBEGT - DU S TSNS - AR ER A Sl 5 IR A AN R T s AR 2 - TEim et
BIFSERG SR A ] (5 B A

I Bk

AWFFELLIRGEH 5 33T 50 £ 60 FACH BRI A LB F RS B S 2R - i o
Fo + A AN ~ RATEATE - BIHRREE ~ (EAEE - ASHHHER iR L PafE e - DIRGR R EEE R,
R MTRG R - PRHI DU N il
1. FEEEE AR E BRI 2 TR B RS P M IR SE R B SIS R B E i
B EFRE - TR e R T RERTSUH R At & B TR MRS (- BIEGE R/ THRE
Hpe i i B B EmERT AL B Re8s (Preece etal, 2006) - fil SR ISR TE » R 28
FEAAHBH ISR AR LD - B TIVRSAE IR 3 M % (Norman, 1988) -

2. FEEE SRR RS R O I RE G IE 2 2 e Se ik i e i R B S R
HERMER - MR ERAA IEmAYREES - Dickson F1 Wetherbe (1985) thfg - fEfH#& %
AT T R S s B H B RO B2 B - RIER T R I M Y -

3. SAMTRGEY - i R B R I MR I RB RS IR g 2 B & B R B i
EVEA S TR - MR B R IETAIREES « /713t a i e R B 50 ] AR e foE FH & e
=& (Milster, 1997; Preece, 1998 ) -
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4. EEHFEESIERIE L O RE SO AR B A L s SE SR B B B R R B R
R IEHEYRRELR - it A ERGHERE 7% P15 - Schiaffino A1 Amandia (2004) HYRFZEH
fe T IR B R RE A AR AT TN -

IRIBHFEBIEEC R » SR B L R SEE 5 Oculus Quest HYRREH - KRB B ERESILIRD
BRETR 35 {0 R BE 1R EREAERYERGE - 2RI - AR - THEFOMES - 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[ R E » — B3 B T BOE 1 AVIEDR EfimiE 2SRRI AN =
PURANHIE R 2IRAVE RN 5 AURA A S TEiE = H P as EAVSRHRRIIAE - DIHRROTREE =R T
IR - KB E O A RGE ARG R R N — SR - /LR 2 8RR E B R AT REA A
[FEEREA A NEE - BB ERARASKER - —SEEPRE P GHs A —E S E - (EERFRCRER
F T DR < IRIE > R n] DRI AR B AR e - DU Bl 5232 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, -

TE S FAR BRI AN - AT B S B AR B B ke - Hop TR | S A B E
EHEIINISR - BRI B E S BT Oculus Quest BYS M HIEE RAA IERIAVERE » SZalE BN H
ACE KRR~ BERRETY - MRS R (T HRCERS MM 2K TR W - SERE I A RRRE vl REREFH R T
THIEER 2 FTE ~ DHREVE S AARF 5 [REAY - SELEINE AT REFRRE A5 ¥ Oculus Quest Ay HiEeE AEZE IR
THIFFE - e TR AR L RRE -

HR R 50 2 60 FARAER A B R S RIS - GRSV O MR E BN
BRI EAEENPET) - FRER A E R EH N RIER N THRBGE - ATRe S IR i e
SRR R A AR -

WFSERERER - KERI> SR Oculus Quest 71 s Ry SE B R A BA AERERREAT - R0
B E KL FHRL RS B RO BRI SEEAEAGH - AP RTRERIR B BRI SIRERTIRIE 5 ARG - Ktk
SIS RES R B/ TSGR - UBBIOIR B & IR B354 S8R - fEs v iiaa T iR e B
JBOCT bR - A ER I E N EERAN S BRI R ETES | - DUBY B 5 PR b TSIl NEDR 0 FH R R B A .
BREAEAERATTIRER R E T =CET TR o 38 nT DUR B R P35 B R S AT s B e A 2 2 A
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{332 » SEIMe R o P& RE 4 IE Mgt F Oculus Quest AW RIIAE - BET B A A%ES - f2
IRV f R B S il e 32 FEE R » 1 50 ~ 60 A-RAVAERE A Bth A HEER A 1 I RE B 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

TERRAAERE R AR - FEE R - BRMEERAMRREAIGE I PP abEs Tt - RrlEfe
FLTEIRIBITIIRE L » Kbt - JSERACRESARG TR EIREAINGE) - 5 PR Ry R R Sl BT
50 £ 60 FRAVIEMA B - LHSHAHREHBHE A KFERIA - KB MTEERREAIRET] - B
{2 ] DR FRAT S S A M AR 2 - Rt RERR AL M E S B R AE Tk B R 2 i AT 2% - 555
IHENEL SR F LI AL E) - R BIA TR ERCR - BEARR LRSS E B RTE R - SR AHCRES
S ELE 5248 -

£ 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.
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