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Abstract

Creativity is one of the core skills for work and education in the 21st century and the
future. Research shows that the application of virtual reality and games contributes to
creativity development. Virtual reality provides a higher immersion, controllability,
and an easy-to-observe environment. Meanwhile, games have the features of
exploratory, interactivity, and arousal of positive emotions, which help cultivate the
potential of creativity.

This study, using a 2x2 factorial experimental design, focuses on the impact of
immersion and emotions on Creativity through virtual reality game experiences. The
experiment breaks down "virtual reality games" into two key dimensions: "virtual
reality experience way" and "game cognitive way". Participants were evenly divided
into four groups: HMD (Head-Mounted Display) entertainment games, HMD serious
games, FSD (Flat Screen Display) entertainment games, and FSD serious games.
Each group experienced the Tilt Brush VR game, with pre- and post-test
questionnaires conducted. We employ quantitative research method to investigate the
impact of VR game experiences on creativity, immersion, and emotional variables.
The results found that virtual reality game experiences may carry the risk of reducing
creativity self-concept. However, across different VR experience and game cognitive
ways, HMDs provide users with a higher sense of immersion and presence than FSDs,
and are more effective in reducing negative emotions. Furthermore, entertainment
games provide users with a higher sense of immersion and presence than serious
games, are more effective in reducing negative emotions, and have a positive impact

on creative self-concept.

Keywords: virtual reality, creativity, games, emotions, immersion

1i1



#

|

¥

% —
3

=i

%

B ceverursessessesaesass st esses s et asse s e A s A e e s et A AR R R esnE e ses AR A e A e st e st ensesaesaesaeras 1
FIFJR B B BB oo 1
FHE 0B B I RE s 3
SBKIR T e eerees s ss s sssse s sss s ss s se s s s s e s s aenen 5
BIZET] ~ BEBERILIE B oo ssssssss s sssssssssss s 5
JEEET L S BB BR oo 11
R R AR = 0 I = i S 14
FIE BT 7K oeeeeeeeeeseeetesses s sssss st ssss s s s s s e s s s s s s s b e sas e 20
I F0 B R ILABR ZR oo sssssssss s ssssssssss s 20
FIE L REET oo 22
FIEJE T Bl e R 27
FIEFEEE TR oo eses s s snses s ssss s s s e 33
BRI BB ILAT B S0 HT oo ssssees s sssssses s ssssssssssssssssssssesssssssss s ssssssee 33
B PELLIT BT FL T oo sssss s 35
BT BB R B IUR IR E T oo 37
IR T B RT R IR e nnsnnnee 40
R T BRI AIIE I B TB s 43
FREEER oot s s s st 47

FIE FLEE TR oo eeesesseeessesssss s sesssss s 47
A B3 ceeeeeeeemmssmss R 48
BB RRIEIE T BB oo 54
I FE TR HL AR BRI TR oo ssssssss e ssssssssss s ssssnnens 58
................................................................................................................................. 61
................................................................................................................................. 74

v



ek — A RAEE EMTERAT



FR 21 oot eeee 8
ZR B oo eeeeeseeseseeeseeeseeseme oo eeeeeeeeseeeeeeseeeeseeeneee 23
B B oo e e eeeeseessseeese oo eeeeeeeeeeseeeeeeseeeeseeenene 28
ZR B3 e e oo eeeseeeseseeeee e eeeeeeeeeeeeeeeeesseeeeeeeeeee 29
FR B oo 30
TR AL oo eeeeee 35
TR A2 oo 37
TR D e 38
TR A oot 38
TR AD oot 39
FR A B oo eeeeee 39
B AT oo oo e eeeeeeeeseeseseeese oo eeeeeeeeeeeeeeeeeseeeeeeeeenee 41
FR A8 oo eee e eeeeeeeeeeeeeeeseeeeeeeennee 41
K Y o S A o S 42
E B[ N § N\ =i N 42
E 35 L D S/ [ ETT1 N \aemd 43
30 LI, €\ \. 7\ / /") 44
E BT . 7 7\ O\ 5 S 45
B AT e ee e eeeeeeeeseeeseeseeeeeeeennee 45

Vi



......... 20
31 ............... ”
K —— ”
00— -
K ”
0 »
B0 oo es s eeeeeen

Vil



F— METEREGHMK

ABRBEMBRREE - TEAMARNAREGT T AP E@Eey T /F@m2
BREECRIZ > 3 F 8 237 - Y EROGFRIE > A1 (Creativity)
#£#]1% B 4 (Critical Thinking) ~ #i# (Communication ) $2#}4f ( Collaboration )
# I 5 A "4C, (Partnership for 21st Century Learning, 2009; Thornhill-Miller et
al, 2023) > RA21M LR ML SIS » FERBARBG AT R0 R E
N WARAEKT  AHTEMZABRT > EHANBG L4t - L+ £l
N1 BAEAR A AL @ 15 BB AR 690 B AR 0 B SR B A o 4T 38 R A0S 1 A 3%
N1 FORATRHT R B PAARNEEZRA -

M % AR BT ey > F S AL T B E A AR A AR ASE fike
BEMHERTHN TR CRETYEHERALIN IR T RHFAHUTH
ENMBLZBOZRAZEMROT X - R RARE N R AT @
REEEERAMBATROFTENBEIGEH AR TR RRPE AR %
BIRE > RTFAIEAARMES E LR BEEZH BTG -

WAER - E#EE B (Virtual Reality, VR) #)ER AR F R CEL2HR T 5 &
SAA AFARMEINZAEN  ERBESEESGR - LEM - TIER EEENER
RHHR EERANZTHNERATAEZ — AT B RGAARE #F TR
K897 /1 (Abulrub et al,, 2011; Huang et al,, 2010) ° 7L E B » VR 4Lk & £ 1%
NIEMARGBENTE  RAEAERATHR T OER > TRBERE ¥R URE
6B BIE B RMETTAREAE A B RCE 4R A BN A BRI F a9 A

MR LR BRASARETREELERTIHEHEAENRRARENOBE



LA AR A AIVE4E AN (o Tilt Brush VR) ~ Al B LRI > R LB BAARY
£] & 41+ 4 (Chittenden, 2018; Kay et al,, 2023) -

BT BEAN TR BT R, BERERAARAR T SHS
SEPLAT B RG> R AR BRI E ¥ T OB R LT YRS AR T R T2
AEEA - B R EHE T VR LRI T R~ ki
HIRE i LB LR G2 EHH AR — B H A B BRI A A KR
BB B ERETRE T Hahke  TREREABES > HRER
ZEEBRBETIEHEAACHEE B HRIR B A K DR HFHERE L4
WA B AR A R = 8 (Diemer et al, 2015) > HBABEHEFE—FHER - R
¥ BN RAF VR BB AR 0 TR AN RGBSR - v
ARER T B REER - o i IR ~ P s BmB B E R F

% 42 9% 5% (Entertainment Games) B HE AN - B G E - E@BFHENLS)
#5&%) (Granic et al,, 2014; Jackson et al,, 2012; Whitton, 2011) i tb ¥ 8|3 /3
BmzEReyR A L BRNABHEES B BRBERE UM BEER T EA
LHBREN LEREN R BAABMARAS REN VREAT AIET A
RTHPHE AL RENBBNEARTHBELETE  BKAMRE DR
AT R M AR R D AR AR © H B A& VR BBARR T > SARBBRA SR
wmA| S AR AR T FeiE L (Lieberman, 2014; Russ, 2014; Vygotsky, 2004)
EBAT ML A RMOAREZENEEBE - REZHEHAEANEGHEFET G
TR A VR R H A A TR A A 6B o s 0 Bl 28k (Serious Games )
HMEFTRAKFTAALERFRAZEHHREA T B4 > bR A BB
( gamification) X #E X2 E (game-based learning) 8% X > RRA LB %
SRR AZE BB BCERAZRUFTABRILZ I TR — B
RERAL T SR R ROR BT H R R A ) Eey R
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FA LR E FIKEG  EERTRBLEB Y I EA HEEEY Wil RR R
Fegpte > ERABIENBFRNERZRRF - mEERA W ERTIHEE  LRAT
UAE SR e B P AT RA S LR R E I S te H R A ) B W
MBh G A ENHAIRS ELE ERBEBCRGEN - Bk XARSAEHT

BB/ EREN BA LB I NBELALE S oA RAR LR
AR BT AR B & 0 Wk SR BB BLIF Mo c MM BB T EM K > ML B AT R
ARIBAE VR IR TE A S A1 N R X BB AR a2 R - T ARREIENHT
BABEARMEE S TR BRI SR8

F=—8 MEBHEMMA

AREMAT ZREH BEHRTHEBEAERT R ARGTEBROESE
o FMERT RS EIUZR ~ LE ARt > BT U G RA AL
BoP A A A QLR MRS B RIE 0 E— SR RAFR Al KT - Bk A
RMENTERAERTIRBEBAGHEAENNERLR LERALFHBELC
AR A o P R AT F R R A L3R ko B8y A R 450 K SRR T AT S Y
SRS BARBR AN HFTRETESLE o

HEBBFNABEBREIRGEB T > FRE MRS X &8 % A &) Mk > A5t
REXTEBRETEEBR TR B T HBReTR ) WEEBETYETR £

BHMEDOHA NG BEOBE URANZER AT EY AL P TAY

ER o

AARZARBHENTTERTREBERET L EERGLEN
AR WEARESRTHEER T X (FARABEFEAFBHETE) R B HEER

FR (RLBBARB LR HMEAFENZMER - Horte gl h &R L
MBE tE— S oM RHEXHMRASHEER DR

A LR B 8 AR FIRT AR T
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e LTV VIS K
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% Al BBRFH

£13% 77 (creatitity )R 230 B 21 L B A R T o L F o9 S B peZ —
AEA T B ZAEM A NIRE S e @ BB £]18 71 AR A 1838 1B JE S48
Magrr AR EZEEE (Florida, 2002; OECD, 2018; Partnership for 21st Century
Learning [P21], 2009) ° # H @M X4 RE LB EHET X © RAHAMIREIZRA
ARG b BBMRAR —ERAREE BHRFTRELE LB AEA
& /18977 7% (Thornhill-Miller et al., 2023) °

BRALENZHEATEOMME A AR EEF AR R - ORAKRA
FlRAAR R B R OB T - W E T A BB F 9 73 8404 £] %A (Lieberman, 2014;
Russ, 2014; Vygotsky, 2004) * Wm# X IR E M > B atE &R
B # (Hoffmann & Russ, 2012) ° #EBAEREIBAERYBARE > BREH
ZEHHHRE - BB ERNEN  HFARE RGBT XM RN SusE
LAl B A 25 8% (serious game ) #977 X, £ 3RA2 ¥ A £ £ 38 £ 4] /1 (Kalinauskas,

2014) -

CRIENHF HRE

Guilford (1950) & e o322 ey E V8 AR N YBE > RARKES
RANBEROESHER > EFRELET WP REIFE S E - Torrance (1966 )
w—F%3t T A% AR (Torrance Tests of Creative Thinking, TTCT) °

R AN THRAZ ~ IRERI GBI > BT A RMA B ANHFTHEM -



B3 1 3R 0945 s B AR ASIS RABREAE 5 AR F 3L P BATIH AL B4 BT AR
MIRERESN  ER ARG LERGE (fluency) ~ #1@MH (flexibility)
A (originality) #4%581% (elaboration) (Runco & Acar, 2012) ° FAKZK
F A%z pRis] BERRRREE -BLTO0EE X > BUE B
B2 A A% B4 (Beghetto, 2010; Robinson, 2011; Torrance, 1972) ° H b > A%
RS P HMEHEH EREBHRIES - BAREEABFEAKEE S

WML AR BRI AARE S (Sawyer, 2012) ©

R > o de B BRI AE S| H 2 A & A A M B HZEREN X — R
B ALTRT  BBREHUEAL - REBHOKERSE - BB —FT@EAE
BEw - AHMARFE RS FRETUATEFZEHHR > 5 —F BHitE
BlEREF R - BRHBRAENERAMFORE - TRBEGHHMAS & HE L
4 (Gee, 2003) > b4 28 R Gt miEe) " #BRALE , (gamebased

learning ) °

BERERER2AR TS CLAEBRATER P LA FILRREEM
8 P RANE 3% - Amabile (2018) R HIAIR A RSB A P d > Al WAL X
BZRAVZAAMET - 1A MARAE - 2R SRR AER AN - S X FHRF R
RERGYIRIE - BRI B HBEF T —— R —EEEE Re% ~ HERKL
2B ER B0 GFFARFEE; BRAFRESLEFHNASE
MR H L ETAIE RGO TR b G CR BB N B A R
IEBEARAE ° Bt > BEAHFT IINRGHRFTHREA > FMEEH S EHBRMER
B HR MR EA % ) eA%s R F 5 E 24 (Licberman, 2014; Russ, 2014;

Vygotsky, 2004)



Heb  BIEAXFTORDGAETREG LI RERTELNA
Mo BBEA RS EWEBMN - HAMAZHHNE T TE  BET —EEE

B ZEN '
— -~ RGN
B %8 (Serious Games ) 235 A ERAF T E A BAZ MR R IER a9 %58

F"F

BART RS L5 F 24k~ RATE ~ 2R XA BEEHF (Girard et al,
2013; Graafland et al, 2012) ° €T AZ F A F — B 69T B8R © 7T AE A ARE
FAAEH RINRIF T 698 ¥ 280 (Michael & Chen, 2005) -

AHFEABRT  BRBELBBAABEABNORETE ARG EE LY

RpBRUARPELL R HHRERET X > F2H N2 EHR (Wouters et al,
2013) - FARMPABRMEEIZ AR FBEKFEL EZHBHEBATH
30 RS G o MR R AE ) #2181 3% J1 (Bellotti et al, 2013; Wouters et al, 2013 )

B A %Rk 1A 1 ) 2 ] B % 64 B B £ ( Lieberman, 2014; Russ, 2014; Vygotsky,
2004) > BB AR AL LEHEEE P THBAENNA LT E A - £ FE-
gl - HEREXHEE EE 4R T (Annetta et al, 2013; Garneli
et al, 2015) ° LW EE @A XAEHEBP = 4% 0 A1 BB METR B B A
BHEEHEE EMBE2EENETEHERE TN EETUAERA I RIHF
TR RmAESHEELLGTFE -

SRR EHEE REUBOES LT ARRLERE AU EH R

o B R R E By IR LT A 55 (Agogué et al, 2015)

R JEET A R OH T ERAARY 0 B BEAEA L LA A R
RPEBANHRFTRE RGBT R BB HEN B BB R feF A %
XM B A OB F A B 8 71 B2 £) 1% 7 48 B B A8 (Hauge et al., 2013; Lee, 2023; Ziaee

et al,, 2024) -
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BAEENR  BRTRBLERZI  BBEBBRNEN LI RZZMGME
(Thornhill-Miller et al., 2023) ° ¥R EH A F BAR > EA KA H#RALE
FEH BHUMBEMEE TRE AL CH G RFALIBREEE > T ELERA
RIENERBHT N ?

RN B 8 Rz Fo 3 BBk o 7 X E B A Y2 8 BOR 0 Bl K
(Wouters et al, 2013) > 4244355 (Entertainment Games) B X B ~ B & &
N AEHEES) (Granic et al,, 2014; Jackson et al,, 2012; Whitton, 2011)  iE b ¥
BN BREMEEZHREZ  FHLBRALELEL B RAELEHEEEE
R ERE > LRBEREN LTREBRAEN » o F R2-1Hw o

* 21
B T2 B P S B

&%) A R b 45 35 1B,
BiZE G 28 ek~ AT B U BB~ JLE S FR
B AR R fERE A FE AR A~ g B

XK Fod AR S IRAR ~ HHAERE TR F - A ERERAHZ

ViRt HIBILEE B X A IR &

2t . & B Granic et al. (2014) ; Jackson et al. (2012) ; Whitton (2011)

MEMZOPEREERBMENGER  BEBE S B AETHEE (video
games) I FT R EH > CRATERRLBYBEBAZ— - HARERBBRT I

DEBRY CEMNBERALACHIITIAETE > HllonEHAE - FYFeh o



BREE - Bpfhodt FRENEE XA BN  BRBEARH L ENE
REMBBTRTROLEEN  HYyx L EHA NN EBELTIES

Green # Kaufman (2015) #5 8 > 35 BB e H) B B R B BB
SHRACEFAREEFOAEERRN - RiERL - G REREBOER > &M
RARIES o HA ALK RS BB T > Fl4o " Minecraft ; & " Tilt
Brush VR % » W E MR FAAHRGEMFE B RRFTZR > TUEHEEN

CRRY RGN RR N EREE RN ABRENE c UHFTHRAM
T OBHEUBTOEEEHREAMRESA LR - BT ATMES LK

%8 /1 (Sawyer, 2012) -

RER ERBBRAETRANE TR B4~ G - BRAEBFAFR
LRI ZH A% (Green & Kaufman, 2015) ° & > EIEPrA BB BARN A A A
ERHE > Cabelkova ¥ A (2020) W REHR » RFMEBTEREH TRER
REIEANZRAMM  RIART LA HEROBE B L oy - AR ERATR
Rl BB ATEZRBECDENFEHBEE CEAMZTLELBER T FRAREY
SIEARAE o MIsHR e £ B SRR BBA AL FREGYE REA

LHBeTRE@ER - Bk FERRER > RERAREN R EZHNBE
3

W~ FEEEIR S

SRR A s et e ds o BAR Sk B A ) B M GFAEE Y
EAM-BFREAARENNEZEREG I — EGFEREREREL DRI
Bl BB ARG T TURBRER G BT > BARAG CEKRENER (Gu et
al, 2018) ° BT XFILEE > 5852 F 082 ¥R AMIBE & et
B > S A RE R E T H ey ¥4 (happiness) Fu£]3% /1 (Caballero-Garcia et al,

2018; Shenetal., 2021 ) ° B RIREGERRAAEHZH > FERKITL Loy
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% EFA R (DirZyté etal, 2021) - M ML 8y R AR A B A3 71 4 o & 6948 Bl
(Ceci & Kumar, 2016) °

REN WA ILE 1L ) 09 BB - 22848 B A A3, L & AE R B &Y BRI
ABBBIFERT  RPWBATNEGK - BA S E LS iR &M BAER
MFEBEERALRAFNEREBRBE > REARFLBANFENGTRRME
(Rahimi & Shute, 2021) ° % — 7 @ » BT R 69 05 &5 8 B 2 2 =) 45 B 2 R
TR % B £ > Mercier # Lubart (2023) 895 %46 B S BIE S RAI B XM AR E
w48 B 0 T IR AR T AR R I IR Y SR 0 T B AR A )

EGINNE3: B L

HHLHRXBRT o BRAELHARETRE R - e HROUBES £
84T > AR A3 ) 099 R (Green & Kaufman, 2015) ° H & > %8k 6948 %1 HH1F
BB @ wkAFHOEQRT A ERENNSE > MBBOBHE -HFTER
Al 38R 4o B @Ay FE - £ RIRD T AR 251 5 BRENBF LN
NEJER > AR R TR R B 0969 o T PR ERE T Re AR 2 E
% & (Laamarti et al,, 2014; Wilkinson, 2016 ) ° &K > % 5 8|3 /] AR R A B A
5 69 U148 B SRR 09 IR B B — — R AT AR E T R I FOR BB —
—BAWRABRME s BRE S CEYERNAGKIEN R AELRIBHNGEN
PR RAEAF E RN W

BRAEHAEE T XMEAB 69585 koA (B B - AEHESE
) BN (2@ FH-EHES) 8005 X - AR RBFEBELRIHFT
PR T BRI AR AR5 AMEAGE S BB E LR REBBR
S MRS B EH VAR ABIL BB A B A R LEBRHA R R
Bk AFFREE TR EE AT R BB FAREH GBIk X e

©1 B 0 3% Granic A (2014) $HAL B BAMBE N A RAFH SR LG EL
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BE BB SFRERENEBEBRUA LA ENHFT PHERAMEARRER AL
AR EAZR o

EARBEGRY  ARER T RBAARMIUF G IEG S E 4R & BB EA
A ZREAMAMERE K BERREA ER CEEENEY > RAEH A
B RAEARMBRER o M BTG R T AR 69 IE @ B AR 0 AEA U A B A
NEBHCERE EREEZHEANTTAGAA RN B G ER  BemRA
HMAMRRAINAES > AR B AL E®B % (Moffat et al, 2017) -« & EH
BHE-—FHERONEBLNX > ERETRERBEL S E R NMEREN > TR
BB ARERIENBERIBENGEN  ERENKFT Ly ERAEFE—FHE-

Ao BETHE HHEREH

— BB ERERARER

E#E B (Virtual Reality, VR) R ERFKAEFERG T HHHZ— > Z1BE
B B AT P A 3 0 Z 4SRR3R > A H TR @B A~ 5 (HMD) ~ B 5 %
] 55 F R AT R 0F B 0 AT B % A Ui B (immersion ) ~ B& 357 Bk ( presence )
BB E %2 (sensorial engagement) 45Ma) R85 & BT A B EH
THERRETRE R FENEFIRA B RS BHBRERE RGBT
Y~ BIEHF AR K P4 % % 7UAR 3K ( Anthes et al,, 2016; Burdea & Coiffet, 2003;
Radianti et al,, 2020) ° BB E 42D H N2 @AM T HE > BT IREH N
2%3D RARBEAL L REORET CE > AABREII R RETIE &Rk
Ml B4 ABINMERZRENE THR (Kuvar et al, 2024) ©

BT P A A BEA 3D MA R L E BRI 0 LREARBEBRRAT Y
R ARRORETHRERTRBERARV LS - §F 28 > EBEEREN
RENAZENE - BERAT BHFARE  ERTRHEKAAAUFTABRNER
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TR RZERANEESE BIEEIR > Bl 2~ L2 E B - HRE
-BRENFERE  ZBRTAHENES  BERTREHIHZEH LA
BT M S AT M EA R > A A FEI B RE SR
( Abulrub et al., 2011; Huang et al.,, 2010) -°

AHEHERER T  ARERBRETRATEENIUIAER > FERET
H AR LM BRG] - BANS R B RBHR > REBE MR IR
BIERGS c MBAELT R AT HETRARZERITRAZE XY

REEAG > EMBAFRIEE SR ERE Y %R (Makransky & Mayer,
2022) ° sbih o EEBMERCFABRERPZAAEIZENELHN > A BRLE)
HERBIBEEI @ CRBRRAEERRGTRAMRFEERE S (Radianti et
al,, 2020) ©

ARG 7 A B 8 H 4 Oculus Rift ~ HTC Vive £ PlayStation VR %
8L REBHETE > B E P ANFERZRE — #3533 (Anthes et al,, 2016;
Slater & Sanchez-Vives, 2016) ° X5 89 /TE) L & ZALLAEAT R BT B9 A £
AR AR E E - E— 5B HEA 8 K FAL (Radianti et al,, 2020) ° sbsh » 3
EH N AME TR (4o Unity # Unreal Engine ) < B 7 st 3 > 3E3F & 915 35
FRUABAFIERFER UM R A EHRE > R EHR TR L AR E (Freina &
Ott, 2015; Kavanagh et al,, 2017) * £ 2 A4 ABE A E RO LR > HER LS
B-Ph BB FETEEZEHREBREFLELAX -

XS A

BRTEHESELHETZEMRIS > BT RA T sk  FORAL AR
B RPWEEALABBRIRFERH AL CHER MABRAREEE R DR
TFERAE o teF SN R AEAE A R = 8% (Diemer et al,, 2015) © ko 2 E ¢ %
REZREFRRF EAFERHALRAE S - BE-F Pr 4 AR SR 45

(g

ek sbE— S B EHITAME (Ding et al, 2018)
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HHOFELABEBRTRETHOBARTERNEGESE it amiFae s
Blho - BT IRAEREBRESBRRBM G > RERAHBRCEIER T EERE
(Exposure Therapy) 8§ —BH KT H - ARG > HEARTEMEE - SROE
JE XA 5 1% B /A% B (PTSD) & 7T LA A G 8% B SEAMT1F A 06 4 A
R 228 B P 35425 @aH £ KR (Botella et al, 2017) -

EBREEREO 2 ILFH LB TR RE R FEA TEEGR ) (presence) Hk

RO BPRZE AT HERN D — AR TGS  EHBEIGR O RILEENAT
Mo ERERBETEANFHAHERE M T ARERALR DAATEHERY
B 71 69 R85 - Somarathna ¥ A (2022) ¥ 8 » BT HA BN S ETIENE
HFHETE BRALAFHERGOFEE R HFEEBHERE - RE
TR A RIEFER LSS RERAEERRTREAKBLEAMAYE
A B A F) B2 F M o 1T A R SRR RAT AR E S BAR

EEREFREBETRTHEAZ THERXEE ) ~ "THREARR, & T HRKX
A NERAT S AN RMEHRT - AFTHEINZXINRE R (Dede,

2009; Fox et al.,, 2015; Slater & Sanchez-Vives, 2016 ) °

AEREBREREABLAZT > THE ) TREAREARER LR KR
e g o L RAMBFERET R T BN SR RER QKT BAFS
R - EERERBBRESTLHN - BRTQAEREE > R
FoBESRAGRLGOMER - RN 0 BT REBRARNMESL 2D #
B0 B e TR R % 69 LR R SR BRI R 0 B R MR 58 2L e 1 4 R SRR
BRSO HHRERR - ESAAETEEaE4 % & (Pallavicini & Pepe, 2019;

Pallavicini et al,, 2019; Pallavicini & Pepe, 2020 ) - i%db 48 R E ¥ 30 F 4 &

o

o

FEPITHERAEE AR > Lt — S IREBBFE L AR F
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BT BRI EE S R (sense of presence) THIFCEKEEZALETEH
B HLnFORELRTHE " S8, R T AGER ) RT  EMEFER
8 R A B FEH (Reer et al, 2022) ° BEFEHRTIHRLEBRLERNGTE - B4
GBS RE T BRBLBME > EERACEMEEREMNAI T -

R BB BB XA & I IFE &R 0 Roettl $ Terlutter (2018) #4
MRt d BERBRTRLEBRA TARRWESR  CARAEQFEHRERS
BIEAR HRBEEMN R EE AR TR RZERBRERBRTEIRT 25
BB EF N0 R s & f7 BEREAEACH 6 & MR T I TR+ R A
fe A &) E @R (Pallavicini et al, 2019) © HSLHARF R A > BT IR TR TR
MEEEFAOREY eRBEERSG TR ABRBER T AT EQEERE
B sk B R B R BB R AR LSRR A BTG A B
By T FREFNLHBRE -RASHRERGE UB L THRERZGFE-

BT EERG SAERATEMN  RETYTOEN TR KT — AHK
HELEB - GATLUE RIEHEBINFATRUES > SEAN LB ETRA
HARE IE AR RAITA BRI B FERITHARENEZE TR ERE
& EANR S HEAE G CERE RARTESR T IRBBEL L MBI E

BN o

FEH ERTALEBMRRALEN O TS
— > BRI AAIE ) T A2 A ER
WA BRTIER N AR I LI ER - TH R D MAA ) 385 2
BB G R - Sk ARATAR N MM 2 E - FRETAH TR AlF8A
RENEAHESAMET R ERTRABLZGIH RS ENZRNFE -
A EHPACRAE A AN E G AR RR R R AR TR A B B R
E2

14



ERBAHMF @ CAEEAREL  ERTREIRREREIRALE
HAREMBERP P AEENFRY A (fluency) (Huetal,2016) ° mAER
2 F @ ARECEHRER VR 2RIUZXEAMEN S A L2 BB RALIRN
R EEBA Y R o R E 09 $ B 4 (Oubibi & Hryshayeva, 2024 ) ©

i BB ERBERENONTHAIHGMN T RRKERERARSWIL
B AEARE R B H AR BB E R RHNARS B REAERSNET
o EmMRALBEE > Ao AlEME B AZE &R (Lin & Wang, 2021) -
BAFERGA > TARARRE SEBRERTHABERBREBIHETNE
TUBE > STRE @I H] 2B H QB N I R A ME BB R L B R A F IR
BER Btk FEREXT LT 04EG N AR RAHTHROHER - ME
TRIENBFTAS KREMUFTHEA RN CABRENERLE  EHRTHRERRET
R REXBREMKFTHRELEY - FREAB I IRELRR XK
RP\BEEN R 4P T A (Lin et al, 2017) °

RTEABZEIEREANRRIENHESS BETRLTUMEAEMEL AR
5 THARFOYTAEMR - £183D BHE - BEBREMBERIG R EHEE  ER
T LR R R R R P AT R R B h e SLERAIEE B sl RN R4
BRELVREBETREAEESHEERERFRIEA  LERELN R TS
WA~ BB BAE > BIERGERYEIR N R - HBEN LR TFERTE
EBRERAEBERMMEAFAMEZAZTESEE (Yangetal,2018) » &mA

N

FE T B M BT AR R 22 R A M A I A M #1 F BA F 69 B &) B & (Chang
et al,, 2022) °

AR BT RIRE R E GBI o Hlhe Wang FA (2023) 45 0 A

R AEBRE 3G R AIF Y TATHE » R AR AME S AR BT BT @ AL RS

BlEAENER KM BT SR AT EBRTIHAL R M ERE

L EH BB ERIEN T\ AR BT L A A B 6 Bl

TR RAEHBBAA R R A LA A X E B B 1 ey )18 ) Bt

15



MBI AlEMEFERAEREL  RETHRKL T AR ZLETHAES P TRAN
(‘Thornhill-Miller & Dupont, 2016)

BALEAEXE EBRETRERARAVHBARSHEABRBRE - 24HA
HEP2EBRZ2EIX > UREEBRANEHRTFEEAGTESFAHB AT
k& (Lin et al, 2017; Oubibi & Hryshayeva, 2024; Yang et al., 2018) ° K& %
FEARERAR XRRERGE 0 HEATR T EFEOIERERAL > B laliey
BIEEBRTRMERY X ELE > 24 Chang FA (2020) 9HRF % > UK
BT AT T RO IUR AR A RS > By ASARAAT B (Head-Mounted
Display, HMD ) $1-F & % ¥ #8-~ (Flat Screen Display, FSD) & - st %
Hos@&p o E—FBRICERARLONITER > EHRAENREEBHTEERT X

MER > HIUZHR - FHERRENHBERR -

ZC EBRTREBRARFE IR LS

RTEAKZETERAMET BN EEE AR ARBIUZ X MBBRIR
HHHBATRE  CAHREGDEER LR ENRRNEN  AIREERMEES
BT HE » FF R RS IR R SR AR a5 & 3R R BRI AR P
SEARGFERXAETNEN BN ERAZNAE N RRALARBRENER
( Nanjappan et al,, 2023) -°

E—FmT BBRETRBBESNZ LY wUHERBRTaFE T Y
AR AR ) TEREFR R H R Rk o PRI 0 BT BB AR A MR RN
H5m o BB R Rk S B (Pallavicini & Pepe, 2019) » 3 AERALH ho 4F 3
BE - KABRERBEFEOHERE  BLFHEYRATRETRA T LS R
M (Baasetal, 2008) ° Shelstad % A (2017) A REBEF » EHTIEHERN I
FAEBBAERESOFHREE  IURREBLE R BTEBEAFALE
TARERE A0 TEAE -

16



e BERERGB T TREREE - TREHRH B TEAREX
F o TR ARIENFRGBICE - ARERE BT BB T &AM
BEEREPFEGEHBRRT TUHELALANLERR AN EAREE XS
BAo B RAARAAE /1 - EMARIF H A1 /1 &R (Lau & Lee, 2015) ° #FAE4% LI AE
BRaR3T EANBIE N KR G T AN EERBIHREER BRI ENHEY
BRI -

AL ERERBBRLR TREBIGHE Rl CTAEEBRS S
Bk R LRI E RS ER CIEKE AR AR AAERARE—E
BEABNER - BF FEGEHT IR T XBHBRR I h XM > Tl
TIRREER S F AR N R REARDIBR Bk A RBFLEBLEART

—HFERERG S HRHARBULBEZRDHMG -

= ~ Tilt Brush VR J& /i 7 A3 /1 B85 2 7% /) SR HE B
(—) BF%i%4% Tilt Brush VR 1 A 5% T & 2 1&3%
AR ATHLSURR L AR X AR JU R RS B 04 SBAF S e B B LB E A JE
FZEMCHEMSE D (1) eABRReE A EaE&RmnzR - (2) &5
ER - 2SR TE > URDBUR KRB G ~ (3) BH—EREOA®E
PGSR RRE > FRAHRERRERTE  BRREAEENGRR - B
> AP R EFE Tilt Brush VR E A4 s T A -

Tilt Brush VR & — 2k & Google AT 4589 %, & 3D Z R4 £ 338 > st XIRMER
FABBIBERPA VR EZEHZSETEEILAME BAZENER B G EAZR
FABX  AHFSEBEER SHRBEM AR KIG-2F - 2B FRBER £
N e @& (6DoF) EM FHEES L xR REEMER - LA E X9 BMEN
&~ PP AR R G B B

-

B —RnF  SEHRaAHFTEN TR &
R ZE R AT S~ A B R R I0E X8 A B4R (Chittenden, 2018; Kay

et al,, 2023) -



(=) Tilt Brush VR #9£] & J) #8 #2487 & 52 5w

Tilt Brush VR AriR#tegJk &t ~ JE-F m XAMEIR I - RAVFEF A RA (%
%2D MEXBATF@ARE > AER G HBH AR ABIRETEMNEER > 1
B T A %34, (embodied cognition) ¥ " 7tiZ X E | 494 &8 (Kay et
al., 2023; Joo-Nagata et al, 2017 ) - iEAEEF] B R LA LY S > AERIHE R
& 63 #E B4 (divergent thinking) ~ B¢ @4 (visual-spatial thinking) * %
B A2 1 89 % 3R, (Friedman, 2017; Mills et al,, 2018) -

A8 BB SN EE B 0 45 A Tilt Brush VR 34T #47 £11F & Bh 7 ik 2 £ 8 B 7

(Tan et al, 2023) » H P oy B HEIRE ~ TUR R A B4 ZA5 RAE > =T B R

O R A AR 0 AR A B BB TE ) R A B R ERIF AR
ey # A4 (Haeyen et al,, 2021; Ying-Chun & Chwen-Liang, 2018) -

FAE A %S % @ Tilt Brush VR e B2 AH TREEH | 2 TR
% 0k % BRI AR R EREN AR LB Bl R AN P
R AR A B HE B N 0 £IME-F 6 (Kay et al., 2023; Orasi & Sameshima, 2022;
Pissini, 2020) ° So # Lu (2019) RAl#—3 354 - Tilt Brush VR 83 F K & &4
— R R IR M R FRE R G R T IR RIAFOBEEBRRR C RMEREIE AL
ET B~ 2GR 0 LAERERE BT AR 0BT A -

(=) Tilt Brush VR &4 F 7 42 FR %] 52 B 85,

&% TiltBrush VR #A % 7 @ey R W BN EHFTRAGME - A mEER
T fEAf I — T AR O TRGFIEILER - Boh > N EHRTIRBEORT BRmAEI
HIENMELRREHREME > THRELRE ARBES  HEEHERDE
JEMK (cybersickness) * #E #5885y B M8 2 8 2k (Rebenitsch & Owen,

2016) -



H R #ER Tilt Brush VR #BE R @ia A8 e {0 s 2 R BGLEN
BN R E AR TR T AMEREE | & T EEFBE, (choice
overload ) * i M B 22 44 B Rk S B £ 2 AE 51 (Byron et al, 2010; Iyengar & Lepper,
2000) © tbsh o HAREEF I E o HAMERRT AN KT HM » BUERERS
&Rk ERE (Kay et al, 2023; So & Lu, 2019) - ZE-FEMEASE B & B
ROBIFR S LA BCRB T F L BARRT > LABE £ 3040 B 78 E W AME b
B A4 0y A8 (Makransky & Mayer, 2022) °
Wik oK d 0 &£4ER Tilt Brush VR 34T S 1FAI1ERF > TTRER &R 2
BpodsE & AR B T B o AR LB @ E (Choi et al, 2020) » B m A H

GHERAELMERA LA R R ER

e LR BT FHIUZRAE LS B Eahte g
NHAEZ S o 3 AAEERA L Tilt Brush VR A #ley E#t4E T A% > kA
BERCAEHHARENIBEBN A A—HREBEAEESERRENRE
RYEHRETRLIE - AW BEIARFET N EERTHEARKT - 205k A%

MR ERZEAARER N —RERL AT ERRETER EHRTHREE
G G BITER S ) ] > R Z BB R - s BB REATHE
g EEE wARRBESRATAE  CTRBELA L RAGBR -

Hb R § AR —EIER TEE RN T RIER TS B BT IRER T
R E AR SRR O A Ao BB R 40y X &) $HE A H A TR REBR ~ TF 45 Rsde
BEHFRAZHE > B HMD (ARAXB 7B ) ~FSD (F @& HET) #1450

W R BBRYURLE A E T mRAARAARTZ TR TH S £ -
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F=F BRI *

-8 MEEHRERMEX

R TR LR AN B E A% SR AR - ARIE AR B STRR B
R AEABRIEM - ARANRERKS > ARE T ERTHRLE A
BEEMHED : "EHRTHOBBRT X BT BBORLFX 0 U22EFER
R AR R WHAAREARBET GRS AHUZER - FHRmpd
NBE -

Eb o BEBE Ry X 4% Chang £ A (2020) 9B RF ik > AR
BN BT RO IR AR 0 By ABARAME TSR (Head-Mounted
Display, HMD ) #2-F & % # %85~ (Flat Screen Display, FSD) /&t ; 8K
B3R sh X BAREI N FLAENHRARWEBZE > Brahugieshiage ik
MY R RINRA B T RBBE o AR B E 31T

B 3-1
ARBFH Z B H B2 ]
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- N IRR
AR ERREEESR L
FE5 HMD FSD
BA B | e i g
: sy || resmm i
2 ot
T ﬁ; HMD FSD
“2%;?5 2| mmes || B
gl heE
N ) s HERES
Al 1R
AR BITEE

Rkt > AAEA LT RGHF S BE LY Awm AP ERT
AR T 0 AREBRT MR T ABBR Ao F XY LBLNZRL - FTHER
RLENERRATE ARFRANERZREAT /AR —RE NG
B kBRI N B HEMAE (Karwowski, 2012) $E A% BH A (2L

%01998) ¥ H VAR A RME LA ENEAREEE KA BHAR

BE RO oW BRI ENRSREN RGN ¥ - BEINEKES S =R
e i E L FERE A &R (Watson et al, 1988) ° F BA5#7 4 [ 4%
BAF BTl R RE  Z ARG A 0 &5z (Witmer & Singer,

1998 ) $2E&35 R, (Witmer et al., 2005) > F BASH4E4E A 5 8 8 8 B E e 4%

NEERGRLBHRZ -

BRER > AAREBLGMRFERTIREBROMBR T ARl X
B EHIUZRRE R BHYLRALENERNPE - RELARZIALE
8 LB RE > RBT L AR AR R ARR e
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— - EBRTHURATZHBYIE (JUER ~ BEHR)

Hla: EBRTHEEBR Y XU THRRALABEE EHE -

Hib @ #8Reh XY IUZHm A A BEE ELE -

le: BETHERY XABBR AT X ANTEREEAFREHER -
C EBERLBARS4YE (ERER - ARER)

H2a @ B TR AHFEEABEE EHE -

I

H2b @ #ER %07 X8 B R BB E 28 -
2 EEHT BRI ANAUBRBL T AFELEARTHER -
= EBEBRETRERELRANGR (AN A RS - AR RR)
H3a: BE#ERERTAHL RN B ABEE T HE -
H3b : #5iRse 7y XA BABEE EHE -
3c! EBMERMR I ABEBRA 0T ALLEN LEARTER -

ELHXBFH > AARBERARBNERET BB S F > HMD 448 &80
FSD 4R ~ 4 4% 325 5% B2 B A8 U B AR BB > TTAE € A 2R e It 2 AR AR > AT 82
SHEGERABIKY A BER > TAHAENA EREYBELE -

— -~ BEEE:

AP RU2x2E FE B > RFER BT MR Y A BB B R0F X Fx
R AUT W Adas HVD k24354 ; B4aA FSD &4t 955k ; C
48 HMD #Ea e . DA FSD fl B4 © 4B 3-2 ~ B3-382 F &3-1A7

S~ .
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AR F 54 %
HMD FSD
bR 4 95 Y A B
)y Rd Ca D
& 3-2

A #8 (HMD #7235 ¢ ) & P2 B25 7 1%

® 3-3

B #a (FSD #8435 ¢ ) & A2 525 F 1%

23



REBNERKATAELE VR RITATRENEIT - AL HMEE X
FiE By h] R4 T B — %M > wa % g A HTC VIVE Pro Eye #9442 3%
# > 3B B % A4 L BB Tilt Brush VR %8k - £EBR T BB T KW EF L >
A~Cafch@fXBE 4% (HMD) B D#A T ®@ATH (FSD) ;£ EK
RioF XY ERJ L Be%HBae (AB) 2 AFASRTEITHE A GMY
IR > R %EE (C D) Bl2# Yang £ A (2018) 89 F kst » &4
S LA BB YR R E S RN T RAD S A RATA A
;}E_

S o Sk I A R B B RIGTIRE © AT A A B S R

=

H 5P G RO R G AR XAF AR 7 28 > W B34~ B35 -

® 3-4

A C16 BB/ 1E 1% (HMD # 8 8)
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#) Tilt Brush

& 3-5
ERYZ DIS H Bk N 1E %1% (FSD & #5)

#) Tilt Brush

AR B R L EEFEANNISEIR M > # k% 1B Tilt Brush VR 225 & 5
DR BB A L EERES (A) RERLH > THELZ RS - BESEE

X B4 2% KE 2 Facebook X AR ~ K B A8 Bl By £ ALBE L Dcard ©
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AARELBHRTIS6M SR H  RBEFN B LTS Bma - REEXR]
ARG > 3135 B AT BM6 0 oM T4 0 XFH04L 0 T B A
4543 o Sy K T34 ik A22278R, (SD=222) °

AARBHNERR > FERARARAA B FATRR > AFEH A

o KARCREREATHG AR ES R B ¢ (Institutional Review

Board * IRB) | #/TM/ NAREEFH > LhFE L X B ¢EBE (L AMK
—) > FAHBEITERAETHINE AN TRAT 2B ERAR T L AL
B DATHEEREME > B SALHEBLEREEL  WBEHAEEE

ll“i o

= FTRAL

ARRAEAREFETIER > TRALS AR ~ BRAKZA > o THE
36AT~ o AL T HEA BT  MELBBTEROFHLEG L Ry
A AT 4% (Vuorre etal. 2024) » R R#E 5814 B 4T R A BB oY 65
> MR AR BRESREREE R > Bt BT IRBBMRED T
% 310548 69 IE X A5 -

& 3-6
AEFE BRI FEE
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s MEBMNERREES
o BRAIABER
o BIRIRIZE D RIBR

o BERIN T AL MR
.« SREBTHE
o +HEERME

o %RIAIE DRI
s BABBEE
%R . XFME

(@@

<

\

ogy
wE

i
X

SN

E S

— HEIR

(—) A #3t4E :
1 AFARATHRAZ A D Gt 88 1 WAl ~ Fie (FRE 1825 %) ~ # 3k
(%) B2 (EZ2ARE»XFAELEN)  NBEMERLRER

AT ©

(=) AlEEH g A :
L Al¥7 B &M ER (SSCS) (Karwowski, 2012) © #~F B Al R #24%
REAT - AFEARER  dlikert Ao BBAB KA THBER £ 11
A aRlE ) B &Ae (CSE) foAliE A MEARE (CPL) fk i &R &R

B -AlEZBRMMIAB 1345689 Hx78 - | EEAEIA
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B 1271011 *&A - THo54FFHn > L8> AlEMH A RES

FERITURMA 11 EEES s FRARTR32

* 3-2

By B HBEAT E K LIRS

¥Em ki HE B A48 %% XRR
& RE 3%
g E g Q) FeERT A MO REHEY  (Karwowski,
iéy %é f); EE 2012)
% @ Rl B bl
(6)  REYRGARLR A TR KA A
&) ) %
6) HKEREHE CRERAEAEEY
R
B RECHRENREETRAEHLE
£y B
© RENHMARBEB GRRT
ES
ﬁ g 1) RABHRA AR BIEAGA
B R
[ B Q ROBEZIHRLHERER
7 RA—EE AN GAHBERR
RER
10) AlBAZKBTHERSS
(11) HEeIHEHZRABEER




2. mBEAERE AR (N) (RHFTE > 198)  NERIAKERIT
BIER > STAFRE A ~ 8@~ BAIhEER S > Rwibdx B RIS
B BB B ARFH S -

3. B3 L Fe #HR A% /1 8% (The Wallach-Kogan Creativity Test, WKCT)
(Wallach & Kogan, 1965) : &AM B E M A BH AR (A) FEKRE
MR FIRE » RABF A JT P AT 4205 R P9 g AT AR R 0 BOR AT B B R Bk s R
B F 49 45]38 813X (The Instances Test) T AT R &gty 13t o 2K
BRATAIF I 5B AR 30T FETRAL AR YITA R
Ey o KRR T LT A el A% A AT o

(=) %A :
1. E&a®ERER (PANAS) (Watson et al, 1988) : 7 AT #1147
A7 BB Likert X582k AL 208 A0 EaHREEGHERS 10
A AEARARNEHERZIER 2 F R FEARAIX D4 > wHAHEL

4B 78ER AHoERFERESAE  HAaGHERL 'R & 3
30
% 33

E G R AR

e  HmERE AR A2 B %% K
iE t A Watson et al. (1988)
II"; 25
" 5 0 m
®) 28y
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©6) I 35
) BB
11) BRI Y
(12) 43 B4
(14) ARG

° ;i ) 168

E g @) DIz IR0
) VR
® M
10) iRy
13) EERZEMN

(w) ARG IE - ENBBIEST > FRLEK 34

1. stiZ R (immersion )

CRARFBELEEHN G R AN INERERZA

BRZ > %% Witmer ¥ Singer (1998) ZHt % > KRB A RIEH X% > £ 5

AE e
]

2. &35k (presence) B ERAFZATRXIEHRBEREAFAELTRMAG

R 2# Witmer £ A (2005) XA R > RBAFRIEER S » £ O

£8 9MmMR@ S -

3. BT EEH EE (Virtual Reality Sickness Questionnaire, VRSQ) : 3F4&

ERHAEEBETRERATARNAGAERE  wEF  BORRFES

% %% Kim #A 2018 FXHH > £ oA -

* 34
[ HEE R B ] AR 3 7
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i % A48 %% XRK
& %
I 1) EFAGBBEET > ROGSHALTH Witmer &
= @ ERAFERHEEE  ARFowEaE o
R R (1998)
F B REBBEAEFT BB T > LA ELI 5
FEAENE
4) 2 W RAIANE T WS T R ey R
6G) BREBEBABANE TS TRHELERA TR
a1 12
% (1) BITHBERFHoR Y REFTREET Witmer et al.
15 2
§ @ ERERFERBRS  REBKEEL
R
e B EHRAEBTHBBHERE  ToAFWTEL
N R L)
@ FRAEEATHE BT L ERLT
LR
G) BRPBLBREERTHIFNELE LB R
6) FRACIZ G db il JE MR AT ER P 09 I EHIE H R
(7)  BWHEMRERE > BIAERBRTERRI
R it ¥R
Q) TRETHBERN G TRIEN - XEKM
RERER
©) BHEKRLEREREBFAFTLAEL
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)i w1 25AFE Kim et al.

®OB 2 KD (2018)
YOR e mm

® A @) EREERS

# 6G) MHEPEEHE

¥ (6) SARSIIK

=

7) AR

@  PEREF B X

© %

Sl i I
(—) 3%# : BE#H T %ME HTC VIVE Pro Eye ; M 4B A A 2 EAITHS o
(=) #kB& : B2Ea % Tilt Brush VR (Steam £ % F#) ; MA TR

SurveyCake ; %3t #52 IBM-SPSS 23 °
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fwmE HREXR

AEHZRAARATAEZ /LT SRI oM ER  RIFEH T B 4R
ko BSREBE ST AR ABEB R0y AR - FHEL NS
BE L BRAEH -

wONE AR B oA 0 EEAT=H T H# EE S H (Two-way ANOVA)
AT BARALBRERYRES XREATESHER > LEANRA 0 BHE ~ AT
PR EMARE ~ B GIRGGR oM R FRELLS AR GILRER - %
GEREBMEN AR EREE M > AR TH DG R ATRZ AL -
%= AR E SN > IR MEE BT R XU A
BNZREBEHGRITER > B FPRALS B FARKG A B ER

A -

A EHRERENESNH
— > AR A B IR Y TR R
FARATRAEZZILE BTSRRI M > P> SHATRABIEZ E
B LAMERELR AR BRBMAETREA SRR FRTAKLAE
MEE > R EESX TRBEBEYA  Eathk - E@FR - A% 8 B
BSHERIEN R - ERFR B RELES B RBSY IR G AP #at

o BAREATAR BALR I » DR R 9 IAAR Ju R DA v AR R A AT R o 0 4B Al
N1 RIBREE S o dboh o A BAR ALK AR RIR Y S1 AT R ) EAE 0 AR B A
BARERS THRM A, FREBGHWERBERAE N AR IR R
(SREBE) UM BRRFEGEZRALENRRER S HOBM >N - FH
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AN A N RIBRIRNG N Z AT o A LPTAFZ AT R RIBIE RS X WA - &

SN 5 0 S A0 BB TORHEAT 43t S AT RS

=~ IR R)E AR
BHEGTRBFANEELAELACHERELY KL > XAAXUER T4
Z #5454 (One-way ANOVA) B4 %k ATl h 4448 (Bt R &
MER) RAIEAEE (Bl B RBMIALR NP ERFS) MATHFEREE
ER - pMERBET > wasEQERATA (FG,131)=049,p=.691) ~ &
B RGATR (F(3,131)=1.09,p=.357) -~ £l 8 &L ATH (FQ3,131)=0.42,p
=.740) > AR A N RERAT R (F(3,131)=1.00,p=.396) L% kg £

B RorwaE A RIS REIRE Y 0 TR ETRETHIH -

=~ I 8 TR SR S 5R 2 B B AT

PARBR IS A O i3t 2 5l s MR A A BRA KRG R 0 RERRHAR
ZERRGBRLAME > AAR> AN ABEF M (Fi#r) ~ BHILEARATRE
(MR~ #H4ABER) BTRITRT - KRBT £TA AT LRI S B RK
YrENERHEST  MREBRELEIMBEAM (FFF pEERH.05) » #or
SR GALHARERTETIEN  TURAREREARZEARE

Ry W R3dm o

W EETEEEESMER
BHERWESAELEEREERBRTATAARRNRENRER > L=
FEEH S HRAE ST S £ (Virtual Reality Sickness Questionnaire,
VRSQ) m# x££ - RET  BEHTHEE® S A (F(1,131)=0.03, p = .854,
n12=.000) ~ #EAEF KX, (F(1,131)=0.76,p=.386,1>=.006) L HE X ZIFH

(F(1,131)=0.51,p=475,0>=.004) $&H = xS REBREKE BT ARART
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FEEFN G FERB ARG  RERBEEERRE R - WERERREE
BERBEERT A TRAAZ & ORRRTEEZFRES > BB Etm
FHEXGYEEDE -

B SAMSKIREESH

— > R SRTRR

EEGEREEDLE > A~B-~C 48X - FYME%ERBRATRIATIFAHIE > Bpi R
8 %7 AT R A 4F (M =0.38,SD =0.79; M= 0.40, SD = 0.98; M =0.42, SD =

094) D% (FSD Bl % 8) X Em R ATA R A 2 F 8% (M=-0.11,
SD=092) - £ a@mBERMEEE BB BY A DR B AR ZTEES
(M=-0.74,SD=1.03; M=-0.05,SD=1.13) > BAT£4AR > BHHEB Ca

mDWEZEH2ME (M=0.10,SD=1.26;M=0.61,SD=1.11) -

THCARELERRM oM Aw - MARE N RABREER L HMD & A @
CHEEAMYE (M=0.19,SD=1.01;M=0.11,SD=1.01) > BATHHER >
FSD &) B@® D@2 FHE2AM% (M=-0.06,SD=126; M=-0.33,SD =

1.11) - A1 A PEE > BARRATRBRRE R BT X - BIE@EHERE
BB H AR MR LA BENES > RIFEGR By B AR LB

* 41
RTF I 2 #4375 B &
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Bl B AlhH

St ERER aaER RS Bl UER  EHR
A N 38 38 38 38 38 38
HMD 3448 038  -0.74  -0.10 0.19 5.78 5.52
BIRBR ymm iy 079 103 068 101 095 077
B N 29 29 29 29 29 29
FSD 3448 0.40 -0.05 -0.15 -0.06 5.39 4.78
BIRBR ymm iy 098 113 072 126 077 080
C N 38 38 38 38 38 38
HMD 3 0.42 0.10  -0.23 0.11 5.55 5.39
ROWBB jeme 004 126 077 101 086  0.72
D N 30 30 30 30 30 30
FSD I -0.11 0.61 -0.54 -0.33 4.97 4.35
BAER jemy 092 111 067 LIl 091 074
st N 135 135 135 135 135 135
Fi41E 028  -0.05  -025 0.00 5.45 5.07
BEE 0.92 1.23 0.72 1.10 0.92 0.89
7 CEEER - BRI REAE S B RS AT 5 BUR RURAT R X £ 1A
VE B % IR 5 B35 R E5R o BAZ B AL 4% LAAR B v TE A8 Ao PR w9 ik 2 AT R 4 B

13 3| £) 3% 11 PB4y o

SRR
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A NI—EMEE > KRS HBE Cronbach’s o A& 443t T & R E ok
42 P~ 0 a {EE KR 0.7 BAHA MMM AIE p<.001 > BER1EE R4 (Taber,

2018) -

* 4-2
AR EFEZIZE DI RFE

HaE/Ek A B ¥ Cronbach’s a

AT A 906™*

£l H B ML 11
1% 8] 939"
AT A 848"

E R 8
1% i8] 853"
AT A 838"

& & Rk 6
1% Al 842"
B A & B R B 4 749"
TR RE & 5 729"
Ba 3 R E & 9 776"
ERERSEEE R 9 877

" <.001

FE=H BRTREET A RIUZHEEER
=~ AR BT RSB X RITR K
WA= B AR SLAROR S R MO AT R R BLAR SR T R e 7 A IUR R
2R BRI KL Bl G Eio R44 - ERER D EBRTR

BEry A ILFREA BB E E4UE 0 F(1,131)=10.00, p=.002, n>=.071 > B&>~
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HMD %8 %88 ¢t i% B8 % 3 7 FSD 41 o

& 0 F(1,131) =4.64, p=.033, 12 =.034 > B85 4% 4% 2 5 48 B0 R 7 8
o RAHNZRAFBEERDAER -

FHIUR R © hE BT HoAs B A % 5K

E&/E/}L/Xm ﬂ'%ﬁﬁ%i
XA A 2R

F(1,131)=0.32,p=.525,12=.003 * i & S BM LB L » & X LA R -

* 4-3

I HEE IR T A~ BB A G AR 2 ANOVA

%2 RR SS df MS F p N>
JE B SRR A 7.76 1 7.76 10.00 002" 071
3040 7 R, 3.60 1 3.60 4.64 033" 034

BT R A
0.32 1 0.32 0.41 525 .003

Wk ko X

WE 101.60 131 0.78
48 Fu 4123.56 135

p<.05"p<.01

*k 44

EHEF SRR S A~ 2R A G AR 2 AT

HMD FSD
HB R T R N M(SD) N M(SD)
95 4 05 B, 38 5.78(0.95) 29 5.39(0.77)
Fo A 2R 38 5.55(0.86) 30 4.97(0.91)

=~ RE BT MR X EEE R



UoHFHRIARRGE BRSO ERTIHER Y X~ BERE A0 X H R R
ZHR > ERwEAS > SRR R B k46 ERET C EHR TR
By XABRFR EABEEEL > F(1,131)=46.01,p <.001, > = 260 ° 8-~
HMD #4412 Es35 R E SN FSD 4 - HB A4 h X LBEH R ETABE
£E 5 F(1,131)=4.61,p=.034, 02 =.034 > BT 4% 4% 4 ER A8 BUR AT B2 R AE A 23R
FEEG R - BB TR AR BB R T AHBGRAABEILNAER -

F(1,131)=1.32,p=.254,12=.010 > M & $EMELIE L - B XL HE -

% 45
I HEE R T A~ B B4 A LB 2 ANOVA

%2 RR SS df MS F p N>
JE B SRR A 26.47 1 26.47 46.01 000" 260
3040 7 R, 2.65 1 2.65 4.61 034" 034
BT IR A
0.76 1 0.76 1.32 254 010
07}‘5&
WE 75.36 131 0.58
48 Fu 3569.62 135

p<.05"p<.01""p<.001

% 4-6
EHEF AR T A S 30 A A B R _E 2 At %

HMD FSD
HERR R T K N M(SD) N M(SD)
Y5 4 5 B 38 5.52(0.77) 29 4.78(0.80)
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7 8 38 5.39(0.72) 30 4.35(0.73)
BEmE o BT RERT A e B FRAENZERGBARAABER

ZAER - MARRGERTRLEBT AP > BRTEBRY AR BREF X
TR AR % AR BRSOk o HMD 48 87 FSD ~ 42 84 9 B AR B B il B8k > A
F 58 IR R RS R, o

Hib o AARBE— ERTHEEBRITZTEREE (DUZR ~ EBFR)
T ARBARLE RIS R

Hla @ E#ETHRMER T X HNZHBRAABEEE - (REL)

Hib @ # 5B h KRB EABEEHE - (KR)

le: EBRERMER Y AALRIL S XA ENZHBRLEEARLER - (R
AR 3L)

Fwih EHRTEEBS ARG EA

— > FREHSTREB S X R IEQH K

UR_RHFHIAARE R EHRTERRT X - BERA 0T AHESE
RZB R B Rwkd7 > BBl st B o k48 - B REHR  EHRT
BT X EEQER LA MBS LR 0 F(1,131)=2.66,p=.105,1>=.020 > #
5~ HMD $2 FSD £ E @ R AT B S IA R EZ B R - BB AR5 AL LE

MR ERFEREEER > F(1,131)=2.17,p=.143, 1*=.016 > BAT RSB E R
MAEBEHERFERATZAFILAREZERAE - ERT MR XA LBBR

FRAHEGERAFBEIEAER » F(1,131)=3.12,p=.079, 2= .023 > & A
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* 4-7
EREE IR T A~ B B4 A A IE 1R 2 ANOVA

%2 RR SS df MS F p 1>
JE R SRR A 2.18 1 2.18 2.66 .105 .020
Y3040 7 R, 1.78 1 1.78 2.17 143 016
BT R A
2.56 1 2.56 3.12 079 .023
Wk ko X
WE 107.28 131 0.82

4afn 124.30 135

% 48
EHEF IR R T A B 38 A 5 2 # UE 7y 5 B 2 It 4

HMD FSD
HBE R T R N M(SD) N M(SD)
95 44 05 B, 38 0.38(0.79) 29 0.40(0.98)
Fo A 2R 38 0.42(0.94) 30 -0.11(0.92)

Z AR EBRE SR X EE 6 R

B FRIARGEBSHERET R X - B8R0 X amF
BRZHR - BRwkd9 Sl st Bt £4-10 - BREZ  EH
EHMBR A LEERERABEZR > F(1,131)=9.35,p=.003,1>=.067 * #4
= HMD #4425 48 87 FSD 4 » fEAT A R B A £ A% 60 & |05 R FROR -
BBAoT AL EREABEEER > F(1,131)=14.45,p < .001, 1> = .099 >

BT LR A S BERBN R GBA > AT RAER RBREN A @FRE
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RBOR » B BT BB A f HTAHEGBERARBERLAFA

F(1,131)=0.22,p=.640,1>=.002 * vh B H ALK B L > B X ZAG AR -

* 49
BEREE IR A R R4 G A B e R EZ ANOVA

%R RR SS df MS F p 1>
JE B SRR A 12.07 1 12.07 9.35 003 067
Y3040 7 R, 18.66 1 18.66 14.45  .000™*  .099
BT R A
0.28 1 0.28 0.22 640 .002
Wk ko X
WE 169.14 131 1.29
48 Fu 201.67 135

p<.01 "p<.001

* 4-10

JE HER AR A~ BB Ao T A By TR X LS

HMD FSD

HE R T R N M(SD) N M(SD)

Y5 4 0 B 38 -0.74(1.03) 29 -0.04(1.13)

R 2B 38 0.10(1.26) 30 0.61(1.11)
BREmz  BEBHTHEERIAPBRDTAHFHEGBAFRERDNF

oo AARREMEFRTREBR T T BERT BRI A B BR07 X#HH4E
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RATH aMBERAEBREHR  E@FRAIAA BEHBR - HMD 48 8% FSD
YRGB AR B RO R 0 AR R A R A Rk

Hit > ARMBE= > BREREBAFEEE (ERFHR -~ BaHER)
o ARBARLE RIS R

H2a @ E#ERBRIAHEE (BaBER) BABEEEIBE - (o
)

H2b : #BR%0 X#e (AmBER) BABEFEHE - (5 RI)

20 BEBEREER I ABLBBRLOFTAFELAARIHER o (RA)

ARG BETEEBTARBLRNHA

—~ FEEHBHE R T XNELE ) B RBMS

R FHIARG RS ERTIRER T A ~ BERR T X HAEN
BBRMEZHR > &Rkl S M43 E R o £4-12 - &R
REBRETREER AL ENBERMASLAFBEEZE£E > F(1,131)=2.09,p
=.151,02=.016 > # >~ HMD ¥ FSD £ ¥ £ /1 B KRS AT R B #ILB R ER
AR - ¥R AL RN BRSO LABEEZE > F(1,131)=4.40,p
=.038, 2 =.033 » BA T 4R 44 2GR 40 S L AR BUR FO B 4 0 AT B iR
DA B AR R R - BT RMRY AR LB R0 A LR E
RS RABEERTAEMR > F(1,131)=0.99, p=.321,12=.008 > W B % 1A M 4% it

Wi BREABHER -

* 4-11

JEHEF ARG T A~ RSB G A AT B AL EZ ANOVA

8 RIR SS df MS F p N>
JE B SRR A 1.06 1 1.06 2.09 151 016
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% BB & O K, 2.24 1 2.24 4.40 038" .033

BT IR A
0.50 1 50 0.99 321 .008
R ko X
WE 66.57 131 51
48 %o 78.34 135
*p<.05
* 4-12

I BT IRAEGR 7 7~ LGP B o  AAEI ) BB L AL

HMD FSD
R FF R, N M(SD) N M(SD)
5 48 0 1B, 38 -0.10(0.68) 29 -0.15(0.72)
R 228X 38 -0.23(0.77) 30 -0.54(0.67)

=~ R R E B SRR S A% S R

U=HFHIARRGEBEH O ERT RS K B4y X A 7
BlERZ R 0 BRI K413 BB RS B k414 - BERBEHR R
Bl R4 E iy XA RIRAFBREER > F(1,131)=3.34,p=.070, 1
=.025 > #85~ HMD $1 FSD £ #£3% /) BlE AT % B L R £ R R A8 - R R &%
BRsoy AR BB LA AFBE £ E > F(1,131)=0.87, p=.353,12=.007 >
BRI LR L B R A H A ) BB AT R R AR R EZERAM - BHBE
BB XA sy X HAE AR A AFBAEREI/ER » F(1,131)=0.25,p
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* 4-13

I HEF ISR T A~ B 2B A0 T A A8 ) BB E 2 ANOVA

%2 RR SS df MS F p N>
JE B BLAg s 7 A, 3.99 1 3.99 3.34 .070 025
RS R, 1.04 1 1.04 0.87 353 .007
B R X
0.30 1 0.30 0.25 615 .002
RS T R,
Wk 156.39 131 1.19
4 Fo 161.65 135
% 4-14

JEHET AL 7 7 ~ L 38 A0 7 7 4 B8 ) R)GR 2 £LE 4 3

HMD FSD
HERIR I F R, N M(SD) N M(SD)
5 48 0 1B, 38 0.19(1.01) 29 -0.06(1.26)
R 228X 38 0.11(1.01) 30 -0.33(1.11)

ElRMmT  AREMESRTIRERT AP BT RART AR E
B RBENR HAHBENER TR ENRRAABERR > H
Bl B RMSANABRE MR - LA B KBS L > 3 ARL RIAR B AT R
ZRTHEAY  FBBLBEBAABN BB LR HAEN A RBSHE B4
2.

Bt ARER= BTGB EL A EE (BB RS~ Al
J1 R o ARIEF R EE RIS R AL



H3a
H3b
2 AL )
H3c

)

P EBTRRRT AU BEARAEENE - (FRL)
PMERRL T AHAIE S (Bl BRMS) BHABEEEIHE - (I

CEBRE SRR T ARG R AR LEAREER o (R
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BEE HHHHDH

AAREBIFRERTIREBOEE > 4N ZHMBFH > KiTHaE
NBE - FRFTEREO T X > REBHFBITHRIT 04 - TREAREBR
BEmER RELSSGERTRER - BREA BB ENFROGSH % -

AEZESCAARZIERER  QRARPAEEMBR > B8 —FHRFAREE
BERBBRT ALNZHER - FHRRBEENRR OB ERTIE - WEH
WAZHR 0 (—) ARER AELBR; ARG EEET > B4 EH
FABR AR (=) iEAp3tem @ HUR AR - HHRemA R ) = e 0
HRETERATER ORI > BRBEARATHE, (=) ARERREEA
B HHARRHERERATHER QB BRITREBREEE ; (W) R
PR g2k R - AR AE P AT @ ER IR B EARAR.  ARIE S R A KA
REER 2% UEREAREBRFTEHSE -

B8 MR&w

AARAZR FERZRARE E#HE 57 X (HMD # FSD) #°R
B %Rk a X (RSB EF L) HIUZHR - FERefgeh) &Rz
B R RIE A RIBE SRR REFRITRE R R BT AR
FABHBRI T XL ERRAR AR ZARRE R 15 B S BRI RILFE I

— ~ EBE BB AP ICR AR 6 B 14

BAREBRTIEES SR (HMD $# FSD) #5340 R,

&R AT o
(ﬁ‘iﬁéiﬁi‘fgﬁ-ﬁi}f ﬁﬁﬁi) /ﬁ-/}b/xmﬂig\vviﬁmié‘i% )LE'VFFﬁ 49%% ifﬁﬁﬁ
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FEME - BBEM T 0 £ A HVD 89 2 8548 8% FSD > 825 3] £ 3 69 ILi% Bk
PLEE I RR 5 WA AL R BB R BRI B ARG UL RE AR o WP B — 3 AR
1 H1

b AR 3L » Hlc R AR 3L ©
— o EBERBET ALE Y RIE S 1A

AlFEERT G BRTEER T ABBEB R0y X\ & @aER EEAS
EHME - RRAKREER LR BRE T 2 Bty R LRI R EBEEK
Booybth MABGABMTEIEAR - Hib > BEAERFHEERANTERT S
Bz o 12 A X e eI BUORAD R 4st 4% 0 AR RABER =3 AR 3L © H2a $2

H2b & % . 3L > H2¢ R AR 3L °
= BB BRERY N EAE N KRB A

Bl h%En A "R BRME ) B TEIEARR ) RIS H P ES
EHBER T XAHDE S EBEIRR > MUBRoy XAMEH A1) 8 &
B BABEINE - ARBNBRBMAT @ BEATA QNGB TR
AR T SRR REAMREREBRANEZALBHRSWERBELSTFST D
FERBETRENR o B RBZ =3 3L : H3a 8 H3c R A& 3L > H3b 3

A

EHRmz > AARRET ARERET RGBT AHILZRRE Qa5
RAFEE B EMR > B BERIE N B B - MAE R BT RBEE T ¥
E G 15 B A& RIEBRZ B ERRATR

LR R



— ~ EHET R NG RR % T X o5 % B ouR A R

ABREFRET 0 HMD #8887 FSD 825x » A B % ¥ 569 ILiR R L ER 355 R
RAE - BXBRFEHA TR > D AANERT NS HERMESEE D TER
OB ARRBIRORIETIE  SHEHEE  FHNERERENET

3 (Kuvar et al,, 2024) »

B BF > AR RS IR AR 405 R T R B LR B B AR S RO R 0 BB A Rt
JE THR BB AR AR BB ESE > RAREADEMMAN - B b ERRNEHK
Bedheh sy & o AR oe ~ A8 P EReytZX R (Granic et al, 2014;

Jackson et al., 2012; Whitton, 2011) -

MEEZRIERERBERLINER > B rwmEF5 55 L BRILZHEER
BEIZ R IRIE I RABE o LT RE RIS > REHINEFEERAR RN £

b

THER B S8 XM E O RE o H 5 HmE R BT AR X HT

W

ERBROBERRAEGY > HMD BB R AL TIENAR > B EHHHY
HEENEFTRETHER  TRESOIURRBEESG KR © #8507 X #H Lz
BEROBERRHGLALERRAZE EEH  BEBRBEHRE T XIS EE
PEIREXGHABMEHIANS > WRNET > BFBNEHH LR

D

L/ ¥
RRSLER I R

SR RO K E A XIKRE VR AEBEASEEME 0 &
vk 2 PP AR 2 R4 7 KR R K 0 BRI AR B AR A RA B RIUIE MR
B BPAE N AEBREEE) R 5 0 T DR EE A F a9 4R 0 A RAFe LR
B o B — im0 REEEERGJE A& R Akde L 0 BPAE R AE A o iR RS RGIL IR 8

B BB RS DA E > RREALOESN > ERFREFHIE

49



VR AR N B R k0 O AN IE R R R R

AFRAS I, HMD AB 87 FSD ~ 4% 44 25 AR B0 Fo il 8L S Ae A 2 %
KB mIE R > LB RERFE T B T IR BBR LR B FEAD AN o ARBEBRIK
TP MRMARER > RN RBES R BESYRA LRS-
FERE B RAEGHH ~ FIKE G EHOMR (Diemer et al, 2015; Riva et al,
2007; Somarathna et al,, 2022) ° & &AM RATEZIARER » REEHR T KL

B AR ABENDERR > AARRET AEBRTIRERT 4

i FHEIUZ MR HVD B85 7 X SR 84 25 B3840 7 AAE K e el T A S
AEBEERABFR - A > REEH T MR T XEBRE G X I

AHEOERELABEZDESRRE M T2 EBRTIERE RS HMD ~ FSD
REER R S RO HEM B RO ER - ENFEFIMBELRE

\Hn

.}.\
:m Jr

=)
K
kS

E o
=

B & R ¥ Roett]l #1 Terlutter (2018) &9 A AR, > J5 #8 B LM BRI
FTRFNEGR > RARFAEOFR T @IEALARBEN - £XFRIKFAT > &
AR EEEIRE BREN TR ERRGTRME  BEBE R UREN
HRERTAREBRETRBRTATHEENTE  ERHRKRARERLL AR
EHR - MREE LA XL > BEBRTREBAEBTERTE SR
RELES 3 R 0 B BRI B R g tE A RE > AR - BB F R G 1 R

(Pallavicini & Pepe, 2019; Pallavicini et al,, 2019; Pallavicini & Pepe, 2020; Reer
etal,2022) - ABRWEBRETRBBHEGERZIAR  XBRT &A Rk A5
RERMmE FyTredk -
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EBREREBRHEGBERTRFEAZESR  EEARR L EHRT HER
BB ERA LT AGBE fER B A HACE K o Gl o ERAER ~ Hib
BoBamk c HEREEE > A RIERMAAFINZRE FK o R Fredrickson

(2004) &9 "¥RBEZEHMHEH | (Broaden-and-build theory) » E & 1§ RELFE
B ZREEZ > M ERHRRIER KRB RN > XRTHRBERAALT EH

HRELBARE > MEGHREZBERBZHLER -

~ HMD $2 4% 42 2% 18 0 %) A 2 AR 8 &) 15 RR

BTEGRRSAFEELEENE RS FAERTEER Y XARE G

o F REARNH & BERREBERR > AL Z NP ERELERIER -
EABRAR S P IR SR e o) BB R AR AR — P
L S T EIYE SN

AR IR BT A B BRI BT R F AR REZRANGE
Z &) BB (Diemer et al,, 2015; Somarathna et al,, 2022) * Bt > REEHR T
BRI ANEABFERARERE  BARINZHREZZNVE - A—F @ %
BayF SRR IR R Z E LA ARG BENT A BRBRBEBNFEZ
ToEMRME SR ZAEY - 1t (Granic et al, 2014; Jackson et al,, 2012;
Whitton, 2011) * tbho 2 ER kAL 5 S N B EEE) - H 5T AR AT 892X
R BELRERBENRARRRSIERT > ME@MLERREGLEL Y
RSk & mth Rk -

B gk > ARIE XK 4R 0 R BT S e X BB o 7 X T AE 271
BhEPREORABEFERLER > FRANFRECBAELE &
HMD #2352 £ 2 55 AE R4 K A mdF Rk > ML X R R F AR ZAEA -
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W~ B3] B AR B TR

FERFER P 0 S5 4 #4T Tilt Brush VR BI85 1% > 34 L R AR
HBHR RN BEBRMSHHRERTEHMEY  b—REEFE—FRK
Ho BB RMEHEA —EHBIE  fEmEARBRYCERETMIERAAR - F
MofAL S PG T RERGIKEARR] > M A BMAEMPNH A SN EM R0
A R T8H (Fredrickson, 2001) * £l¥ /) B KA ATH BT 9 28T FAEH
THROERR T TR R IESHRARBEMER L > T e E T A&
B $i%kAE (creative self-efficacy ) A& 9 &y EAFHEA R -

HAE Bandura (1997) &) B HRBAERH > B R CRIBEE R ER AT
FRBEAL  BRUAFTIRFCEHFEINEL  CeREFEHEARS
TRRAE - ZAEK T RERT R ERABINE > SR ETRHETH
REN EARTFIFME - M—RETRRBRE S AL LR TREAMERHLEAY
RERBRMIE (reality check effect) ° Hib & 28 HE £ VR B5 F KAt do TAHA
WOBF EATAIME ~ R BRI EAAE OB ER > BTRERLE A FERS
EARERNN

R (2019) £FR R F 54 R BERAIE F ey £ ) B BAAE > RAK
A5 A B L B AT AR ) 69 B J1 By B A FE AR B o Lin #2 Wang (2021)
BFARFELEB  VREAMFZHRRITZE XN TR EEEE > BHMAEE
HEmE E BESN A R RAEVE BT VRERH AR @R A R

BE o VR BB RO ITFHRBRBTE M > AR ERERBEHIEN
1B, 5T fE L R B 1B A2 P 3] 38 5 893040 @ 47 (cognitive load) ° #EMmHp#H] B
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AR AR © ARIE Sweller (1988) # Hi #3840 & #7323 (Cognitive Load
Theory) > BB HRETRBSIERAEMENRE A (4 Tilt Brush VR ¢
M4 ZRR - BEFE - T B0H) > §EATFLRER  BHoA%SIELR
BIAT > Paas £ A (2003) B35t > S ARG BRABRNAL B RN > RES
BRRTH > BHOTHERRE B RIERLETEROTHE - LFARTEL
TR AL R BB RIFO9HE E3RGT RAEF T F > THREBGAMEE G om R

Ml > MEARA|E N RILE N £ EH (Makransky & Petersen, 2021 ) ©

R AT 0 BEARE BT LB G IUZ AR A BN SR 0 (218 & 89 3R 4E
PRgo QAT T AEH AR B RS AR B - AR LNHFHRT > Tilt
Brush VR #2832 4t B 0 v X a9 BIMEIRIE - Ar 2 R 3R1F - T A ¥R M4
BERERNTRIE S STRRESELEENEREFATLRRANOESN > ER
TRIZE B BBMSHFRGER -

B BBRGRHA R ARMSABRHE ERBE

BRI BRI AT R FICZRERTENMY > AMmBREEBA
FRBEBREVR R BBRE > BETREME GRTANEHEES > ERILS
PLEH A TA A S CHERE » FEA R R SURRIR ST BB E A &
PABME ~ B ERNAEKEES) X4 E (Granic et al, 2014; Jackson et al, 2012;
Whitton, 2011) 243 AR AAFE R T/ > AT EA & RBER A
BRMBEER  BAAEAN " 8 RRAETER ) EBH RE KB
M o 5§ Bandura (1997) AT3%3AEY " B Rk | — B FEHEA BRtR

R > EAE RREBRAL FRATIR R BA %
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WRAE SRR » A1 R A& R B UZ A% (Hu et al, 2016; Lin & Wang,
2021; Oubibi & Hryshayeva, 2024 ) $215&-ate ey B & » K R 4F 4 E & B 14
(Green & Kaufman, 2015; Gu et al., 2018; Mercier & Lubart, 2023; Moffat et al.,
2017) ° EEARAMRZARER BB BBILRR R BE - TUAFHERALE
AR AR ESER > EANEIE ) B BBSH BAFAIBR o o URRIR
VATEL > Bl MR A B2 S S S (Wouters et al, 2013)
B2 F ZHBAMRF BB EHERRANNA R AT AABIRLEE R
BT RGZER - BEMT > RARRE TRLHRALENBARLEEAED
&7 AEE o

=% SRAMEEA XS

FARE SRR~ FHRRAL G LR RESHEDEAREHTIR
BB CERARPEN S ARA > BB 2X2 BTk A RAMLRT E
BEEER T ABB BB h ARE FHEBILARTHIE » RIERRLE VR
2T ARLA AAMITRBERNZGHF AN TAHEEECERBEOBE -

FBRRRF T X @ R RAR LG GO SR > AR T B
S BRENEEBBREERENARLEE - RARAREL 7 AR
o~ HgrRBAENEARATEER LY LR BHRABREBBRRITE
BAERAMBEHERIAEN B RBSHES - WERFAERBRTBEHH

R F AN IR IARFACH R - & M AR LB AR R P
MAE BAFERA S LBEE IR EHLENBENERN -

54



EEBRTRERT AT B ABARTLEERAZREE SRBLAHES
HEZEFTX > URZEBARNESLRTF DAL EEE A BA (Lin et al,
2017; Oubibi & Hryshayeva, 2024; Yang et al., 2018) 48tk > KB KA 5 T A
AB B 69 4R A O KL — B B K3 A A 308 o sL3R3t RE %I T AP ER » &
FAEENRET BB T RH IR~ B REEmEROBESR -

EARRARER - BT IREBRARMET M BRI AT B RAAE
o T iz e PR I dokde ~ U2 8 S BRI A1 ) R A2 R X
oo BWAHT C AMFAS O KRBT EHNING - BT EELINRMBERE IR
AR ES  FARBA RN BRI FLR -

EAF RO T HEEMEZ P > Tilt Brush VR B AR T BeyEA > A et
HTEBETRAER FHELR) ARSI =ZF IR ML - SLERTERK
FETHEXREAEARBRNER > PATERAIAAHRFTERETHER T
8 o R AR S B AL o Tilt Brush VR R RAFA B4y BB T 6 > A —MET
UARIE N ) 3840 % KA e BB it > AN AI A KL - BEAG Y
G BRELRRES AR HBBAHN - WELEE hAEEE A
Bl M A BB SRR AR B A AR RN ARBMHUT F
Mo EERAEE > LEATHERE N LA MER T A (Kay et al, 2023;

Orasi & Sameshima, 2022; Pissini, 2020; So & Lu, 2019) -

= E 7 Y
AEBRARE @ AB R RAG R BT BT8R ko 7 4 18 A Bek fh L8 8,

NERPPEURMREEGKE > ZAMET T RS aR, £AKNE

BRI LB - BB T HF BRRZBEMORT SR - AREHAIRS
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S RN BEMATREARAL THREF - R THEAHREREHFRS
B RIAGRALEHEARBBO TR TE - BEZEHME - A HEAFTRK

NEYFRYE o R A AR A&  BIREAR R ~ Bkt~ BT R EHA
PERR > W

NI EEAR - HHUFRG ™S > S ERABEL RN EEAES
F

R ECE RS2 S LSS

BERHBFTHZBTY > NERXXBREPDBZRAGEGREITZR > A N2

1

AEFERARTZHEEER - b B L ~ I RALRF4EA HMD i
AT TEEmEE ) R TEBRTR,  BEBREZLAXA KRR - AREHER
5% AR AN KR A FERB L AE K - MALR S TER
OB 0 R TTRE G o NE R R SRR 0 B ERAET B2 A T
A AR mHAMEES  BARKMER © thdofe 80 KA HRAZ P sk A4 T Tilt
Brush VR Z 3289 X AME T B - RE A £ B HAMF PR B A - R
BlE A1y AE BRI B RS o BRRERGR 0 DR B EOR BB £ R
Bl §ARITAIEN B EZ B R REREH T > L8 A MR A BAR
BREMBAERSALERR T RFOUE  MARZIEURFT LR LA &
AN ARR - b R ARITREEIG N SANEREE  RE4L
WG RK N BRAITES ~ RARAES > RS B BEE EHTR 4L
RRERENGEE - R EERBIRRBAETENEE > AR B BE
ITTRERGHHEE4E 8 TR EMIEE -

ARAGHFTAEULEEGBRT @ BEVHTHNE R HRE
MIBEERR > HEBRE NS EABHNHEICERRENEE Ml - BARA
M EEE SRR RRG AR B @ F e Rb IR R AR N AR R FRHETE A
FTRANBBEAAHER - L N HRSRETHAERTRHEIABRFRY - &
WA R TEHE—RA EEEGH MR S RA A AR FRRE > 5%

EXALE T e © HmEE~T 5 AR X AIMEE VR B8R E > & T AEANIA
56



MEHHRE  RAZBENKR LA DA > SRS RAEEBRER T A dAME
Fh o FXCPEERILAEH S REBE o b B#RS TIHBHEEER T
REESME R ATAGEE  THwEEREEE /K > RBBRILS S
X RILZEENFFTHREG M -

sesh o AL EI AL B RERALE A AARERBELTaNE
BAEFS A B RITAIE S B B EREIFA NN BRI AENEETA
BRI FEANMRER - BAZEZL R VRAMFHE B A BT ahEAR
RAIBIEBLARESN © BloofE A Tilt Brush VR £RR XX T A > B K
Wt P B LTI E K A BN GR R E RO RS - M RA RS -
BloF > RN ER T IRIGL BB RO A DN EIREGHER > BH&A K
R ARHERANFERRANETEIR > THEARIRAGFETHY 5 >
FiBsaFRIER VR 5 (EHEE - BARKE LR k) FET AT

VERIFRIRAL CEREE  ROEB IR B ERR °

BE AR BATHREGTRRCEHBTRAEM T » WERRBEHEIFL
MR BB T AR ERR ) BREN TR BRI B ARG &AD AL
BN RERER c ARERFT @ TUARAN T B RAE LB
BAEDR > b AR BRI Y > R EMH S VR AMETES - B AE A
EREMTEITEREE - B WFAME LRBER S FRICARLE R
B k&N HPHEBEZHBRERG CHEHREM T > TURZBAE N 8 RIS
BRA > AR REBRBEARALEGSAE ) - EAF IV FCHEI T TUE
RARAFDFaoRmEE - FHEBILEZRECIR  FRMN B KRDEE R
HOFIOF ZRBBLTOEHRTHRURFARETHRBIAEM S eyt

o tbdm S E P OTERES VR BBRECHEHEE RS > %t THEAL
WiE R TEERRER, O HBEFLFAFFERRE T REGRAREN

& CRBGMF ARG TREIRBEGSOKE
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ARBEBRRTEEARAE TR MR LR X FOTGER > 37
BEREBRI N XEHFRAHBBEEE R B RARIHT BB
JEF E R

2

#i8 F L SRS AR IR e A AR 0 TR E R SR S AL A BB
.

P LRGN T RTE o KRR VR BB M FEHTARERE BAR
BERR BB T @ HE% M5 L% RS -

o ARG R RER

FARXAE BT R A BB R 0T X BB ER > BREL&6LE5 4
WAEATE R B AR E R T R BRERMER  FEREREIRT A
BB ZR MBI ERE T S RE  BAEEIS SRS AT HENRAAR
ZARRER AN o Wl AR RBIBH R RARREHZER > RRARLTH

SLIEAT A TR L AE A -

— AR RIR AR R TR

s

AARGHEAREERATER/E > BIETEREECFERE RAREF
FXGAE o HIbERINTBRMAR > RRARTREZEEETHGHKAK
B o gbdh o BHERSEBNGH > SRESRAENELRT - T ERAMEEMN

N

ZRB o BN ESAL YA BMABRRETARALIE (reality check

effect) o



~ AR5 P B8 TR

AR T ReE M AEREIIR LG BEE R BROH X > BRILE

L
TERET A D MAEERR LT AL - AUBALR N ESERRE

SN

BB XA o bR EAN IR A ) BIUR MR 0 2R B A NIRRT R R
A (o REA -~ BFER - MFRE) HRAFERA R IGBE - Bk KR

RITMNTE % UBER 0 G5 F SRR JE A BATHEE -

v BB SR T A 8 e

R AR BB S LR R A XRE AT TAES
FRERHZ R AREEFERXE % (Michael & Chen, 2005; Deterding et
al, 2011) ° ERMEY » SHRELTRPARZEAWURERE > Thb g2 3|

BRgEss - MARBEREFZE > BEMPEBIRL G E B R LR RAZH

T

5% 404
R - AR RETHRGTER T > TUTRES LA H B RER AR
B RAR o Bk — e R -

W~ AEABEZ AR

AARAHEAGAENFELREALE ) B RMES S RARML| L ES A
B BERRIFZAE B R ENMER > RIKBEA NNV ETELHEE - Kk
HMERERERAETHETHAZTEL - HILKARTEEMNE AR -~ T
BRIEFUTEE S ARBTA -

59



sbh o do BB P IEAP IS AT 0 VR DEERER A BAA S ULIE R SRS B ) 1

B BB AR R e A T B R4 AT 0 TTREH AR ) B AL S RE
PP - RRZARBATHEsH LB LHLA N ERMBZEaRBE  EE
MRt I F RS BB SRR > ETARWHBIE A E A RBE & T HEA
B

S EMENERE

R R — RETBRANT REATHA]  BTIRRPFHE > &%
BINZEBREAL G BRBSLERABEEERT R TOEICER - RRARLT
ERA DI - P RERNAGE RIELSFIAET > T UERLEHTF

REBRKESN VR BBEBRH S AL GRFRERE - AR A RRyBABEY
b > 7T AE SR BR B F) A B 0 & i R R S i — R o
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