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TEEEHBIR/NE (CNEE/]N) BAARERES - 5 R0 B et i B B 3
ZIRNZEEEG AR - RS EE A al RadtifE DR Esc NME - 5§
FEHERERE - FINEE  BEEER  wRE N - BEIREHREERT - 5
FUARFZBE A Y2 ER R - FME (2008) f5H - fE R el - 28

(ERfEERAE ~ B2 ) HR N8 EaE By E R s (R0kk ~ WL - sl
%) - HERREERT R R - BEURATE RaidE G RSN » Hak - Rkl
AcER VU EREEE - FREBE AP R S A Re T R 2 RUA B BESER M S » LHAE
B an/NMUR RO HE DI PHELE - BHEEREE (Virtual Reality Learning, VRL)
TEHFEMCAHEZED - MillerF A (1992) Ff#Digital VR Museum If; & HiH B
BE - VAR - BRI - RZEHHE A B B -

PRI %N - #EHHERHEE R (Virtual Reality, VR ) BESHYER] - ZrEHHBIEE &
TREEENE » AINZIRNEEERERIRE - DI ) HR PR =5 82 HE
B SR (2004) FEHBETTHZEIVRIEERRZM - B ERED TR R
ek URE BRI R A R - IR R AR = AETE r
PERIERS - #EDUINPRER B SR e JIRRAY T AR BEER © phigEE (2005) SEAVREE
FISZHSOVRAE - H2 SHEAER N ERCEE I AHR AR - 1 fp B 22 R H 7R
VHZ=RIREIAL » DURSHIER AR (5 2 IR SEERAGR © WF5EsE (2009) ff FH VRAS & BfiL
TSR - A RlERse 2 ECE ~ 2B L R - 2R - DR SERE
77 - BHEIGHE R E 2R M RE JIRYREE -

TESCRI Bl O BPE S H A - =S (2008) FEHVRES - Al " SFLUgEE
FEBEROEEE | R RAEESHTEIE A, - TP, -

PEAREIRES | K " AnCHEA ) TR ERE - DM S R E H T BT HIAIRE
FEH (2008) ABER VREFZEIRGE "B LIWE , BHK - ZEig
R A E - U AR BaE AR LRBEETYG - EEE
HEHME BT B B AN [F] S RY ;5 International Business Machines Corporation (IBM,
2008 ) BAFRESE YIS F - HEHAR b T EREER S, HE - HE LR EE
T80 ~ AR T SR BB S Y B g o - BERFRE M A] B ARE . -

S FEEE IR EN L - Kriz¥E A (2010) SER VRIVZE R L 2RI
Bill#R b DUZFEEEE - JERERETEEIR - W23 N ErfatEs
AEJT » AL (2011) DUSecond LifefyBR47 » B ET BRI AEZTRE) - 2HE#H
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7 S R R AR AR BRI AC B - FE MR T IR EE B i B2 B B -
Abulrub + AttridgeEid Williams (2011) HI[JEH7E TAZEFIZE L - DLIVRIR{L 5 FE
HIGR A BRI - RRER BRI I A] E A R PR UR -

M LEEE (joyful learning ) EMTEHEENRAS (context) HYJTE » FRHELEE FHE L
1= (immersive) HYREER - AG5a Ll HERVEE B2 EE - RMES " EHER
ge H0 TELE, WYEERE S (CIREAE - BRIEHE - ARUW - B8 - 2008) ;I
B EEE (Game-based Learning, GBL) Bk —TEAHTHIEAN aGTHE H S
TEREREE AR IEACER BB MEEEE (B » 2010) - TFEKRE
Rt B L2 RUMERAN ST - #RERR A E2HE EHIERIRUE (R - 2009 |
RGAHE > 2008 5 JEEESE 0 2009 5 FIZEHL > 2010 5 FEE R - 2011 5 fSE40 > 2005) -
534K > Umetsu ~ Hirashimaii Takeuchi (2002 ) $g&H#E & HEVFIEE N ERIER » £
& . BEHifEERE (Simple Simulation Method ) ~ #5&7% (Combination Method ) il
Al &% (Fusion Method ) - BAHRERE A& IS5 S EE B R EITLEBVR ERP B - B
DIATEARMFERIET G2 N 5 Bl &5 R b 125 78 R R 5 i A (R AR R B
kR - B AR B R NS B RSB - RS SR E R - ILH
RHE BB R RREMIIS e T b - R E R e R B T E S T 2 E N
A AT EAE A SRR AR AEAE 2 o ERCE AR E A A -

VermuntEi Verloop (1999) #5H} - 2EEHEAYEEE - SEWEAERRE
SEERIAIERERE - R RIS MEBEE B MR E I - IRFRE R BB 5 -
Keller (1983, 1984, 1987) 2} " ARCSEREEHEEIEA | - FEHEREHNHEGET
EAFHEREME - ARERET] (attention) - {55 [EEZHREE LAEEE B
RHRERTEE YT - BHHAEMAS A - AEE SR RSN E - RABHEEME

(relevance) - fEREFEEEE EHEE NEHMHBAIVIET - KIREE B HIFFIES(L
BB THER G  EATERE SRR ER IR T B - ClRE S/ (confidence) :
B L BB RIR - H R N ASE R N EHE T R E R - sURENE R =
R B e - FEEE RN Shife R (satisfaction) @ EE2E FIESmE
FEFEHERSYEEEEG - [REE R EN H &GS Rk alaE -

AN » KellergRE8 5 i FH ARCSEI B AL G AR - EZ o R VUEDBE - &
JeieB ST (audience analysis) - 7 T RRELAE M E IR AL A ERRAYENBERTE © 26
AR EE AP ERE B (prepare motivational objectives ) - EiEHEA G A]
W RGEH ~ BRI D ENERIEEK » AN A EAE BSR4 R L DR =
HIERREE 3 SB=EHRNEEE (selection of strategy ) » AL /HERERESE LA IS H)
PRETEE) - HEE - PREMCE ANZINE - NMEEESEE HE - e B2 E b



