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(2] AARLEAZELFE— 2L 0EBNEYRARIHEZERTIR (VR) HH%L2EH 24k, UK
ERGHF LU TR EE T HRIEZ MR, FRRETREZ, AR AAH 22 4. BBATHRA, MER
B RRT T RBIASL T ERLER, B RBET, VREZFZLAZ T LHER LERERA, THEFH
WEREGHEAEY, Wi, FAH VREFETAES, REEHLRTE, BTFARAIGES F BN
BN, FRE—FAE, [EoHE | [RWEA ] B TREEAE | AV ELERAZIMERE. AFRERL
HVRELSEBRLAREHKEZTITH, ETHALZAKTRARARIRITEELE,

[MsF] EHRTH: AHE2HF: ABLEY; REHE: BEXFY

Abstract: This study aims to develop and evaluate a virtual reality (VR) fire safety learning system that integrates adaptive
learning and reflective teaching. We conducted a quasi-experimental design with 22 valid participants in Taiwan. Data
were collected via pre- and post-tests and questionnaires. The result indicated that the VR system significantly enhanced
the interactive learning experience (p < .05) and improved learning motivation. Participants demonstrated a high
acceptance of VR technology and showed strong reflective learning performance, indicating greater engagement and
knowledge internalization. Furthermore, interactivity, immersion, and reflective learning are key factors that influence
learning outcomes. The findings support the efficacy of integrating adaptive and reflective approaches in VR-based safety

learning instruction.

Keywords: Virtual Reality, Fire Safety Education, Adaptive Learning, Reflective Learning, Game-based learning

1. &7

MEADRERGEHERE, REHEHRKRGE XTE 4, EHG %L EELBEL
FORM T, LIhBRRAENGHFRAG LA TEL, HRRERASAG K ERILBE
A 7@, AAEKGES ZH (Dougherty et al., 2007). H-FAXE K % T4, hHiFAe 4
FERAERBEERT, LEREAMEHK.

HARBADEE, oL BHKEFZAT REEE, HHLeEF A ERET AL SRAE,
AR ER T AR TRE, FRELEHKRF, aRGHERE LA, —

il
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PEARE, RHaAFRALEmEREE, Bk, 2aORARKBHGLLEKE LI E
AT, FEB A H G 7 XA B IR A £ (Hong, 2019; Yu et al., 2023),

EHGRZERB T, AR ETHOESARTEFTARGMEE. AR #HFEKS H
ZHHEEEME, EFABRUAAKXERREHE., HREGERL—E AR, 122K
ARER, AR LETH. EHRTHE (VR) BARERAT R ENE, RELZXES AT
SRR, BB RNAKE A MM XIEE, VR T H ZIRA S Y 5 HB A IR
% (Fengetal., 2018). B, 4§ VR B RN EGZA#E, TRHEGHHEZ RE,

RAAFRLBT, VR LEZREAAZEREL, 5 FHF AKX EIRF A (Bacca-Acosta
et al., 2022; Zare et al., 2019). A w, ZHAXME ZLHE, HE2HRAAYER Z KA
4754 & (Tichon & Burgess-Limerick, 2011)o sth, [3iZ& | . [EZoH | L FHN] 4
TR EFH IR, iz ZREESH.

Hl, AFFRXIZE VAT HA:

1.VR & 2 & e 271 F 8 M3 ?

2VR & HRFPMELR KX EL P ER?

2. XEKE A
2.1. Z#EFH (Virtual Reality, VR) £H B %4 HEZHA

BBMEBERENCEZRAAZALAKF L TIRIAER. Witmer FA (1996) 45, E#t
R ARRERAERHREFHZIRER), A2 ERANEEER, 2T ERESR
ARBE P EITREEERRINR, AGFARXTHER, SHELEERBRETOITARARALTE
B BA & B ARPAME, BE VR & B 8R4 L AR A R{L.

FEH oA & B 77 &, Smith 3% Trenholme (2009) 5, 1407 5 % 4R 3 AR 5t K 38
o, BFERKAE P ELSSHEEIE, m VR BA A A Z LIRS IRS], R4 LG EZ I
#RIZ3%, Chittaro 32 Ranon (2009) 75 % i B 25 k33, WMo A AR EZ AR AR EE
Gk, FRBMLEZBRETHMHE T RANE RN,

#.5h, DeChamplain ¥ A (2012) $ Tawadrous ¥ A (2013) Z #F5CEA=, VR 454 PP8F
EIEEME ], AR TR B SRR R IR, AR L MBI R B AR R
B mE, BEREEHAGERAFHF AN ZAHKF Y EABAZIEY, TMEREKINR AT,
T AR A FH 2 E A LR

R, BAARSEZETAZGMERFEERG, A VREYESE P [2HH . [RiZ
Bl R TZEHEN] $SREWFMYELERKZLRAGEI TN HREL, THZEEHER
g (Je R EHE) ZFHEAR.

22. BREREERRARZ DR

EBREEZEARGATERATFRALE (WwHEBRBETR) #RELEXER, £2H 558
VAR BB Ty X415 H JEA2. Pentland (2001) 3 Viseu (2003) 5, F ;X AT L HEP
B RS RSe AL ), AR S H F IR B M, VR KB HE AW E L FRERME,
H AR E EFFE R T AE,

WO, AMAT A, VR Z2EFRBEMIES Y 20, RAZLHDHK, I MBS
¥ # & (Bower & Sturman, 2015). #if % BK'E LEHAPIF &4, £ HE /A ALEL T FHAEL
AT SRR R SRR R

A, Bower % Sturman (2015) 7R48H, FLEAARIE TR EARAEH Rk, ME 4

A

Sl I HFRFEFE KL, Ak, wfT§ VR BATEKFEHE Q@ FEHLE
F) BEEE, mATHMAA RN EZRA,
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2.3. FEHFFERAIRAE
IRAE (7R, BB, 947, +F48) ZHFEEA L —AELEN . G, ST FEW
FOBAER, B AR EHAZMEE K4 (Ryan, 2013). ARATIEH, A AEAZE R
A GelF, BRAHE) FHEALEBREHVRRNEREE T2, TG EARGFHE
TRAZRE, UIERAERAR A RAALGRA, ERT L, FARTEFTEERS, &
HEB SR EBET S (VR) AR L9 X F $askl A, KmEfi R BEHFRS
iE A F %&H (Nunes et al., 2021; Yu et al., 2020). R #EZ 693 RA L Z Bh 1 — F EHFAZAH
AEHFPOETRER., RAE, HFRBESTEUMEZARARYRE, TEREHZE, £
ATRZERBE AR BRI TFEAEE, xR, RFEB X EFE2E, I ETEL4EUFTEGR
AEATE, B A FHREZIHGER, FBRMAFREM, FATERALLS L
KEGEH, BRI Y R A KA (Chen et al., 2020; Hsia & Hwang, 2021).

3. BFRF ik

R 4R B4R AT 14 R 2 K BRe% 3t (quasi-experimental design) , R3TE# K 3% (Virtual
Reality, VR) HEZNMANHH G R 2 G H mX L7 E. HAMRARIRF, KZREHBE, wiFU
B —# & HHEETHENNARZILES . , TREZFALIBREA=ZFH 35 L5 £ A5
TR, PREABRZERLAEE, REASZIRAL 22 (N=22) , H@ar&R, ME
REBAT AR BT E R R E RS,

AHEEHRL, AAETANZAIBRGEBELERKT, FARNEET FE: &

X F N REATHe R RE, AR R, MAEFTZBZ VR ZENN, 2HEEEBESRT
BHGRAINRE R, BATHEERRTHRE R KBER. LEREF) wE 1. HF
R BEATHAEMERE,

SRR

®e
Feelings

PO 6

[ ‘ |
| Description | )i a . Evaluation |
- N\ :
iHHA

PO [ ok

‘ . Conclusions | ‘ Analysis

B 1
ZHHA AR FEH] (Gibbs, 1988)

AFRZBEERAL2FR LKA FISEI LT FERLE (IRAE) , ZBREE 0437
(Identification) . & % (Reflection) . %#7 (Analysis) $23F4% (Evaluation) Z #&3R &4 (Lin
etal.,2021), ERAETY, FHEEBRAEHMETIAE HoREHE, L4 VR IFFEFES
EERRE, RAFED A EIPE A ETSE E S ERENL (Chen et al, 2020; Hsia &
Hwang, 2021; Nunes et al., 2021; Yu et al., 2020),

EAMRIET @, ARHERNEE AL SR, BBRERETEESARREE TS RESNT
FHREE, TUAREBRAITEBRAR t REETONH. FHRKEZEZEBEETE AT T
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HeblEBZ RN, URAZEEURARZEAALEFTFEH, REZFHEEAINIF—HNK
EE MMk |, & REBETEIE S £ Cronbach’sa % 0.982, &4 @ o A7 0.929 £ 0.966
Z M, ek e e EERIFNIR—HIME,

1
REBBEFFEZ NIF—HNE1Z T
8 48 RAE Cronbach’s o 4%
E3 7/ PR 4 945
79 g 4 .929
& 4 966
FLH)EE 4 945
Mk 16 982
FZ: N=22
4. FFRAFR
41. VR X EHET KA ZHE
%2
VR # AT 1Z B Z A0 1RIE K t 2 A7
A H M SD SEX  95%CI t df P Value

REFMAL, AABIPE  -18182 143548 30605 [-.81827  .45464] -594 21 .559
gty o439, #I0 KX

FiFE, RHY

BXUHFIRASE LR

8y, BFRATRIIAE AN 04545 149530 31880 [-.70843  .61753] -.143 21 888
FEe T4

H A INRIZI 5 AR AR R

532, A HAENE TR

DSRBAL G S AT -27273  1.31590 28055 [-.85617 310711 -972 21 .342
HBEINRZINBRAEHLY,

A A R AR R E

HE IR IEIAALM B A AR -36364 1.17698 25093  [-.88548  .15821] -1.449 21 .162
HEFINRIZIN T NEALA

NAETHFURERLREE

HEINRZI T GRAAE I

Y A 1R AT R A Aa T PR

FZ: *p<.05, two-tailed.

BB VR HENMAZ KR, KRARUBMREA RS DATATAR ZE, GRBATAEIHK
FAREIBAZA LY, HAnkEBEARE | @ERF ZE (1(21)=-2.160,p <.05) ,
BT VR K E AR FHHZ L HIER,

wob, £ EEFHH | MbA AT ZREEBAE (1(21)=-2.012,p=.057) , BT VR %
FHRAZEDRAABLEERT Ek 2,

42. VR FERZHFFTHRI B E

-.09091 .61016 13009 [-.36144  .17962]  -.699 21 492

-.09091 .86790 18504  [-.47571 .29390] -.491 21  .628

-.54545 1.18431 25250 [-1.07055 -.02036] -2.160 21 .042*

-.36364 84771 18073 [-.73949  .01222] -2.012 21 .057

.00000 .61721 A3159  [-27366  .27366]  .000 21 1.000
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VR EFREPRLRAZHELVLER | 7|, A—F 24 f VR 4 Y AL P
MRS R BRI, AT FEATRE MW H TS AT(R 3). 4"‘]"%“5']‘ g\ﬂﬂgjtiéggw\ﬁz} 418 %
446 ZH, $BHAFHEZHND 45, BTEEHA VR EFRETHES, ZRERTE
LRHBEMEE, £F, AT RFBELATEAIRT X ] (M=4455) A [ 252
J}é’M’Fﬁi&J (M=4.41) 8% %5, BT VR X2 H AMUE R G S F it kg
%3
RBEY FFEZ Fgk G AT

MIN MAX M SD

1.ERAERYEER VR Y XL THBMB I EAHFIRAEE, KD
FIEFZ AT B VE B AZ
2 R ROCBREIRZREAKGIE, §REBMR—ROIFIE, KREZATLEE

3.00 5.00 4.4l .796

3.00 5.00 441 796

¥ & Z A ATHEAT o

3. A EAE VR R NERF, ATLERRB RO, ReTFH. 200 500 43182 .945
4% AL FHM VR ZHRERIUTHITHN, R TREFHRONEIL, &

ey 3.00 500 4318 .839
5.2 FRERAKNIILAEE T PTHAY VR EEiRiFidfe, 3.00 500 4364 902
6.4 R 2B H K, RL/AMM VR ZHRMEBERH, 3.00 5.00 4364 .79
TRE MR NE, TRZR VR ZHHRFLY 3.00 500 4182  .853
&&VRE%%%&E%&&?,%wﬁ%ﬁ%%ﬁﬁ%ﬁﬁﬁmﬁo 3.00 5.00 4318 .839

9. KM FEERH AN VR NI RABIITEAL, EXERE ZF 5%, 3.00 500 4273  .883
10.XEBRTHF AT VR A9BSR EIITBAL, THLRES T, 200 500 4318 .894
11.&RF R ERM VR ZERF L RRIUTIRAE, EEERATRKLERTHK

2.00 5.00 4364 953

IR
REABFENFLEACH VR ZHRFIHEIITEAE, TR PFETUXE

200 5.00 4364 .953
KT AOER,
13481832k 8 VR IR, ARG TRAGFACHAERTHELY
) o 200 5.00 4364 .953
B F Ko
14481812009 VR ELEEMERAE, R TRUEHERTIELHNTE, 200 500 4273 935
154883 k8 VR E#EFRAE, RAE TRALE AT ERAIZAHE

2,00 5.00 4455 912
DR BE B E 6 T Ko o
16 Qt“x\]\/kéjj VR Eﬁf]"}%ﬁ;’%ﬁi é’kég‘}il//\ﬁﬁ& mj-%fi%j_éﬁ—k ’Tg: E&Z’@l

2.00 5.00 4.227 973
ZAHFIRAR L IH:AAL, RRZHEN,

i:on=22, I=#FFRAE, 2=FRAE. 3=F4, 4=F%, 5=F#FAZ

BhHEENSATERET, [EZHn ], TWEk]., 28k | HITREEY | A%
HRZZMERZ. A, oK ] AE—2H0FEEZZIHE, MAZEHEMEAAR
iz F, BTHEHLENNEATRUE, o [LYHE | MERELEE BTLABRASE

Bo s, REZHEAHE M=429) THETEHELHNLEATEHEA.
5. #HEHk

KARGLARAZELSEABR NS TFRAR EHEZEBR TG4 H ZAAHEE Ak
E, HEBe TSR, 'Tﬁa?él*l V/(’F%:(w}
. EBREBEAMRAZE ZHE R
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AR, VRS A [ Aok ] [ AT 7@ aFRA, HFndXEyng
RMAXRELH S AREETE, HAAFRRETZZHH,
2. B Y Y 2 I IE &) B R AR

REGFEAE, PR IR GEEFE, BT VR BAREZERANZIES. AR
FHAPERRAELER KRN, TE—FRFLAR.
3. FAH VREVAZEETAL

VR 3% B -F¥H#iE 443, B2 4 L RARAELEHRME, BHRALBERAEEH N
R SN
4. REHEIEREEY

BBk RETLALBRIGZ ABBAREYALR), BTAFRZIRAEHER
A AR R H NEZ R EE,
5. BB T HEE AR EIE ML LRSS
HARRBT, 446 VR, ML EFRREHEZHELEX, AR TR S Y RMAAIE
2, BMARBRETERFTZIRS.
B 50 IR A LA SR R

KA RARAT S Y (N=22) , THRIFELGFERZA . KARFFRERE KR EAR
B, BESRMEHF T, Ik —FERFEH RK. i, TEANZ ZEEAES (= Al S
), ARSI RGAFTEE S Y AR,
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