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Effects of a Generative AI-Supported Panoramic Learning Model on Learners’
Cognitive Load, Learning Motivation, and Learning Achievement in a Museum
Context
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Abstract: With the rapid advancement of Generative Artificial Intelligence (GenAl) and immersive media technologies,
panorama technology has been widely applied in museum-based digital learning environments, enabling learners to
explore and understand knowledge within authentic and realistic contexts. However, most existing panorama-based
guidance systems primarily focus on static information presentation and lack effective learning guidance mechanisms
and real-time feedback functions. To address this issue, this study proposes a GenAl-based panorama learning model for
museum contexts, which incorporates systematic learning guidance mechanisms to assist learners in organizing
knowledge and facilitating the integration of learning processes. The experimental results indicate that the proposed
model does not significantly increase learners’ cognitive load, while significantly enhancing their learning motivation

and learning achievement.
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& 4 R KA L% % (Generative Artificial Intelligence, GenAl) #7894 &, GenAl B 14
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Lin, Su, Yen, & Yang, 2025) « WAEL B LB EH L F#E4], AR ERFTEHHZ5E
Z M ARG T #EY T At o
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g i%i%ﬁfﬁ%ﬂl (i) Al ik i e N Az 4E3%; (i) $HFHL
By RATR L HIT B2 ki t. £8LH BAETHZRERSN, HFRFRLHFIFUE
BEEHZERTAHARRMEN, FARBRERAERE T /T E BIKIK,
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AT 120 Y X MW BRFREEH E9, FRAKRATEALRX Al EE X WmERTSE
X, SPAABNRGHK, RBEFZTALFHEXETLY, $E5B4E R X ALY BE/TH
B, AMFEE . RTIEMBIRT. HHAASGR IRTETEE 74, £
PR REAR ZE H M, TERNERRTFE AA, BRAREERX Al BPiF L HHE Y
XM, AEHEREY, RAZFATTREZAITREIEHFRTETREREAEEYE
9, TR HE,. TERERK, FEEITI0NEIARREKME, LIEFEHH
A AT SR, TRREYRAAR, AEATRRNLTEAHLLEL YRR HE,
KR5S H Sy M A AR ) Wang & Chen (2010)FT143T09 2 .45 5 ok & %, LMK
048 3 AN ARSI AW, $EE Cronbach’s alpha %73 % 0.65 4= 0.68. &4%n & F7
%A 4% Al Hwang. Yang % Wang Q013)FT 48693284 B 1 7 B2k, AME QS SAHASH A
A 3 A% % @&, Cronbach’s alpha % 0.82.
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4.1. Ao B B PHT
HRFATRASEFAFEER AR L LR, KFRRAB AR t B2 EITHHM
BT s @, SRBTRHEEREZRE (1=-321,p<.01) o KRS H 48-F ¥ 145 5]
% 3.62 2 421, BTHRA [ AALERKXAI T FEZ MW ERTEEEX | 284, LOFHE
TEEBAK, BTRFERXANARESVAAEAFTNAR AR, ESFEHT7E, HEK
FHEEEZRE (t=084,p>.05) « BERAEILZHM-FHMEHA A 448 L 432, BETRAESEE
BXAESHEBNZRENAZE LA, o RS0 42m X Al £ F 2 107 5 T4
REREBINSIHE N GHERT, HAHAEIKRETEZSH AT
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£ $ 54 (ANCOVA) 547, LARTAE ok ALS S, AAEFTEEHITEALR

BEKRT, BRETEHGARFE MM E (F=241,p>.05) $ Levene & ZH R T 1k < (F
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=2.18,p>.05) wAEBFEKE, FHFES ANCOVA P ATZBH. EFSERESHTEFTS
M, SATEREETREAFAEZSF ORBAE SAERE (F=536,p<.05) , #AXE-FAHR

BRI 424, M5 3.83, BTHRALRX AL FF R 7 F R XA BRI
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%.061 (F=3.521) >.05, FAEFBAEKRE, BThHEARGEERELARETN, FoEL%ES
M2 AR

EF OB TEIT ANCOVA 547, BERERBATHRAFALE-FHRIAZEZLETR
4% 85.12 A= 1.18, FH|4L% 78.64 42 118, it RBTRMAZMERFLZE (F=627,p
<.05) o EAERBET, HEMGRFTETEEEX, A T AAE R KX AL LT 2 R
FEHEKX | RBEERAFEZFE R

5. &%

A RFG R — AN ER KX Al TR MR ZF Y R4, L5 FF 4N BRI
MR P ERITFH. TRERBAT, RALRXAIFFIRFTEHIRNEL, £FE K
HRFH DM EFBFEARAGAEFTERARIFE, AR AT T RBALEK. F
I, @6RFHRINEZXNFHR, AMARAFEIZFHIBRNAEZ TR, Am, Ao
AR A BEAT TH FA B, ARTFATREERRSF8GREH TR, AREFLER
ZERM. b, ARTTEESLHEAPATRAERX AL 6@ RIEEKF], &2 LEFL
WA B E S H Rk, DRI EH R AR
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