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An Exploration of Cultural Identity and System Usability in Virtual Reality—Based
Learning of Paiwan Shamanic Culture
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Abstract: Under the influence of urbanization and modern education, the shamanic culture of the Tjuabal Paiwan
community faces challenges in cultural transmission, with younger generations showing declining understanding and
cultural identity. This study integrates Virtual Reality (VR) and game-based learning to develop an immersive cultural
learning system, enabling learners to participate in ritual practices and cultural contexts through interactive experiences,
thereby enhancing cultural understanding and identity. A single-group pretest—posttest quasi-experimental design was
adopted, utilizing a Cultural Identity Scale and the Virtual Reality System Usability Questionnaire (VRSUQ) for
evaluation. The results indicate that VR-based learning effectively enhances learners’ cultural identity and receives
positive evaluations in terms of system usability and user experience, demonstrating its potential for cultural education

and heritage preservation.
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1. &y

ME AT LSRR A R H B, KRR B EE DR, RS R AT ARG 2 AR
AR (B8, 2020) o B&sBNEEMRE A ERETR, BRARAEPEIE
PR RBEARBE T EAR A, FH L H B R (B2, 2022) . B, 4ofTidi® A4
T ARG REBIGEINTEE, b EareE 2R,

T FAE RAR ALEG R A, AR AHE L ELF MR F . LIR8540 —ERE
g e AR 09 57 B RS R A B (R& A, 2021) o #&4% Phinney (1990) &%, &
BE2 4T F XM EA F B AER R, T8 #ELFE . REREHZ . B, FF
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WX ST HES 7 LR E ) K B LA SR Z AR R, AF RIS P HARK, TR —F
Ko

FAZ AT e B A I ALE H R F e Ak, K XS E (Game-based Learning, GBL) &
WERRARXRALE OB NS, HEE R LR AGERX LB G RN THE, Fd
B R GRS IR, & RAGH GRS Y 7 KAET R PHRASE FH ey g
wHEEE (FREE, 2019) « F—7 @, EHRTHEHEFEELSLINEZR, LEABET RN
8GH E e AL Y B R (RIES, 2022) o VR HEATRE Rak = M FRA], MRS F
B, TREZZANINET F X, REENFFHEIILDE.

f VR &4 5B XEU R TREERAZXTRSXEHRE, RESHEZSWE
#.5 F 28 (Reeves, Crippen, & McCray, 2021) . #A&AMEG-F@HM (ETE) K—H#Mi
FAZBERE, VR &6 BRAF ¥ BEAZCAMEIES. a4, AFEFERES L, VR TEHR
B SRR IRF], ERATFTHAZBREETR LB INGR, BFFHRAE—AH
AR EE., Xk, AL SN ) @FEER R EEEHEBBE. KERR
5, KRB AHITDTE, APHARFEE RAETIERE. & VR 6953 NIF R
WO LM S A, TMERRME [ ALK ] 69888, PREFTE [ 2| &
[ERIN |, E—FREBNLEFRRLE, MBEAE—BNZHEH X, VR HEizE
REFOELS PRI EA [ Reidin | . (2320 8 [ 7430, AT R4
PR A ey F AR KX,

EALARFZ, KFRALEBR VR SEGRZ XN, HEESMER. IHEFRIFE
B EAZHNATLHNEENE, FERNHFELEREIRHE % LRI F 6 0 R i
HEKXEAS A E, B RRA IR, 3R LA R K. I, AL VR LEF R4
L H AT R, KFRAFHELETAR., SHREREAZREL, RBEFEEXEY
%4 VR BN AGRRAINRAAKFTOTE L L, Hib, KFRI A LM A4T:

() ERERTERXBFAGEENK, FHHELEINAR LRAGAEABAEER?
Q) FHHEEMBRERTHEHKFTAGRAL, LHRALTANZIHEAHMT?

2. XJERIRE

2.1. ML BN RIE

M EAL B R AL G HAZ IR X, RANTEEAGAREF TR HE, AT
WEAL AR T SRR I HEOIE, FHEZ AL ASHGAEKOHR T, ERBELY
KR (8.8%, 2020) o wobh, BATHA M HIEFE T HIREE LR, AR
WRAMEAERANE XS Y 5%, FHYRFREALE ERTER FLEEI (REF,
2021) o RHEBMOG ETR KRG THAHZ LG, FLRF X HEFEZOLN (B8
¥, 2020) o ARERT, HEAL RN FHEEDEEA T, TRYERKLFHH G R
09 % T P,

4 ERTE, ARG H BTy X E 4 g AR BT m iR 07 KR, PR K AY AR B A TE K,
— b BB AE YRR Ik, FHONARMADARE, B, T ERLKEE A
FAE AL X, RAGFHBE AR ELE, R A A LB IRG T ERA,

22 #EAEY

%%k X% H (Game-based Learning, GBL) & —#& % i# 1% 5k 7T & LA F| RALE S H 9K F
TR, BRAZLEENEIHSRARTE), VIR IR EMLB AR, EmAXERET
B 4Z,
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AINEFBBRBEEXNGEE CHETRAARRAZHEOIAZREE T HH  (Roy
etal.,,2021; Isaetal.,,2022) . Matsekoleng. Mapotse #= Gumbo (2024) #7454, KA R #
BRAMREED), TN AR ARR TR, AHES H IR PAIGE LA KEIRIE T&R, &
BHERAEY, FARPNELDBRETE I IAAAR R, ERAHINF TaIEMALEE
)i

4R ERTR, HRASHEB L HRITIZNER, RPHAARAZLEHNE T HHEIN
AR R, AL R ARS . B, ERABEEXETAINKFTABRRAS T H
RUER AR HEE H X, TFaetE AR GG RG T ZR%,

23 BEHRXBRBAHKT

M & Bz AL A9, BB B (Virtual Reality, VR) ##7 € &2 B AT BB, R4
FHFLZAMER, RAFHRAELER, VR FHRIEZA AR A K VR, Ui
X VR #ez @ X VR, £ ¥, iZKX VR #i##A K XBETS (Head mounted Display, HMD)
P LEHEAN, RERNEFB LR RETFZTNE, AHFTRARET LABGROFEY
X BEXNEFH @, XP—KEFZRREATHRH, EAREHARIKEREY, B
1 KRR & kR4 2 S %, VR Mt E ARG GAR X EIRER I, #i8 VR HAFT A
BT EGRERAC R, BREZEXFETRET LAY 2GR TR E, REFHE
PR AFLE, REFERXNFREL LED, TRMLPEBER, iR MFIZR,
Christopoulos 3 A (2024) R|##., VR AXAKF T A SR 4o B B MRS, 38
%5 H E SR

A& LR TR, VR BATRRAFEE AT E RSB, LA AR T AR,
HIUiE XA AL A B8 R4 AU IZ R . $bdh, VR RRRFCE M M4, 12154
WEH R mAMELS) ., Bk, AFREEE VR HE AL 2 IS H@#EK, ARE LA
PAg A S5 H Ak s L 8g & AR 1A
3. BARF &

AFF Rk A ADDIE #3434 A (Analysis. Design. Development. Implementation.
Evaluation) £ &5 7EM, &6 EBETERFRERXEY, ZHRZAINEFIRE, £
S ¥ H A8 B O)Re BT R HE S 2k EIRIREZ KR LA, AR A LA IR AR AR .

B HPEE, AAFREB RS ATE I F LK (G E 1), BFHE &2 IR B
NAERTEHAZNERZ ZF, RS EHNEZ A EH LG TARE,

Vi - ) i .@a%

R EIRIE LT AR LI B E R K ORI K

BRFTER, RFELATERAI] VR 3@ R FHNEEEH, ook FHE, Lk
TF AR, AR F Ak AR KRS BR i A2 of 72 #F AL 905 3 4R AT 5 Bk
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AR, AFRER Unity @5 EEE VR INEY Z4GwE 2), &4 3D &

B R BB SR, AR E —ABAARFTREZXEY, &8 R308RI R GAL
PSR R .

3 N i it

EEAMEE, BRRAGARRAGEERZ LHHEIIZE, TRFEDHEETHE, AR
R iE Mg ER. AFEMRE, KARUINZR LA RLERTIERAAT AEMA
(VRSUQ) #ATEHRERSAT, 5 AFESEE I LNABRENERZ LT ARLAI, XU
BRE BT S S ERXE YA KT Z A RK(GE 3).

=

B 3

3.1. FENE

A2 —2 vk VR HBEANL FHEE % LRI E K B A Bk, T8k 45
FhfR AT 2w EEY, EAEBRIZX VR 25, A8 ¥ FH2LF 5 H %%
R A AR LM FriR . HERINF X 2 IR RAD R RARLTEHKE A, §HTHRHE
AR AR ERBIAK, KRMPLHHEAEF, FERD TR RG, BEHE
%K B AR B A AP S S 3

ARMANE ABUNSWRMGHE

B 4
PERR B NS 3F ., 05 R A A R A R AR B M 69 T R
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B 5
RECR PRI, RIR, EA RHEE ARE LT B

3.2. FEHE

R RZF R R B EARFRPITHBEZ BB TE (VR) HEE k4 2 IS H k2 4
HE, T2ALRREFZ —MRF. XL EHARRER), LFHEBELSE 15 £ 55
R, AR AAZZ R BB ERAMEA T, KRR LA R K 45 4, 1EAKRS
Bt T AR, TR EAE T AH B RBSE,

3.3. @A

AR AR (VR) HH BB ARENNT N R TIRAALLELT 65 942,
4 HRFRZEIRAALE, AR, HEMANSLZR ZARE K, AATAREK (4 10 o2
48) , SERFARTINARZALE, AT ML HHY R IR & B A2 304
WA AR BIRIL, fEAhBGRZz L#E, BFEANKEMINEE (440 548) , &XE
HB AT LT EZ VR W XEHHEF EFRETINEE, AERBAEF, XL UE—
ANFEAA S R A 3, BBAESFIRE. RAEBRARFREZFLH T, BRI 2
AN AR Z M ER, BLEYSHEAEITIEER, EARBME (415 9048) , & E
BMEFRAME, NEQLSEREHEALT AHMA (VRSUQ) EIXZRZ 2., AEEHL
HERRIEZ 2 MR TR, A & AT 4B b s 91 5 a8 A7 2 AR AR .

HERR A

v

B 6
KAt RZ B BARALE

34. FLX LA
34.1. EEFTREZHTHMEE (VRSUQ)

A AR AL R A R BCE A % T A M M A (VRSUQ, Virtual Reality System
UsabilityQuestionnaire) , %% Kim & Rhiu(2024)F7#2 i a9 MK, H& 4 EHTHHM O LD
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PSS R H AL BRI AR R A AT ST SR AL VGRS S A A S HiB A2 b # VR HEE R L R L
W5 F 3 ke e, FHRARA LB ELE. AMBRAFT A LI E ., ERALER
[FEFARAEZEIMRETEFTRZ]O) , 2 HAAZRERLT AAEZ, KM KL Cronbach’s
alpha 162 0.819, BTH LA RAFE N — B SAZ 25,18 61F A KFF 7038 VR HEH %
J B L AEF T A AR TR,

342 XW#EEEE

AR FER&LS (2021) ZINZBR A, BARFAATHFZETHSALRYG RAE
REE . DFFELEEALE VR ILEHHAOINBRRAEN, AMERASAFALL T £,
EAFEARTEFRRZ] (1) ZTEFEFRE] (5) , Fo8GHREZGE QLR AL EAL
® . Cronbach’s o %4 0917, BAT#Z 2R LA RIFaINIF—E M,

4. TRER

4.1 X7 R)FTH# A Z R

RAFRAREARKR t Mo T AEAEREF T (VR) #F A @ EAT4A, Lk
Rz Z22FN. ik 1| 8% T4, TRELEINAR M EZAAFHHE 343 GREE =
0.551) , #HBIFHHEH 419 (JZ#EE =0482) , BTFEMNBKLINZRALEZ A AEBERHA,
E—F L RET, INRRZATAAEZEFRAFZKE (1=-7994, p<.001) , KETHK
HAEEST VR HEFA GRS E % LILNZR A BERT. I, R = (Cohen’sd) % 1.192
BB ERARE, BTATRRIBEMNNEABRINGEN, G5 LARER T4, EBEHRT
B L BB ANFEIHE TN, A ARAEEHHHE R B AR R &, BARHS
KX AATE AL A AR R 7 @ B A BAF AR 3L
(1
X RFBR T EAZ Z Rt #E (N=45)

T (2R E)

9 & ] awE 1 p KX Z(d)
AT A 148
LA 3.43 (0.551) 4.19(0.482) 44 -7.994  .000 1.192

42 BEEFHZFZHETHAM (VRSUQ) Z #4947

A RVAE BT Z G T AEFA (VRSUQ) 34 XA AR VR HF A @ HRA 12
RS, ZEAMRNEARAL TR ETAE, PHAEAZRETHEZHRLET AEZIFEAL
E. RBEFEEGOMERTo, KA BARAKS 45 A 48 VRSUQ -FH# A
411, #ZBEEZ% 034, BRI HEHAFTITRABEZI BB TR RZGALA BT T MR,
I, RAKMEA 3.53, REfisd 500, AT EHTASZHAKMEALERFES A EX, LEH
FREFATHZLEM, 265 ERERTo, AFRZ VR HFAERAE AN T OEALR
3F, BATARRARAEN, EAEMERENE SR EFRESERNEEER, EHRFNTAR
(38,
%2
EHEETRFZLTHE (VRSUQ) Z #5471
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87 N wME ® KA FH (M) R Z (SD)
VRSUQ 45 3.53 5.00 4.11 0.34

5. KIS

AR EGAEFRFTESRTHE (VR) INZHEZLHTE T E LNRBREEZLTHARIHE,
FHB TR VR #FABRZ A, oA ER 4 a2 e &, RBEAR
4RI AL, BRHAT damSLitam:

—. BB EHEINEE RGA AR EE H IR

HRtERBT, FUHEEEREEHENNBR L INZRBEZRA, BT
Z VR 2 H REAA A8 AL RS R, sb4d F38 LAF 5045 R R
At

13

#3 A E (Royetal., 2021; Isaetal., 2022) o AAF M AR XSLEREH L, £F
HHAEFENEHBRETE TR ETR, £ migiLd R, B VR 463K X%
e A 2R AL AL R 4%
. B FBHZLGCT A EILE AR

EZARTRART @, 2REHHFHRAFTAEZ VR 25T EGHE, BTRARE
BRAEE, AR AR EABRIT AR, L RRMMAA I E R4 H AR
HFHERTHESHMBRIBAI—R, BTE A REMRIFRMEME T SR, A R
FHiE M 3E T F. VRSUQ AR AE B TR T ABRFALTL, BANZRA, LR
1 A% &E % (Kim & Rhiu, 2024) , A4 BT E e 2am® S A RIAFFIE, R
BeAZBRART LOCFSREREERAZIZCHNE, EBFEX LRI G TERE, £F
HRAARLARGREPEATEE, & —FRAFRE AR,

AFRIRBLAAT AR, ETRESYATAZIEN, 1242 HBaE Tk, AR
RARBETIREZZ, URAFTRLERZIBE) . AARTRARAR, TREEFTERZIE
e, BEARBERRARR, ARANHAE. AFRIHENNEF ML, HABRE
ENEERAEFRERNT A, ARTEETRYM EETHEER, AT HREYRRZIE
B, ARARXTTESEAREAH, sk 3BR, AENTREHHF I IZR EF NS
HEAE, FAHZRMELEHKFEFNZILF,
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