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The construction and design of an evacuation experience game

system combining virtual characters

EEY S
CEETE Y S SN ek
wowyu2090@gmail. com

ﬂ]:ﬁ‘-"mn]
Fzd R A FHREFTETARTE X

khyang. sinica@gmail. com

&

CET R R B RFANE S Fla ARpEF ERF BP UKRT Y #F]
NEBRTBLIRAM IR TR BT BV XD FA R R L o F
Fr#Es -3 i NP R LAY Ll 2 Mk s o PR RIS ;wl%b?i
HEOEFA T UABRNEE? Y% B BRI

ER<AREN AL N
’%‘?ﬂa = FeiR| A8 7
=] >1

v

4 bl
PofEidx o HH A fﬁﬂ PN EY I FEA g AL E T
a ® Rt

FHAY o AT aﬁﬁr@&%P.W%éﬁfmx
(MR ] B iks ~ maRF 8~ p st B ARt

Abstract

Taiwan is located at the junction of tectonic plates, where earthquakes
frequently occur. Therefore, our country places great emphasis on earthquake
disaster prevention education. Studies indicate that virtual reality provides
learners with immersive, interactive, and real-time experiences. Thus, this
research aims to develop a system that integrates virtual companions into an
experiential gaming environment. The game will present diverse scenario stories,
allowing students to test their skills in various earthquake situations and explore
different solutions. It is hoped that through gamified learning, students' self-
awareness can be stimulated, and data analysis will be conducted through
learning achievement assessments. This study primarily focuses on the
development and design of an experiential gaming system that integrates virtual
companions.
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go0ooo2024000000000000000 pooooooooooobooo
goobooooooooooooooboooooo 0000020240 60 50

= 2N
2

.
o}

- = PrER

PR TEE RF L RN EREEEF AR A TR
R R o KWV AR 100 E P D 0 R AR F R LN 2P URY L4
o B G N LHA AR { BT E AN BHFRT ALY LR 4 ok b
%Fﬁi%%ﬁﬁ’ﬁﬁﬁiﬁﬁ%ﬁﬁ*ﬁ°

T mHET R @A 23 % i TE (Burdea & Coiffet,

1994)° "CEFTAR FAFDOREX T O BT B BT XKT LTRSS X
Tard R T kB LT P FagE s

%a’%ﬁﬁﬁ EVRBEFEIFY > TN € R IR - BIFMarkowitz et

S

al., 2018)« 2 T EEV F A AP @G F Y Fla s mEP L L o
E B m’rwp" TR MEY kg L (Pauw et al., 2022)

AEFTHE AR TN ERBEY LSRN A U RERFARREERY &
JR % o RARR ArBR BT o BN Y RRS T R R P LI B 1*%%"&%; g I3
RRPRACEE Y Pk o e a L EY dﬁﬂﬁ%?% FA7ANGE R A I e 0k Sl L
PR LA TRAE R LER

> ﬁ' Lé FFH {E
@“r%@@ﬁ%ﬁﬁw4W%ﬁﬁﬁﬁJﬁ??ﬁ’&%ﬁﬂﬁmﬁamﬁﬂ
AR F R T (R REY ) I MR L B Y K 0

B EIRPaE

AL R P mﬁﬁﬁ*}ﬁﬁyﬁﬁlﬁJ'ﬁﬁlksmi?’9
FEY FPFY 200 TS 6 REY P THREE A RLT LG RS EY F o H
BRI DB B RIL S

-~ By
ﬂ*ﬁ%%P%%ﬂﬁﬁﬁ%P*’%1ﬁﬁw%@%uW$%P*iﬂ%%@,

o mFEF R R ERHRER RN AT 2 j R BERRIET

??%’ﬂﬁﬁ?%%*%*ﬁﬁﬁwﬁﬁ?ﬁﬁo



000002024000 0000000000G0DOO oooooooooobooOoooon

goobooooooooooooooboooooo 0000020240 60 50
= > PLE%

FIHEAAFIZERR IR F - 55 BBk 65 28 Y F (i
D> EY 4 REFHPRIGESAUAF LRI Fr b e FERRALRTE 5 5
WELYE 50y AP URT SAAMRE & 5 F AP A H o

21 RKRE P2 Aol 2 e A s fie

8.5 B A gy AR
B 18 15 33
w4 17 15 32

=~ FIRVEFEE
AEFFEHEE S S RERY L 2 MRS F R BRI AR R RY R
B Y Aok BPAEfRA 2 PP A AT

B BEREP TR MRS AR

Fihl o SEARTREVEF LI RARY > A FaBNog D b0

SERE SRR N PR RN RS EEE AR A0
oS

>

i ¢ B Il T to(Markowitz et al., 2018) - @
BopE o T ORI BT gk 0 ¢ B I AR

- %
o}
5‘,"-33
5
=
¥
7

(Bendig et al.,
2019) -

A4 7 % i Uptale b e (7 2548 K 30k B - BE T BHY L enilsk o5t
jeduoUptale - BiwE By BT L HRRAT) &Y F- B R FHT A
BHY B AR SR 360 RRMEY LT SR MR o RE- 2EY FE N E
AzFP 3 P RpABaE S by "V ERRIFEFRT & FFY FF
EEHRE Dk (TSR

AFEFRTNGERBP LMK Y F > AR ERY 0 RRFT 2 R

TF o

/fﬁéﬁﬁ%ﬁﬁi%%ﬁﬁ%%ﬁ\
ERBHEE  PEEREE ERSERSa  Z2EREHEa
HH % 555 % ey
foit g B
:

it £ HR) BB B
M

LEBRE

4% B . ok

B 1k e )



go0ooo2024000000000000000 pooooooooooobooo
goobooooooooooooooboooooo 0000020240 60 50

T e AR

PR A B A R L ) vﬁ ERBRII P B LDIEHR 0 4
H4‘m&ﬁi‘1,‘ﬁ>i‘ﬁ% ...... 3§oﬂ4@%%é%ﬂ R
R+ ¥

i

h- A E R E e F

o

§EA RN R iR ] B R

S SLZo

M Bl e alanTRk & o kL2 K

—=

1363 2 o) 2 9 o

sy
| | | | | |

|
TN %IH &) [ T x| (& | %) [m /T\ z] & l E | [%JEI(;)J [ I i |

RRIE | RHMEER

Sk RS s & 0 2 s 8 3 G By g wrsE | | BB RS
u?i-.?s”z%ad‘ﬁ/\| lm‘r&ﬂr F‘ini| LR K o R HR

B2 sz HR %



0000020240 00000000000000 oooooooooobooOoooon
oobo0ooooOoooo0oooOoO0ooO0o0oooo0n 0000020240 6050

KBl AR R

ARFLE R A BIF X 3 RoHR (TR RIS R RE

R CEIE &

BRECE )P = HF LR

EREBER

[Hth A8 3M 4R Earthquake Alert]03/23 01:41
AEACHRNEREMFERMOM - RS
PUER > FRADEME TR - f 18
£, > WM e Felt earthquake alert
Keep calm and seek cover nearby. CWB

e —

= L

o

Collected Stars 8
Discovered Scenes ﬂi




0000020240 00000000000000 oooooooooobooOoooon
oobo0ooooOoooo0oooOoO0ooO0o0oooo0n 0000020240 6050

BESRGE ALY O RRREEHEFET > REL A R PE Y BPR - b
E(RBREPE)PSERFREY > RREHEF R R R WU TR
FEFEY ) A7 BREP LOFRERY CRREFIFE RR URR

1 ) S

2) -
2 HRNE R
—R(BEHRBHIZE AL

584

Leura A
A BREE ) WRT

LR EERT AW e
AL & Gy

---------

-----

BOBEBRBHEE A4

1515814

Begnda R E BB IFEGL
70 3

YL B A 8

HETEFRERT » R
FOREE) X -




go0ooo2024000000000000000 pooooooooooobooo
goobooooooooooooooboooooo 0000020240 60 50

5~ RERRY

ARG 2P RSB RN L R B SR AR R
SRBEY LB FREPFCR 3 7

[ FHm(33A) ][ HE(32A) ]

| | |
&3 AT R $2 AT B B AF % 40
HE o4
=TT T . "
%ij HLEBRBEIE | | —R(BEERBYE) 120
# ERETESEIHR | | 2ERTHLIHR Y
- o e e = = - - | ————
&3k 1hoR ik P AL 40
HFE e
Bl 37 %K H
B FFEE
3 ;ﬁ‘*?ﬁﬂ“"’ e i TS PR SR RN ) S R (- AR(E m B )

BN ) b B :\mﬁ Yoot o fmegsd 2 4 Iﬂa%ﬁ%‘*%*”ﬁﬁ? 0§42 %
m‘ o

540

N LT

?ﬁ?“waoéﬁ@ﬁﬁQﬁﬁﬁﬁQﬁ#?%@“?%°§#ﬁ5%?%°

SN E WA

Bendig, E., Erb, B., Schulze-Thuesing, L., & Baumeister, H. (2019). Next
generation: chatbots in clinical psychology and psychotherapy to Foster
mental health-a scoping review. Verhaltenstherapie, 29(4), 266-280.

Burdea, G. C., & Coiffet, P. (2003). Virtual reality technology. John Wiley &

Sons.



go0ooo2024000000000000000 pooooooooooobooo
goobooooooooooooooboooooo 0000020240 60 50

Markowitz, D. M., Laha, R., Perone, B. P., Pea, R. D., & Bailenson, J. N.
(2018). Immersive virtual reality field trips facilitate learning about climate
change. Frontiers in psychology, 9, 2364.

Pauw, L. S., Sauter, D. A., van Kleef, G. A., Lucas, G. M., Gratch, J., & Fischer,
A. H. (2022). The avatar will see you now: Support from a virtual human
provides socio-emotional benefits. Computers in Human Behavior, 136.

https://doi.org/10.1016/j.chb.2022.107368



	01-口頭all
	O01-開發國小防災教育學習教材數位遊戲式學習教材之研究-陳奕伶、崔夢萍
	O02-數位平台輔助自主學習之成效初探-蔡佳璇
	O03-以體感互動情境模擬遊戲進行道路安全宣導之研究 —以臺中市區為例-陳品妤、林筱喬、汪松毅、吳育龍
	O04-應用數位教材於多媒體製作課程對大學生美感素養、多媒體製作能力之影響-王馨儀
	O05-STEM比賽對偏鄉學生學習動機、興趣、能力和未來職業的影響-李意如、鄭立婷
	O06-以資訊系統成功模式評估創新AI網頁設計系統之效益-李易衡、羅日生
	O07-情境學習融入國中生資訊安全數位遊戲教材之發展與評估-林芳名、張循鋰
	O08-結合翻轉教學與WSQ學習單提升「聽覺輔具原理及應用」課程中學生的學習成效與臨床實作技能-張慧珊
	O09-POE鷹架教學策略對國小程式設計學習之影響-陳彥綸
	O10-不同線上學習內容與不同學習階段專注力程度差異之研究-謝佩璇、洪明義
	O11-探究式STEM教學對國小物聯網概念學習之影響-楊凱翔、游志弘
	O12-顯示斷句之聽讀同步電子書之實作-張玄菩、黃斌亮、鄭鈞陽
	O13-智慧家電整合系統：提升生活品質與節能效益-李宥緯、董原暉、周佳弘
	O14-國小三年級數位遊戲式環境教育教材之發展與評估-陳俐伶、張循鋰
	O15-合作學習導入LINE聊天機器人輔助自我調整學習－以網頁設計課程為例-李佩芸、賴光韜、范丙林、俞齊山
	O16-探究虛擬實境眼控遊戲對注意力訓練之成效-郭晉豪、王岱伊

	02-海報all
	P01-大開眼界-機器人影像與對位系統評估-黃昱誠、鄭景元、黃昭銘
	P02-探究顏色感測器與光學感測器在不同情境比較表現-潘姿卉、黃昭銘
	P03-Switch Mode探討過往程式設計經驗對於混合程式語言環境的影響-林榆涵、David Weintrop、Jason McKenna、李大安、羅木迪
	P04-國內外近十年之STEM研究趨勢比較-李意如、鄭立婷
	P05-發展家具業員工教育訓練數位遊戲式學習教材之研究-李如姍、崔夢萍
	P06-不同應用軟體模式輔助大學生企業資源系統開發學習效益探究-賴佑宗、王曉璿
	P07-機房冰機節能AI模擬訓練平台-陳家進、林佑青、黃維誠、方育斌
	P08-數位學習平台結合視訊會議系統運用於偏鄉國小資訊教育課程之研究-莊翼鳴、崔夢萍
	P09-STEM教育融入幼兒園教保學習活動之行動研究-謝玉瑄、崔夢萍
	P10-玩轉健康運動智慧健身輔助設備-黃宇彤、周佳弘
	P11-融入讀寫鷹架策略的虛擬實境系統之建置與設計-林宜潔、楊凱翔
	P12-幫助學習：手機管理軟體的設計與實踐-陳宥融、黃崧祐、賴昱安、周佳弘
	P13-海洋汙染監測系統之開發─以作品「碧海之眼」為例-邱慕昀、 吳尚緯 、周佳弘
	P14-高中生參加勞動部VEX比賽團隊合作成果-蔡秉儒、余沛錞
	P15-探討彈跳現象—以光遮斷感測器製作風速感測器為例-郭哲源、周佳弘
	P16-結合虛擬夥伴的逃生體驗遊戲系統之建置與設計-吳雨倢、楊凱翔
	P17-資料包絡分析法在評估EMI教學之應用-田庭萱、高韓英
	P18-幫助學習的好工具_手機管理盒-李晉、蘇宥睿、周佳弘
	P19-老年人數位教學設計：適應性學習策略的應用-林子鈞、王蓓芸、賴阿福
	P20-智慧登山：多功能登山健行輔助工具的設計與實踐-李奕頡、周佳弘
	P21-橡皮筋對平行四連桿所施垂直分力之分析與應用-李尚元
	P22-心智圖輔助學生出題的遊戲系統之建置與設計-劉盈廷、楊凱翔
	P23-以籃球感測器比較專業球員與生手的籃球技巧差異-陳羿豪、楊向和
	P24-探討學校網路社群與社群管理員協助青少年教育輔導的認同程度-郭大瑋
	P25-生成式人工智慧對社會的利與弊：機遇與挑戰-林冠儒、周佳弘
	P26-AI技術與應用-馮知行、邱煥珽、邢毓杰、郭品辰、周佳弘
	P27-基於輪型機器人之工業機器人自主移動研究-吳政原、周佳弘
	P28-虛擬實境應用於國小職業認識教學對學習成效之影響-謝淑慧、游志弘
	P29-將辯論融入必修課程：總體經濟學-曹真睿




