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中文摘要：

本研究嘗試開發「認識灰面鵟鷹」的數位課程，並將虛擬實境技術融入課程中，以深入探究學習者電腦自我效能在其學習效益上所扮演的角色。本研究之研究對象為107位國小四年級學童，採用Cassidy ＆ Eachus[11]所開發的電腦自我效能量表瞭解學童電腦自我效能，所有學童在進行二週的數位教學後發現，學童電腦自我效能對其學習效益沒有顯著意義，也與其在虛擬實境操作過程中遭遇的困難情形沒有顯著相關，但學童遭遇困難的情形則對其學習效益有顯著的影響。
Abstract:

This research tried to construct an e-Learning material on the topic of ‘Introduction of Gray-faced Buzzard’, and implement Virtual Reality (VR) technology in this material. In addition, this research also tried to investigate the relationship between students’ computer self-efficacy and their learning effectiveness in the VR learning environment. Participants were 107 forth graders. This research adopted ‘Computer User Self-Efficacy (CUSE)’ [11] to measure students’ computer self-efficacy. After two-week e-Learning, the results indicate that students’ computer self-efficacy has no significant impact on their learning effectiveness. Besides, there is also no significant correlation between students’ computer self-efficacy and their attitudes towards difficulties they face in the VR learning environment. However, students’ attitudes towards difficulties they face in the VR learning environment have significant impact on their learning effectiveness.
