R E2 L f e LA EHL

EHAGHELINREVAFUEREZREFR A » kP
&

-

I A

T E oo B

2 & % % MOST 110-2637-H-041-001-

oA #HOF 1102082 01p Z111&07231F

o7 E D EEERMBZAESFR AT

hd A jLph

“E
fa-
\\?{r
%
~
phiu )

A B4 -JlEeE §iie
DI JeAh QAL < ST iy
S-S Rt e B E e
B4 -JiEe s o df Ee
X &4 izeam F;y\é,i

Pl 2% G 07 B ERREHN L AR

R
B

, Jﬁg@_ﬁ?ﬁgﬁg,}{z} Z_ ’#—52‘4?%&‘3)
cxflFzEergn  WBE L

P X R 111 & 10 * 31 P




\:‘1‘?;}%_@

¢ B g

ER

SEAEEA RS s R EV R AT E R R

AT F]E gD ke SR QBRI > TR KB RF SR

\_1

BE %;Q'%’Jﬁ""f'fi‘%.”\f’:mj/gﬁ’}?ﬁﬂb°’km s LA l'l??'é‘a[””‘
Bp PR L s go T pA 'n»rra%;p@%&ﬁ—xﬁﬁﬁ_ufrﬁ;\
T;fiz‘(i X4 o }f%“{fifglv‘fpmr}afl“ ﬁv[&[&;}&;;&ffﬁgfiﬁ(&rﬁﬁ
?>’uﬁﬁﬁ%%iﬁgﬂ*%*ﬁwﬁrﬂﬂé%°ét“’*Fi'l
I“é%ﬁﬁ BRI IBFBLIBEF e NS A RRFRALERBE
A ;sb AEBEEY IR (eitdned B iEiEE) s d AR <3
EREEHSRENR IS FH R Lalig o 288y %y
REFEAA Y N ) R g N RS SLETS
mﬂi’”*%Wﬁgﬂwﬁﬁiﬁ’ﬁdg%ﬁﬁﬂﬁ%@?
FEHEB o RRF BT Zamek o
P*%m@%’ﬁﬁﬁﬁgﬁg?\ﬁﬁgy\;&g?\ﬁJ
5?‘*%5 frB ¥ AR RO EFIFE LR > B 85 R
FYARAETRETR G HFLN A - bR s o
VAR zs@’a‘f'%wmé’% 3o slded B SRR R 0 0
za# i QU 35k :ﬁ'-,}%r]}*— e i;t.l,}i—)g;}ﬁ@: Pk
R ﬁ%mpiﬂif’ v AT Lasaiaf &
E\"’}‘?;T ?mgﬁrﬁlr f.]ré A H :’fi‘%""f;: q—ﬁﬁl"}'\ﬂe 4 /"\:E o
5

AR LI HREY BT RS

J

In recent years, the population of the silver-haired people
in Taiwan is gradually increasing. This is an urgent issue
to be solved by the industry, government and academia for
maintaining the health of the silver-haired people. The
innovative equipment need to be provided to strengthen the
physical functions of the silver-haired people. The purpose
1s to slow down the inconvenience of life and physical
degeneration accompanying aging. However, modern people
have a heavy workload and can only accompany the elderly
during holidays, and almost rely on caregivers or
institutions on weekdays. Recently, the promotion of new
technology equipment has gradually accepted new
technologies (such as virtual situations) for the leisure
activities of the silver-haired people, which can provide
the silver-haired people with learning new technology as a
leisure activity.

For this reason, the study focuses on the integration of
Recall-Farm into the virtual and real floating interaction
situation as the development direction. Multiple people can
connect to the virtual Recall-Farm situation at the same
time, and can interact in the virtual situation (such as
greetings etc. ), and the silver-haired people is guided by
Farmer-God. Through the floating situation, other silver-
haired people can watch Farmer-God’ s aerobics and explain
the story of Kaohsiung’ s agriculture and Zhuang s ancient
house in Taiwanese through the floating situation, so as to
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share the experience and learning to inspire the silver-
haired family. The effect of leisure and entertainment is
brought about by learning the innovative technology of the
virtual reality and the floating situation.

The findings of the study show that the experience
learning, action learning, reflective learning, ability
learning, shared learning and learning satisfaction of the
silver-haired people have reached a significant level,
which shows that the silver-haired people have a
significant willingness to learn about the situation of
virtual reality and floating of Recall-Farm. Enhance the
fun of learning in leisure activities. Through the sharing
of operating experience, 1t can arouse the experience
motivation of other silver-haired people, which can shorten
the distance between each other for maintain a happy mood
and improve the health index. The study results are
provided as a reference for researchers related to virtual
reality. Through the results of the study, suitable
experience activities in virtual or floating situations can
be designed to create a happy leisure life for community
silver-haired people.

Sharing Experiential Learning, Silver-Haired, Virtual
Reality Floating Situation, Leisure Activity
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In recent years, the population of the silver-haired people in Taiwan is gradually increasing. This is an
urgent issue to be solved by the industry, government and academia for maintaining the health of the
silver-haired people. To the issue, the innovative equipment need to be provided to strengthen the physical
functions of the silver-haired people. The purpose is to slow down the inconvenience of life and physical
degeneration by accompanying aging. However, modern people have a heavy workload and can only
accompany the elderly during holidays, and almost rely on caregivers or institutions on weekdays. Recently,
the promotion of new technology equipment has gradually accepted new technologies (such as virtual reality
situations) for the leisure activities of the silver-haired people, which can provide the silver-haired people with
learning new technology as a leisure activity.

For this reason, the study focuses on the integration of Recall-Farm into the virtual and real floating
interaction situation as the development direction. Multiple people can connect to the virtual situation of
Recall-Farm at the same time, and can interact in the virtual situation (such as greetings etc.), and the
silver-haired people is guided by Farmer-God. Through the floating situation, other silver-haired people can
watch Farmer-God’s aerobics and explain the story of Kaohsiung’s agriculture and Zhuang’s ancient house in
Taiwanese through the floating situation, so as to share the experience and learning to inspire the silver-haired
family. The effect of leisure and entertainment is brought about by learning the innovative technology of the
virtual reality and the floating situation.

The findings of the study show that the experience learning, action learning, reflective learning, ability
learning, shared learning and learning satisfaction of the silver-haired people have reached a significant level,
which shows that the silver-haired people have a significant willingness to learn about the situation of virtual
reality and floating of Recall-Farm. Enhance the fun of learning in leisure activities. Through the sharing of
operating experience, it can arouse the experience motivation of other silver-haired people, which can shorten
the distance between each other for maintain a happy mood and improve the health index. The study results
are provided as a reference for researchers related to virtual reality. Through the results of the study, suitable
experience activities in virtual or floating situations can be designed to create a happy leisure life for
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community silver-haired people.
Keywords: Sharing Experiential Learning, Silver-Haired, Virtual Reality Floating Situation,
Leisure Activity
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