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Abstract

In recent years, libraries have increasingly employed innovative technologies to
meet the needs of their patrons. Library orientation is centered around library services,
which finding new ways to capture patrons' attention. Previous research has shown that
libraries have used games to promote their resources. Additionally, to adhere to the
principles of Library 2.0, which is based on user-centered thinking, libraries have also
utilized virtual tours to serve patrons from remote locations, overcoming the limitations
of space and time. This study hence aimed to examine the impact of puzzle game and
head-mounted device use during library orientation on learners' effectiveness in using
the library. The differences in learners’ perceived motivation and situational interest

were also investigated.

This study divided the subjects into three groups to conduct the experiment: web-
based VR,” “gamified web-based VR,” and “gamified HMD-based VR.” The subjects
of this study were from NCHU students, and a total of 95 samples were used. The
content of the virtual tour was obtained from National university libraries and public
libraries of authoritative organizations, and was screened and compiled by this study.
An experimental research method was used to randomly assign subjects to groups for
orientation. A self-developed questionnaire was used for pre- and post-tests of learning
achievement, as well as five-point scales of ARCS learning motivation and SIS
situational interest instruments. The purpose of these surveys was to examine the
differences between subjects who received different modes of orientation under
different variables. In addition to the quantitative data, the study conducted a semi-
structured post-test interview to supplement the data and provide explanations for the

the results of the scales and questionnaires.

The study found that (1) learning without sufficient gamification did not
effectively increase learning achievement; (2) the game mechanism and head-mounted
device did not have an impact on learning motivation; (3) the integration of
gamification significantly increased the challenge; (4) the usage of the head-mounted
device significantly increased the novelty. The findings of this study may serve as a
foundation for future research to investigate unexplored factors or to conduct a more
in-depth analysis based on the results of this study for effectively enhancing the usage

of library resources.
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