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ABSTRACT

This research examined the effects of user experience in driving simulation game
between using general monitor and 3D virtual reality device, Oculus Rift DK2. We
compared the difference of user experience such as presence, flow and arousal by
gaming environment. We also tested the effects of virtual reality on driving attitude,
emotional pleasure and satisfaction. 100 beginner drivers with a driver’s license
participated in the experiment of two modes of gaming environment. As a result, all the
three user experiences were proved to be significantly higher in VR game play than
general monitor game. Also driving attitude, emotional pleasure and satisfaction showed a
significant difference in virtual reality. This study makes a theoretical and practical
contribution to the application of the next virtual reality game with a special function.
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