RE «

i

EEABRNEHAR  AARFELTEANENL &
SRR 3D FIET R T SRR 5 A &SNS AR LA
i ERWRBEAWBEERS  HELTEL  URKEHRS - It
o > MR EE  URERFENMI > FREERBEHFT
THATEEAR ERE WA T ZRNEHAR > A EXH

PHELYLABLE -

EHFEBRET M ERAGTA RN S AR RE
H o BELZL - FAHERERREAR —HE®THENES -
o Brar ey " Edk 5 (gamification ) e 5 Bl vk By 24 4 2R A
B MiEEe T EAESR ENERBERE T ENEEEE R TER
7B o B 8| 2 S £ OR Rk B B AR 0 A B A 2 T ALA B B R LR
# o

FFER > ERRABETEMAAREIE  ABRXFHT - X
FHEEL SN T EEEARETT  ERERMETROCEET
W RHTIAT o Bl REAR R R E R T HRRNEORRE
TEERCEFTRI-—BMAHTEXNEER  BEHUHE S
T EREEAEERTRANENERT XK -

AMAEHRREREFRBERANGERRFERETRATE
FlBEWGMASEAM I ZEE AR XFRRME B
HMFTERTEES FEXFRRDREANAZEFTEA
SHHENERBERETRB AT TERMS REENEFREMR S
Eh Bz -

1
O000e2s0000000000000000ans


shyunhuang
ITIS


mE

Abstract

The ever-changing IT technologies and the increasing impact of
an array of emerging technologies such as motion-sensing, 3D printing,
VR and AR on the existing education environment have brought about
a revolution in the learning environment, means and strategies. In
addition, the widespread of the internet and the maturity of
cloud-based platforms have made all sorts of .online education and
learning possible, thereby creating a variety of learning experience,
including home-based and/or group-based.

In the education arena, how to utilize new technologies to make
the learning process more interesting, diverse and effective for students
Is where the attention is. In particular, gamification has gained the
increasing attention over the years and has benefited by the growing
maturity of AR and VR technologies.«With more major brands
interested In gamification, there IS an increasing number of new
startups founded accordingly.

Over the years, given the influx of global investments from the
internet and IT brands and startup investors, and the support of
state-of-cart technologies, AR and VR are no longer out of reach. On
top of that, as the price of AR and VR devices has dropped to a rational
level and consumers are given more options to choose from, the limits
of AR and VR experience are going to be removed.

This research aimed to explore the VR and AR applications in the
game industry where global content and platform service providers
have high interests in. The market trend analysis and several case
studies were provided for the local digital game companies to seize
new opportunities. At the same time, by examining global market
trends, business models of new startups, and the deployment of
Taiwanese companies in AR and VR, the impact of those technologies
on the digital game industry can be assessed. Furthermore,
recommendations can also be given to Taiwanese companies
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