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A Study on the Factors Influencing User Satisfaction of
Virtual Reality-based Underground Simulation
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Abstract This study was done to find the major factors that affect user satisfaction of a developed virtual
reality-based underground simulation. The simulation was developed for the purpose of preventing
dispute resolution of living vibration and noise environment caused by construction work. The main
factors affecting user satisfaction were identified based on major research cases on user experience with
a virtual reality simulation. Three independent variables are presented as the main factors in this study:
ease of use, immersion, and innovativeness. A research model was developed based on the variables, and
a survey was conducted using a 5-point Likert scale with a total of 30 users of the underground
simulation. Cronbach's @, composite reliability, and average variance were extracted to check the
reliability and validity of the research model based on the survey. In addition, the T-value was measured
to confirm the statistical significance of the model. As a result of the study, it was confirmed that all
three major factors had a significant effect on user satisfaction with the virtual reality-based

underground simulation.
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Fig. 1. Realization of Surface Roads near Busan
Centum - Mandeok (Virtual Reality-based
Underground Simulation (2021))

Fig. 3. Realization of Underground Blasting Point
(Virtual Reality-based Underground Simulation
(2021))
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Fig. 4. Virtual Reality-based Underground

‘ Simulation Experience

Fig. 2. Realization of Blasting Environment 292 AN2X} 0= QO]
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Table 2. Result of Research model
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