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Abstract

This study investigates how 360-degree panoramic animations influence emotional

engagement and behavioral intention among Chinese university students. While prior

research on immersive media focused largely on technological or usability aspects,

limited attention has been paid to the emotional and psychological mechanisms

underlying students’ interaction with panoramic animations. To address this gap, the

study integrates the Technology Acceptance Model (TAM) and the Unified Theory of

Acceptance and Use of Technology (UTAUT) with sensory and emotional variables

such as aesthetic design, user control, perceived enjoyment, immersion, hedonic

motivation, and positive emotion. A mixed-methods approach was employed,

combining quantitative data from 787 art students across three structured surveys

with qualitative insights gathered from open-ended questions. Structural Equation

Modeling was used to test four hypotheses, while thematic analysis of participants’

responses enriched the interpretation of immersion and emotional

engagement.Results demonstrate that aesthetic design and user control enhance

usability, which in turn leads to greater immersion. Immersion further drives hedonic

and positive emotions, which significantly predict students’ behavioral intentions to

engage with animations. These findings contribute to the refinement of TAM and

UTAUT by incorporating emotional dimensions and provide implications for the

design of immersive educational tools. The study offers actionable guidelines for

animators and educators seeking to enhance student engagement and learning

outcomes through emotionally resonant, interactive media.

Keywords: 360 Panoramic Animation, TAM, UTAUT, Usability, Immersion,
Behavioral Intentions
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ABSTRAK

Kajian ini menyelidik bagaimana animasi panorama 360 darjah mempengaruhi

penglibatan emosi dan niat tingkah laku dalam kalangan pelajar universiti di China.

Walaupun penyelidikan terdahulu mengenai media imersif banyak menumpukan

kepada aspek teknologi dan kebolehgunaan, mekanisme emosi dan psikologi yang

mendasari interaksi pelajar dengan animasi panorama masih kurang diterokai. Bagi

mengisi jurang ini, kajian ini menggabungkan Model Penerimaan Teknologi (TAM)

dan Teori Penyatuan Penerimaan dan Penggunaan Teknologi (UTAUT) dengan

pembolehubah deria dan emosi seperti reka bentuk estetik, kawalan pengguna,

keseronokan yang dirasai, kebolehgunaan, imersi, motivasi hedonik, dan emosi

positif. Pendekatan kaedah campuran digunakan, menggabungkan data kuantitatif

daripada 787 pelajar seni melalui tiga tinjauan berstruktur dengan maklum balas

kualitatif yang diperoleh daripada soalan terbuka. Pemodelan Persamaan Struktur

digunakan untuk menguji empat hipotesis utama, manakala analisis tematik terhadap

respons peserta memperkayakan interpretasi mengenai imersi dan penglibatan emosi.

Hasil kajian menunjukkan bahawa reka bentuk estetik dan kawalan pengguna

meningkatkan kebolehgunaan, yang seterusnya membawa kepada imersi yang lebih

mendalam. Imersi ini mendorong motivasi hedonik dan emosi positif, yang secara

signifikan meramalkan niat tingkah laku pelajar untuk terlibat dengan animasi.

Penemuan ini menyumbang kepada penambahbaikan TAM dan UTAUT dengan

menggabungkan dimensi emosi dan memberikan implikasi praktikal untuk reka

bentuk alat pendidikan imersif. Kajian ini menawarkan garis panduan yang boleh

dilaksanakan untuk animator dan pendidik yang ingin meningkatkan penglibatan

pelajar dan hasil pembelajaran melalui media interaktif yang beresonansi emosi.

KATA KUNCI: Animasi Panorama 360, TAM, UTAUT, Kebolehgunaan,
Penglibatan, Niat Tingkah Laku
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1

3 CHAPTER ONE: INTRODUCTION

This chapter presents the background and scope of the study. This section highlights

several specific concepts and theories surrounding the study, which include the

research context, motivation for the study, current research, problem statement,

research gaps, research questions, research objectives, scope of the study and

research implications, research hypotheses and theoretical frameworks on the topic

are also included.

1.0 Background of the Study

Compared to traditional numerical interfaces, animated visuals have been shown to

elicit more profound emotional responses and foster stronger intentions towards

sustainable behaviors. This suggests a unique potential of animation to engage

audiences on a deeper emotional level, thereby influencing their behavioral

inclinations in a more meaningful way (Fang & Sun, 2016; Zhang & Song, 2022). A

scholar describes This role for emotional involvement by pointing out how animators

interact with their own emotions throughout the creation process and the emotions of

the audience seeing their work during the screening (Çakıroğlu, Aydın, Özkan,

Turan, & Cihan, 2021). Recent studies have discovered that immersive videos

enhance emotional engagement and influence people's behavioral attitudes,

underscoring the potential of This artistic medium to impact attitudes and behaviors

across various contexts (Pressgrove & Bowman, 2021). Immersive experiences are

regarded as one of the foremost methodologies for catering to user perceptions and

hedonistic inclinations, given that the hedonic dimensions significantly influence

experiential perceptions and amplify immersion. Within the context of panoramic
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