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[Abstract]

This study was conducted to improve application of the absorptive hot and chilled water system based on user’s evaluation and
analysis of presence, immersion and overall learning satisfaction of the virtual reality technology system. As a result, the mean
scores of the presence was 4.67 out of 5(standard deviation: 0.49), immersion was 4.8(standard deviation: 0.41), respectively
and mean score of overall learning satisfaction was 4.33(standard deviation: 0.49). Scores we obtained for presence and
immersion of the absorptive hot and chilled water system were quite high which reflect high applicability. Score for overall
learning satisfaction reflects user’ satisfying experience as score reached in satisfaction level.
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