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*IVR is meant to be effective in increasing
students’ motivation in learning process and
helping students with special language needs.

* A web-based survey was used to collect
data from 218 respondents; most of
them were active driving instructors in
duty and driving instructors' students.
Among them, 57.8% reported previous

experience with IVR.

* The use of IVR as pedagogical tools in the
driver education field is rather limited.

* Due to their specific concerns, tew practitioners
are planning to implement IVR soon, although
they have a high willingness to use IVR in

* Nevertheless, IVR can have a great potential in
this field since it can facilitate the training process
ot the learner drivers by allowing them to interact
with various computer-generated traffic situations

future

* Based on the Technology Acceptance
Model (TAM) and the Theory of
Reasoned Action (TRA), perceived
usefulness, perceived ease-of-use,
attitudes, intentions and familiarity

* Previous experiences with IVR, percetved
usefulness, ease-of-use and positive attitudes
increase the likelihood of using IVR in future.

* This study aims to:
1) study the role of psychological variables for

IVR adoption in driving education
2) examine differences between IVR users and

non-users regarding attitudes and intentions;
3) investigate predictors of intention to use
IVR for both IVR users and non-users.

* Familiarity with IVR 1s low among Norwegian
driving instructors; if any, it is combined to

were measured.
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Variable IVR users non-users
Gender (ref. male) -0.09 -0.03
Only I time 86.570 Age (ref. 10-25 years old)
2 10 5 times 26-35 years old 0.02 0.23*
36-50 years old 0.01 0.12
51 years and over -0.01 -0.02
Perceived usefulness 0.32%* n.a.
412\%% Have you ever Ease-of-use 0.25%* n.a.
tried VR before? Attitudes towards use of IVR glasses 0.28** (.57
n.a. 0.05
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