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Abstract

The recent growth of the content industry requires new training methods for new platforms, and
recognizing this, many moving image departments at universities are implementing production training using
motion capture. Motion capture equipment is a device that detects and records real-world movements and is
mainly used in various fields such as game development, animation production, and virtual reality (VR)
content. There is a wide range of motion capture equipment available on the market today, with different
capabilities and features depending on the user's needs. Some of them support professional-level use and are
used in movie VFX, responsive immersive content, animation, and commercials. The purpose of this study
is to develop a curriculum for creating a virtual world using motion capture, which is widely used in
practice, based on PBL (Problem Based Learning) to reliably provide consistent quality education to
learners. The significance of PBL is that learners analyze the presented problem together, establish a data
collection plan, and prepare a solution to the problem through individual and cooperative learning.
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