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A Case Study on the Human Resources Development of Converged Virtual
Reality Content in the Software Industry Based on Problem-Based Learming
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Abstract

The new technologies of The fourth industrial revolution are being developed in combination
convergence with various contents. In particular, virtual reality technology is being convergence with various
industries to produce various contents and it is emerging as a promising industry as a future industry.
Therefore, as of 2018, the government and related education institutions are supporting human resources
development related to virtual reality. In this paper, we analyzed the present state of the curriculum and
the present state and the production method of the virtual reality contents in order to design the curriculum
for training the developer of the virtual reality contents. curriculum and conducted the curriculum at
Gachon University under the support of IITP government through the curriculum. The designed and
operated curriculum provided education of high satisfaction and was able to derive quantitative and
qualitative results achievements could be derived. In this research, we proposed a new educational method
for cultivating the virtual reality manpower by applying the SW - based industry.
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[Table 1] A Study on the Training Plan for the Production of Virtual Reality (2 track - 2 level)[13]
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A Case Study on the Human Resources Development of Converged Virtual Reality Content in the Software Industry Based on Problem-Based Learning
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