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Design and development of virtual learning system using serious

game based character
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Abstract

Recently, as globalization progresses in Korea, interest in foreign language learning is increasing. In
general, it is most efficient to learn a language by living with a local while living in a local language.
Therefore, programs such as language training are becoming popular, and in the case of foreign language
learning, it is breaking away from the traditional injection, learning such as reading, writing, and grammar,
and recently, it is changing to conversation-oriented learning that can be used in real life. As a result,
private tutoring in English is widespread, but the economic burden is increasing and it is expanding into
social problems. This paper proposes to solve the technical problems of the existing online learning, which
enables learners and instructors to learn foreign languages easily and funly through foreign language
conversations that are appropriate to the learners' level while playing games in the virtual space provided
online. The purpose is to provide an online learning system and method thereof.
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[Fig. 1] Serious Game
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