Journal of Next-generation Convergence Information Services Technology Vol.12, No.2, April (2023), pp.147-158

ISSN 2384-101X(p) 2672-1163(e) http://dx.doi.org/10.29056/jncist.2023.04.02
. — i =< o =
SMEF 28 3 VR8I oTYus AY U= H

Proposal of VR sex crime prevention education game contents

centered on the use of self-defense products
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Abstract

The paradigm shift in edu-tech fuse of the 4IR and education is becoming the core of the future
education industry. This study developed ‘educational content for utilizing self-defense items for overcoming
sexual crime situations’ by applying students' content, experiential, theoretical learning based on research
and status surveys on preventive education for improving school prevention education that focuses on
theory-centered lessons and post-measures despite event having a critical impact on life. A pilot experiment
was aged 19-20 female students using VR repeated training experiences. As a result, positive interactions
between users and the game were identified in terms of ‘usability’, and in terms of ‘usefulness’, active
participation and acquisition effects were promoted the content, leading to positive evaluations. In terms of
‘emotion’, immersion, interaction, fun, and satisfaction were confirmed, ensuring persistence and motivation
for learning. It is expected that immersive VR sexual crime prevention education tailored to individuals'
characteristics using various scenarios and self-defense items will serve as the base for safety education.
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[Table 2] Domestic and international trends in realistic educational contents
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[Fig. 2] Game start and interaction screen
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