o o=
S
R SRR
ot
B Qe ASRANVR) A% BE 2540 Fv), A8, aaniAlel Fsae telgosd 3F A

A% wES 9g Fel= Ao 8t AL HHOE St w9 AT A4S B MFEAH Jes g8
25 0§ aRAAS Fstgen, £ AdFdAE SldA 25 A A8 7ledA BT ol s 9§
o 258w 53 ST CE AN TAEE ATS T, Bu, AR, §84, FA3 ol B8
7VeAE ATt AT AT, HEEA Zdxe gk St s Fuvt vl =go, S wAZAE S
3 &8 Jteds st oy A9E EYE B u T F8Aol AxFE AFAT uSH dgolg g
g wEoA 4l dolHel AFAT A EH)AE AN E S8ty FHI] gFo ojod £ &S
A AFRTY,

Exploring how to use virtual reality for
elementary school students

Jaekwoun Shim
Korea University Center for Gifted Education

Abstract

The purpose of this study is to analyze elementary school students’ interest in virtual reality(VR) technology,
usability, and the possibility of learning media. In particular, it is intended to be used for content creation for ar—
tificial intelligence(AI) education in the future. The effectiveness of elementary education using virtual reality
technology was confirmed through the analysis of overseas research, and the applicability to elementary school
students in Korea was analyzed. To proceed with the analysis, various virtual reality contents were provided to
5th grader of elementary school, and then, interest, usability, usefulness, and possibility of use in class and learn-
ing were surveyed. As a result of the study, it was confirmed that students’ interest in virtual reality contents
was very high, and that it could be used sufficiently as a learning medium. It suggests that it can be used in ar—
tificial intelligence education and data science education, which have recently been emphasized in importance. In
particular, virtual reality can be used to simulate abstract data and artificial intelligence.

Keywords : Virtual Reality, Usability, Educational Possibilities, Educational Material, Artificial Intelligence
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