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[Abstract]

Despite the growing educational demand for the extended reality (XR) convergence content creation for non-IT students, fewer
studies have attempted to education material development. In this paper, non-IT students' requirement to create XR convergence
contents was analyzed and designed framework system specification. The object-oriented application framework (OOAF) was
developed for non-IT students to create XR convergence contents through simple interaction methods such as drag and drop in-game
engines. To evaluate the developed framework XR contents development course was operated with 26 industrial design majors
sophomore in university. More than 90% of students succeeded in working on prototype XR contents in Oculus Rift. This result will be
expected to improve the quality of XR contents creation education for non-IT students and contribute to the growth of the future

convergence contents industry.
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Interaction Mission Task
Enabled
Object manipulation Disabled

Gaze-based Pickup
1nteraction In scene

User teleport
Scene to scene

User locomotion Move toward

Vertical movement Up and down

Head gestures-based
user locomotion

Horizontal movement Move forward

Object UL Speech bubble

Ul-based

information provide Hud color change

Hud UI

Text inform
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Fig. 2. Implementation results of interaction framework.
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Fig. 5. Student outcomes using XR contents
framework.
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development

XR Contents Development Framework (Core Contents Unitypackages)

YR_FPSCamera Prefab VR Interaction Prefab VR Ul Prefab

VR_MainCamera Prefab VR Canvas System

{Camera Position Oriented)

VR Interactive item
{Raycast Processing}

XR Camera Components
{Raycast, Input}

Rendering Components
{Material, Color)

Image Component
{Speech Bubble)

Camera Ul Comp
{Reticle, Radial, Hud)

Text Component
(Rigid bady, Pickup)

PRI "
{Fnable, Disable}

Head Gesture
Components
{tp and Down, Forward)

Physics
{Rigid body, Pickup}

Color Component
{Alpha, Color}

Teleport
{tn Scene, Out Scene )

tnput Components
{Controller)

8 6. XREE=XZF Zajelel3 i A}
Fig. 6. Development results of XR contents authoring
framework architecture.
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