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A Study on the Effectiveness of Military Counseling Practice
Education using Virtual Reality

Seunghee Min - Doheon Kim - Yeekhyun Kim
Republic of Army Training & Doctrine Command

Abstract

This study examined the reality of military counseling education applied by the Army and studied the effects of
military counseling training using virtual reality. First, we explored the cases of virtual reality application related
to counseling, reviewed the virtual reality technology that can be benchmarked in the Army military counseling
education, and examined the applicable technology. We classified the education method and the curriculum for the
students and tested the difference using the analysis of variance, which is a statistical analysis method, through
the satisfaction measurement of the current education. In addition, after having students experience virtual reality
contents, the effects of practical training applied with virtual reality technology were derived and the difference in
actual training was compared and analyzed through T-test. Then, the reliability of the study was improved by
analyzing the effects of practical training using virtual reality by using the Analytic Hierarchy Process for the
expert group who can consider the overall situation. Based on the results of the analysis, the development plan of
military counseling training combined with virtual reality technology and the supplements of current military
counseling education were presented as policy implications.
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<Table 1> Difference between counseling and interview
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<Table 2> Classification of virtual reality equipment types

in the military
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<Table 3> Selection of educational effect elements

Application literature (Element)
Study for the presence and the interaction in the VR solar system
education contents.(Academicachievement,Interestin
learning,Physicalreality)
A meta-analysis on effects of VR, AR, MR-based learning in
Korea.(Academicachievement,Immersivelearning, Interestin
learning)
A Study on the Validity of Measuring Tools for the Reality and
Educational effectiveness of VR Educational Contents.
(Academicachievement,Physicalreality)
Exploring of Priority the Edu-tech Content Development in Virtual
and Augmented Reality: an application of AHP method.
(Academicachievement,Immersivelearning,Education
satisfaction)
The Impact of Academic Achievement by Presence and
Flow-Mediated Variables in a Simulation Program based on
Immersive Virtual Reality. (Academicachievement,Immersive
learning,Physicalreality, Educationsatisfaction)
Development and Application of E-Learning Human Anatomy
Content for Undergraduate Students in Health Allied
Science.(Educationsatisfaction)
Comparison of educational interest, satisfaction, and achievements
of educational virtual reality and videos education before
simulation training. (Academicachievement,Interestin
learning,Educationsatisfaction)
A Study on the Educational Use of Augmented Reality Based
Mobile Education Content —~Case Analysis of Mobile Augmented
Reality Application for Education. (Physicalreality,Other)
Effects of reality based science learning program on learning
motivation andachievement.(Academicachievement,Learning
motivation)
Effect of Augmented Reality Contents Based Instruction on
Academic Achievement, Interest and Flow of Learning.
(Academicachievement,Immersivelearning,Interestin
learning)
The Effects of AR(Augmented Reality) Contents on User”s
Learning. (Academicachievement,Learningmotivation)
The E-Learning for Practice Training Using Augmented Reality
in the College Education. (Academicachievement,Immersive
learning,Interestinlearning)
Study on the Effect of Augmented Reality Contents-Based
Instruction for Adult Learners on Academic Achievement, Interest
and Flow. (Academicachievement,Immersivelearning,
Interestinlearning)
The Effects of the Tutoring Program with Consulting for College
Students’ Learning. (Academicachievement,Immersive
learning,Learningmotivation)
-Academicachievement : 11
-Immersivelearning : 8
-Interestinlearning : 6
- Physical reality : 5
- Education satisfaction : 4
- Learning motivation : 2
- Active participation : 1
- Other: 1
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<Table 4> ANOVA Result

Sum of
Squares

Mean

Square Sig.(P)

Between
groups

43665.383 3

14555.12 405.15

3 9 0.0001

Within
the  37792.523
group

1052

35924

Total 81457905 1055
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<Table 5> ANOVA Result

Type
Group with low Group with high
satisfaction satisfaction
(Group 1) (Group 2)
New officer 63.72
Beginner sergeant 63.93
Intermediate officer : 73.16
Sig.(P) 0.901 1
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<Table 6> T-test Result
Total New officer Beginner Inte@edat
sergeant e officer
Before 63.8 64.0 64.8 79.9
After 78.0 75.0 79.9 79.6
T-value -17.152 -24.308 -32.832 0.505

Sig.(P) 0.001 0.001 0.001 0.614
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<Table 7> AHP(Analytic Hierarchy Process) Result

Weight Effect
comparison Index

hierarchy hierarchy

(1 level) (2 level)

it element Weglt element Waght Now VR Now VR
1ta-

ry _ Interest 0.375 0.347 0.653 0.0640.120

couns;eaegzst 0.492 Trmersive 0.360 0.342 0.658 0.061 0.117

ehngf atisamat 0.265 0.278 0.722 0.0360.094
racti

P e Econo Preparation 0.435 0.613 0.387 0.0770.048

traini mics Minerae 0.565 0.546 0.454 0.0890.074

g Conve prepare 0.213 0.533 0.462 0.0250.022

effect . 0.220
nience Ease 0.787 0.308 0.692 0.0530.120
0.4050.59

1 1469

Weight by element

effect comparison

=

_*;i
|

ox

o

El
> o

2
N2 o

P
il
o
Hz
o B
do
o
>
N
i1k
oy o
ol fo w
b1
N

(S
.ii7
Ir
oz
fol
- g
o md MO N 2 2

ol E—l,;{
@

S~

e

oM,

— o
o

LETR A L
<N I (o o =)

)

>

I

El

Ho

o

oy e 2
ot - ek

SR

&

¥o, wx I
~
>
It

dr =

4 >

», oF
o
oo
12
o

pacd
e
=
Ho
o
F
o



Ll

534 NEWSsHE|=2X H25H X3E

do
oy ool
fo

=
oo b

ol K
>,
x
ok
~
>
i
it
rot
oly
il
ri
T
rir
N
)
o
ot
o fob 2

B\

ra

=2

o 2
N -
z lo
a: o
> ONE[U
Nio i %
Om% 10319 >
.FOHEQ <
1—'3'9‘:&‘:_(‘ -
0%;(0_?LN E
ol X 3@ FTU

ZE_NiO\lm:lo R0
olo I o
o = N
o =
* Rl X T R oy 2R
b 2k e o boog e
O o il o) o Ho

=)

[1] Republic of Korea Army Headquarters(2018). se-
nior executive Leadership Self-improvement Book

[2] Republic of Korea Army Headquarters(2013). Field
Manual-Military consultation

[3] Min-Jeong Kang, FEun-Ju Jeong, Hae-Yoon
Cho(2020). The Immersion Factors and
Characteristics of Youtube Channels for Generation
Z. The korea Contents Association, 2002), 152-153

[4] Yeo-Jin lim, Na-young kim(2019). Korea Institute
for Military Affairs. The Reality of Counseling
Service for the ROK Navy and Its Improving
Measures, 6, 128

[5] Seung-Shin Koo, Ho-Soon Yoon(2016). A Study
on the Improvement of Counseling Education for
Counseling Capabilities Rising of Military Officers.
The Korea Contents Association, 166), 731

[6] Soo-han kim(2020). Military physical examination
standards eased to 'pre-2014 levels’---Expanding

the number of active military personnel.

[7]

(8]

[9]

[10]

[11]

[12]

[13]

http://news.heraldcorp.com/mili-
tary/view.php?ud=20201201000086&md=20201204
003355_BL
Young-tae kim(2009). Study on assessment and de-
velopment of the military life special consultant sys—
tem, 12-13
Se-kwan kim(2014). 250 military life counselors,
as many as 250 counselors per person. https://new—
s.mt.co.kr/mtview.php?no=2014081711067627739&
outlink=1&ref=http263A2%2F%2Fsearch.naver.com
Min-sig lee, Gwang-seob kim(2017). The rise of
the virtual/augmented reality (VR/AR) industry
and how to secure it. Korea Development Bank's
monthly report, 743, 1
Jae—jin ko, Jung-hoon kang, Kwang-gi lee(2017).
Mixed Reality-based Industrial Collaboration
Support System Technology Trend. KEIT PD is—
sue report, 179), 53
NTIS. Technical level evaluation.
https://www.ntis.go.kr/rndsts/selectStatsDivIdct
Vo.do
Bricken M(1991), Virtual Reality learning
Environment : Potentials and Challenges,
Computer  Graphic  Magazine, ACM.July,
EmergingInformation Resources in the Network
Environment. Library Hitech 88), 29-41
Mowat, Fiorna, Ryan Weiding, and Patrick
Sheehan(2007),“Saimulation tests to assecess oc—
cupational exposure to airborne asbestos from as—
phalt-basedroofingproducts.” Annals of Occupational
Hygiene 51(5), 451-462.



S PN

¥ T ) @@ s

S - . M- Ho mm ar
R N 3 A& 1 o 5 T 5w

T T - o ) X T ~ -~ < -

o = 1+ [ =

do T e ailyg < m o K T E COE R

5 gw PP g B BOEE xS 2 TR ow
T o oF o o 3 RS R o S i
=< 2 =¥ . & TNl oo g T oy
— TN mmu It 0 .. 0 . _ I zr 2 m
m T T TS s i b g A
<l0 m m 2 re g B E o9 m %
z 8 8 8 ® o oo NS S

e-mail: yh66kim@hotmail.com



