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ABSTRACT

This study examines the access index to the development of immersive contents
suitable for elementary school users. The findings of this study can be used as a correct
development guide for companies participating in the production of virtual reality sports
room contents, by providing users with an effective content experience of education and
physical exercise based on the immersive content of sports, physical education, and
convergence learning linked with various sensor technologies. As for the research
method, this study selected content developed based on the standardization guide of the
supporting institution. Through research using expert advice, interviews with sports
managers, and content experience survey, this study derived a content access standard
index of the virtual reality sports room. Finally, the study verified the developed contents
through advanced development applying the production standard indicators.
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[Fig. 5] Content experience screen
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[Table 1] Content production guide
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78 | Journal of Korea Game Society 2021 Oct; 21(5): 75—86




— A Study on the Accessibility of Contents Production in the VR Sports Class —

[Table 2] Empirical test process

—— 0 T = = T
oin 258 u 376813(401)
" shdwl kel 9 A8 HAY(8H)
A A S S SFAlY)l T}z Z]
g S Ad F S 9 111 4
o] S-gt WA 73
~ANYZ FY ARz 9A AS,
FEgls APEe
—a&(ey, ), ¢B(, §A) &
AR e | A
GH HE) | -shdd HNE Zex

r o
i
BN
%
i)

2 gdzd ololEg S8 e
SIEERR Hasgk A gk oA
T <] - - . - -
- -APE Zexst FA, wg, G
ol =% o5 oA
e ez
YPUEE UD MRS ¢ NI A
L IHEE W) NEEE g Gu DAY E80 DBUE
| e 2mo) g0 1o [ 04 $EF 39T it el =
| g ] a
2 o) e AnE AEZE B8 ol FE0 DRE ¢ BN
T T B oL 353 W LR B
i . e
Bl WE OFE NELEAFONTAE? BT Mo mELa
|wote awa  [waws Ju o pES WL | QWA BO
- % i
i &7 AEE| goeysT §E AESE dasH BHE U
oE 38k | @adn IETT L 3EQ JED | TIUA B9
M i i 3 3
[Fig. 6] Example survey checklist
M zAAFOR AAE A7 AEm: mdx
9%a Amsb HE 2dze BEEEY) o
- - - - _ 1 2N o s
Telze) mug(EY, AR, S Anng

[Fig. 71¢

MEL ARA AxzFd

, X
2o A5 d, del mekA A5e) Aol glAut
A(4.360/5), T

5, 68hd9] WEEE Az
)

=(4.375/5)24 =%aS & T dth vgoer o

A A S(4.462/5)2 BE ShdoA HirA o
Otﬂ a5 5 63d(3.800/5) 0. = Xg}x]n&
481d(4.300/5)F =4 H7HE ATk

S B EAY)

=
LAZE =TS

68 G0 58P A8 asHA(0]) EE 11 ()

[Fig. 7] Experience satisfaction

TH4s AvEd

shd 7]¢o 2 ~¥ = FH(3.600/5)% 7w

q H|3ke] uEA|

7hE] At olell wksle] Al A8-(4.325/5) 3 &E-F
(4.512/5) FrRI=e] IS EA H7FE Ao

o

6T 6BHA(0]) sEH(Eh asHd(Eh aBHA() 38AE) 3B

[Fig. 8] Experience effectiveness

__>|I_!"
Ho

b
oo
e
oo

?L'
ofy

o K I R B B e

gigdel g Herh w2 W7hE Ao 5"
oo AAde] AdEE WEE Eeste] ot 2ol
Zb Fel=d AR 3 QIHE FJrkE skl

Journal of Korea Game Society JKGS | 79



[Table 3] Expert profile
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[Fig. 9] Expert advisory screen
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