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[Abstract]

We lived in an era when COVID-19 made it impossible to educate people, contact was inevitable, and it was increasingly
impossible to add offline education in which groups were gathered. In order to solve this, we would like to propose a
non-face-to-face edutech education method through utilization for virtual reality-based content production that enables non-contact
education. Edutech One of the representative technologies that are fused is virtual reality. As the object induces action on the
subject by the interaction between the object and the subject, which can induce or promote learning itself, depending on how the
properties of virtual reality are utilized in education. The educational effect can be enhanced through the affordance property,
which is an attribute to be used. This was applied to the electric paddle training necessary for the security of virtual reality
technology to create content, which enabled training through various training situations that could not be experienced in actual
training. This sought to be able to provide a hands-on experience with training.
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- OS : windows 10 pro
- &2 417 : Unity3d
- VisualStudio2019
-QT5.14.2

- Database : SQLite



VR-based Electroshock weapon training system
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. Example for ‘Scene Training Evaluation’
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