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[Abstract]

In this study, we developed a virtual training system consisting of a head mounted display (HMD), a VR controller, a graphic
rendering module, and a haptic rendering module for a plumbing and wiring training system, and furthermore we explored the
applicability of the proposed system as learning content for vocational training. As a result, the mean scores of user experience
in all 7 learning parts was 3.98 out of 5(standard deviation: 0.69), which was measured well in most cases, but the score was
relatively low in difficult performance. It is expected that interest in virtual reality-based vocational training contents will increase
in the future, and as the usage is expected to be diversified, the development of immersive education and training content will
grow further. Therefore, it is necessary to develop various effective immersive training content suitable for the difficulty and
characteristics of training that includes haptic feedback and expand its distribution.
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