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[Abstract]

As interests in creative and convergent talents increases, discussions on technology-based education are actively taking place.
Therefore, the purpose of this study is to review literature adopted VR as learning method, and to examine the implications for
learners. In this study, the overall research trend of domestic studies applying VR to curriculum and the characteristics of VR
programs, and differences between general and special education curriculum were analyzed for 28 studies conducted over the last
11 years. The results of this study are as follows: First, the number of studies is increasing drastically, many of the studies were
conducted on elementary and high school students, and the most common effects were affective factors. Second, most VR classes
were conducted on social studies, used participation strategies, and used immersive VR. Finally, the studies between general and
special education curriculum showed differences in participants, subjects, strategies, VR type, and effects. Based on the results, the

expansion of subjects, analysis of teaching factors, the use of strategies, and the development of contents were discussed.
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Fig. 1. The number of studies by publication year
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Table 1. Overall trends on the studies

Age, Number of

Author (Year) participants Place Method
(Type of disability)
Cho, W. et _ Single
al., (2013) | 715 8(FDY School Subjective
Kim, D. etal., Group
(2014) 10,50 School Comparison
Kim, M. et Group
al., (2017) 17,60 School Comparison
Tark, J. etal., Group
(2018) 9,52 School Comparison
Kim, M. et _ 2 Group
al., (2019) 7-8, 8(SMD") School Comparison
Kim, B. et al., Group
(2019) 13,64 School Comparison
Kim, W. et Single
al., (2019) 16, 91 School Subjective
Kim, H. et al., 1) 15, 270 School Single
(2019) 2) 16, 150 Subjective
Lee, T. etal., _ 3 Group
(2019) 16-18, 30(ID°) School Comparison
Ha, C. (2019) | 16-18, 10( ASDY) |  School | o SO
omparison
Kim, Y. et al., Group
(2020) 12, 57 School Comparison
Kim, J. _ 3 Group
(2020) 16-18, 23(ID%) School Comparison
Park, J. _ Community Single
(2020) 1012, 24 Facility Subjective
. School )
Paik, Y. et 3 . Single
al., (2020) 18, 3(D°) Community | g iective
Facility
Lee, G. etal., _ Group
(2020) 8-10, 36 School Comparison
Lee, M. et al., Group
(2020) 12,49 School Comparison
Lee, S. etal., _ Single
(2020) 16-17,14 School Subjective
Lee, H. Group
(2020) 12,189 School Comparison
Lee, H. et al., Group
(2020) 12,196 School Comparison
Choi, S. Group
et al., (2020) 12,105 School Comparison
) Group
Kim, D. etal., 9,29 School Comparison,
(2021) .
Interview
Kim, M. Group
(2021) 17,120 School Comparison
Park, B. Group
(2021) 17,16 School Comparison
Lee, T. _ 3 Group
(2021a) 16-18, 30(ID%) School Comparison
Lee, T. 3 Group
(2021b) 14, 30(1D7) School Comparison
Lee, T. . 3 Group
(20210) 17-18, 20(ID°) School Comparison
Lee, H. etal., Group
(2021) 11,120 School Comparison
Jeong, J. et Home,
o 13-15, 7(PD") Community | Single Group
al., (2021) .
Facility

1 PD: Physical Disability, 2 SMD: Severe Multiple Disability,
3 ID: Intellectual Disability, 4 ASD: Autism Spectrum Disorder,
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Table 2. The Effectiveness of Interventions on Studies
The
Category Sub Category Studies number of
studies (%)
Understand concept Eﬁ]]’ [[2373]i (28],
Academic B;] [1[211’] [12],
Cognitive | achievement [29]’ [35]* 17(60.71%)
Problem—solving skill FZ;} Bg}
Concentration [12], [14], [17]
Motivation, Interests, “g]]’_[[11;]] ’[23]
and Satisfaction [24] [28]’—[30i
. [13], [15], [20],
Affective | Onfidence [22], [25], [26] | 19(67.86%)
Learning attitude %g]]’ [[2353]i (301,
Flow, Presence %1]]’ [[255]] (23],
Performance,
Basal fitness (81, (171
Behavioral | Living skill [21], [32] 7(25.00%)
Occupational skill [31]
Communication Skill [16], [19]
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Table 3. Characteristics of VR program

Al A3 Aeo)d s S
©oral, 11 HE o =)
o 7H(25.00%) o2 BIE )

= S| X 55| =2X|(J. DCS) Vol. 23, No. 6, pp. 1041-1049, Jun

A7k 197(67.86%) =
AAH @9 17H(60.71%), B

Q77 271 o
3 pasigic,

~ o

# Subjective The number of Moderator Applied
(theme) session(period) Strategies
s . 2-3 in a week, Motivation,
[8]| P.E® (boccia) Smonths Researcher Participation
) Motivation,
[9] | Society (Dokdo) 2 Researcher Participation
[10] Society 3 Researcher _
(3 kingdom) , Teacher
Society Motivation,
(1] (My hometown) 12 Researcher Presentation
Society® _ . .
[12] (Crosswalk) 25(3-40min) | Researcher | Presentation
Technology L
[13] (Media&Vehicle) 8, 2months Researcher | Participation
Science Motivation,
[14] . 15 Researcher | Presentation,
(Materials) A
Participation
[15]| Art (Museum) | 6-8, 2months | Researcher | Participation
s . 22(50min), o
[16]| Etc.® (Barista) 1month Researcher | Participation
PES 30(50min), Presentation,
(17] (Performance) 2.5months Researcher Participation
[18]| Math (Block) 6, 3weeks Teacher Motivation
Korean® 20(40min), Presentation,
(19] (CV. store) 1month Teacher Participation
[20]| P. E. (Swim) 4, 1week Researcher -
Society® Motivation,
[21] 24, 2months | Researcher | Presentation,
(Restaurant) o
Participation
English Motivation,
[22] ; 11, 1.5months | Researcher | Presentation,
(Phonics) s
Participation
Korean, Art,
[23] Practice 12 Researcher | Motivation
(Express)
[24]| Art(Appreciation) 8, Tmonth Researcher | Participation
[25]| P.E.(T-ball) 5 Teacher -
[26]| P.E.(T-ball) 5 Teacher -
[27] Solenge 3 Teacher | Presentation
(Digestion)
Career Motivation,
[28] 8, Tmonth Researcher | Presentation,

(Future Career)

Participation

http://dx.doi.org/10.9728/dcs.2022.23.6.1041
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Subjective The number of Applied
& (theme) session(period) RS Strategies
. . 3(50min), o
[29]| Society(History) 1month Researcher | Motivation
Societ Motivation,
[30] (Geogra yh) 1(50min) Researcher | Presentation,
grapny Participation
) Motivation,
[31]| Etc.S(Barista) 21(50min), Teacher | Presentation,
7weeks A
Participation
Etc.S o
[32] (Cleaning skill) 16, Tmonth Teacher | Participation
) Motivation,
[33]| Etc.S(Cooking) 16(40min), Teacher | Presentation,
Tmonth S
Participation
5(40min), B
[34]| P.A.(Soccer) Sweeks Researcher
Society . Motivation,
[35] (Global 1;:;‘52;;?3) Researcher | Presentation,
Climate) Participation

* St Special Education Curriculum

AE AR o3 do AA, VR Z2130]
285 we] A, AR AR 83(28.57%), A% 64
(21.43%), 71€} WIAZ, A 7)) 53H(17.86%), v
< 3H(10.71%), =rolo} 78k 23(7.14%), Fo1, 478}, 22},
7% B 19(3.57%) 02 Yepwth EA), 223 3]7]
T 1-93]7] 159(53.57%), 10-193]7] 7H(25.00%),
20-293]7] 43H(14.29%), 303]7] °]4} 2H(7.14%) 2.2 K.
aEo] giF-Ee] A7) 203]7] mke g AR S-S
ek AA, TA TS A3 Algo R A
A7} 19%(67.86%), WAFZF 10H(35.71%) 0% LFEFSTY,
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2= olo] ) A 149(50.00%), BEAX] A
139(46.43%)N A AFEHAE) T2 o] Ags AL
3 AT Foll= A HERS BT 3 ARRE A7) 89
(42.11%) 2.2 7V% wokt).

2) VR 24 94

Aol AFEE VR 73, VR 223, 22730 i o
ol wheh VR 24 H S BAG A3k < 4>9} 2o
Q0] 270 o)4te] VR 83} 2 o1glo] AL8H A5 55
SREE LS



E 4. VR R, =23, 77|, e =20
Table 4. VR Type, Program, Device, and App. Develop

Program
# VR Type VR Program(title), Device | developed by
researcher

[8]] 3person Nintendo wii
[9] | non-immersive Second Life
[10]| non-immersive Second Life
[11]] non-immersive Cospaces
(2] immersive 360° video(iah;%Crosswalk), y
[13]| immersive VR APP, HMD
(14]] immersive 360° videoH’EAPSnorama), y
015]| o mmeraie Cospaces
[16]| immersive Barista training program
[17]| 3 person Xbox Kinect
[18]| non-immersive Minecraft, M—edu
[19]| immersive VR bai)ercd);ra;r%eal_?&gaining
[20]| immersive VR swimcg;cgrgorﬁg:, HMD,
[21]] immersive Youtube, HMD
[22]| immersive Daily ABC, HMD Y
[23] ncl)T—Trr?rrscla\?gi’ve Cospaces, HMD
[24] immersivel, Google Expeditions,

non—-immersive | Youtube, Cospaces, HMD
[25]| 3" person VR sports class
[26]| 3" person VR sports class
[27]| immersive Digestion Y
[28]| immersive VR Future career edu, HMD
[29]| non-immersive Second Life
[30]| immersive 360° video Y
311 immersive Virtual barista, HMD,

Controller

[32]| immersive VR-DTP, HMD
[33]] immersive VR-Cook, HMD Y
[34]] 39 person VR sports class
[35]] immersive Go\c{)gtetuix:egi,\t/;gns,

24 A Aen ot 2o A, $8E VR 79
o7y £AUE 298 187W(64.29%), vlEYY 8#
(28.57%), 3913 5A(17.86%) 2.2 YEpT) tif-Ee] o
TolA HMD(Head Mounted Display) @ ZEZ#E &8

3, 7bg Bk e B /AN S AHgsgon], 1

F 69C 919 VR e 4% Aslel 48si9i.
e 29185 2GR A ALgE AT 3(12.50%)

=
o2 HuHIth 4, A AHgHE VR ZEIOo =
Cospaces} =] A2 E o] 7jitel 2 738 Nintendo
Wii, Youtube 973} Second Life, Google Expeditions
ol &&=k
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