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[Abstract]

As the domestic virtual reality market is drawing attention, the consumption of convergence contents between education and
virtual reality is increasing. The contents developed in this study are designed not only to read fairy tales for children and
adolescents in 2D, but also to become the protagonists of fairy tales and experience the story development contents directly in a
virtual space. In this study, it was developed as a content that can be interacted step by step so that the experienced person can
fully experience and understand the educational meaning to be conveyed in the book. This study is a thesis that describes the
process of creating high-quality virtual reality educational contents through the convergence process of masterpieces and virtual
reality. Through this study, we tried to share the development hatred for the creation of experiential contents with an increased
sense of reality mixed with various technologies of virtual reality, and further present virtual reality contents that can be used in
general metaverse sites.
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Fig. 1. Curious Alice
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Fig. 8. Ul 1 in a masterpiece fairy tale
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Table 3. Joystick move script

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using OVR;

public class JoystickLocomotion : MonoBehaviour

{
public Rigidbody player;
public float speed;

void Update()
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{
var joystickAxis
OVRInput.Get(OVRInput.RawAxis2D.LThumbstick,
OVRInput.Controller.LTouch);
float fixedY = player.position.y;

player.position  +=(transform.right ~*  joystickAxis.x  +
transform.forward * joystickAxis.y) * Time.deltaTime * speed;
player.position = new
Vector3(player.position.x, fixedY,player.position.z);
}
}
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Table 4. Enter password script
using System.Collections;
using System.Collections.Generic;
using TMPro;
using UnityEngine;
using UnityEngine.Ul;
using UnityEngine.UIElements;
public class name : MonoBehaviour

{

string num = null;

int numIndex = 0;

string alpha;

public InputField InputField = null;

public void eraseFunction (string alphabet)

{

InputField.text = InputField.text.Substring (0,

InputField.text.Length -1);

!

public void alphabetFunction (string c)

{
InputField.text += c;
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Table 5. Password unlock script

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class Password : MonoBehaviour
{
public GameObject right;
public InputField inputField PW;
public Button Button_OK;
public Button Button_back;
private string password = "976";
public Animator open;
public void LoginButtonClick()

{
if(inputField PW.text = password)
{
Debug.Log("A&3");
open.Play("treasure_open");
}
else
{
Debug Log("&l =),
right.SetActive(true);
)
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Table 6. Potion production script

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class AliceManager : MonoBehaviour
{
void OnCollisionEnter(Collision collision)
{
if (collision.gameObject.tag == "rose 1"
{
rosetextscript.coinAmount += 1;
}
if (collision.gameObject.tag == "rose _b" )
{
rosetextscript.coinAmount += 1;
}
if (collision.gameObject.tag = "rose_g" )
{
rosetextscript.coinAmount += 3;
}
}

public void erase()

{

rosetextscript.coinAmount = 0;
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