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[Abstract]

This study aims to provide career education programs to engineering students using the Metaverse platform to help them
understand new technologies related to the Fourth Industrial Revolution and cultivate talents with the necessary capabilities for the
Fourth Industrial Revolution era. To achieve this goal, a career education program utilizing Metaverse for employment and
entrepreneurship preparation was developed for students, and their learning experiences were analyzed. The results of the study
demonstrated that overall, engineering students' satisfaction (interest, usefulness, satisfaction, and persistence) with the career
education program was high, and they perceived their learning experiences in career education utilizing Metaverse positively. This
study is expected to serve as foundational data for the development of programs utilizing Metaverse in the career exploration of
engineering students.
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Table 1. Demographic information

Variable N %
Male 57 77.0
Sex
Female 17 23.0
1 45 60.8
2 3 41
Grade
3 8 10.8
4 18 24.3
Civil and Environmental Engineering 32 43.2
Electronic and Electric Engineering 13 17.6
Software Engineering 10 13.5
) Computer Engineering 9 12.2
Major - - -
Mechanical Engineering 3 4.1
Architectural Engineering 2 2.7
Chemical Engineering 2 2.7
Etc 3 41
Total 74 100.0
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“The Metaverse Platform is designed in Korean, so Korean is

Fig. 1. Special lecture on employment within the

Metaverse platform
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“In the Metavers Platform, the student ID is in Korean, so Korean
was included.

T8 2. HEA ZSHF W o|olx| mjo|d ME
Fig. 2. Image making consulting within the Metaverse
platform

“In the Metaversé_PIatform, the stuent ID is in Korean, so Korean
was included.

T8 3. MEMHA SSE L Al
Fig. 3. Maz game within the Metaverse platform
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Table 2. Construction of career education program for engineering students using Metaverse

Program

Progress

Special lecture on new technology

New technology intelligent robot field

Real-Time System (1 hours)

Special lecture on employment for graduates

From college freshman to junior developer

Real time (1 hours)

Special lecture on entrepreneurship for graduates

Startup survival strategy to grow while failing

Recording (1 hours)

Special lecture on image making to increase your value | Real Time, Recording (1 hours)

Image making

Image making consulting

Real time (4 hours)

Exhibition

Capstone Design Competition Exhibition and Video

Recording,URL

Game Treasure hunt and maze game

Real time
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Table 3. Metaverse experience
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Table 5. Learning experience about career education

Variable N % programs using Metaverse
Metaverse No 45 60.8 Division Contents M | SD
Usage experience Yes 29 39.2 ;
Metaverse education was very 450 | 796
VR education No 55 74.3 enjoyable. : :
Participation experience Yes 19 25.7 Metaverse education s
parked my
Total 74 100.0 Interest interest. 4.51) 687
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Table 6. Analysis of open response

Division

Contents

Frequency

It was nice because it was a new experience. 8

It is a very meaningful and trendy attempt.

Satisfaction

It's a novel and fun element.

Cost—effective in time and space

Bad instructor presentation sound quality

Disadvantage

Lack of functional guidance, trial and error

Doesn't feel different from video call apps like Zoom

Guide to using Metaverse

Applied to several games such as maze games

Suggestions

Employment and entrepreneurship training is provided by inviting large and small businesses.

Small Group Collaboration Program
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