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[Abstract]

This study shows that the development of immersive Hangul learning content and its application to elementary school students
has a significant positive effect on children's Korean language learning. This paper describes the creative development of
immersive Hangul learning content. This immersive Hangul learning content is designed to enable gradual upward learning of
consonant-vowel-word-sentence units while interacting with characters in the virtual world. Through this study, we attempted to
share the development experience of creating content with increased realism in a new form that integrates various virtual reality

technologies and the present virtual reality education content that can be applied to the educational field.
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“The age group of users of educational game contents was created
for the lower grades of elementary school
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Fig. 1. Play screen of Korean writing
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Fig. 2. Korean-language play screen
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Fig. 3. Hide and Seek word matching play screen
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Fig. 5. Sentence confrontation play screen
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Fig. 12. Hide-and-seek story screen
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Table 1. Code for randomly summoning problems

E 2. Ho| =9t H4ol ufE Zof mc

Table 2. Result code based on difficulty and score

public void SpawnQuiz()
if(currentRound < round)

/I ERRE AN
int answerNumber = Random.Range(0, 4);

effectSound.PlayOneShot(spawnClip);

List<int> usedCons = new List<int>();
List<int> usedVowels = new List<int>();

/I spawnLetter
for (inti=0;i<4;it+)

int consNumber = Random.Range(0, consPrefabs.Length);
while(usedCons.Contains(consNumber)){//Z= 32

consNumber = Random. Range(O consPrefabs.Length);
//XEE| 7(|_o| ooy E|—A| Elx}‘0|i MM

}
usedCons.Add(consNumber);//AFSEl Xkg S50l F7+

int vowelNumber =
vowelPrefabs.Length);
while(usedVowels. Contalns(voweINumber)){
vowelNumber = Random.Range(0,
vowelPrefabs.Length);

Random.Range(0,

usedVowels.Add(vowelNumber);

RS2t 220 siEshs 2XH MY
SpawnLetter(parentPosition[i],
consNumber, vowelNumber);

}
}

else

i == answerNumber,

EndGame();

}
}

public void EndGame()
GameObj ectg |ett
GameObject. |nd ameObjectsWithTag(" Letter );

foreach (GameObject letter in letters){
Destroy(letter);

int perfect = 0;
int moderate = 0;
int bad = 0;

/[Tiger Ul
gameText.SetActive(false);

/1 41t Ul
resultText.SetActive(true);

effectSound.PlayOneShot(DDingSound);

PlayParticleAtScoreBar();

/IOl E2F Fof| whE Zn} Eeh
if (scoreBar.value >= perfect)

dialogText.text = "Z310{! M| E 20| SHEI|1";
mouseController.PlaySound(firstClip);

}
else if(scoreBar.value >= moderate && scoreBar.value <
perfect)

dialogText.text = "Z0oH A5 FEHFLH",
mouseController. PIaySound(secondCIlp)

}
else if (scoreBar.value >= bad && scoreBar.value < moderate)

dialogText.text = "OFE|CH TS O &&= QUX|?"
mouseController. PIaySound(thlrdCIlp)

}
else if (scoreBar.value < bad)

dialogText.text = "0|&.. Ck30ll & O &Sl = XH",
mouseController.PlaySound(fourthClip);

}
dialogText.text = WrapWordsWithNoBreak(dialogText.text);
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Fig. 17. Problem summon screen 1
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T8 18. T &5 F= 3
Fig. 18. Word learning quiz screen
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Table 3. Word problem setting and recall function

public class WordGame : MonoBehaviour

void SetupGame(WordDataScriptable wordData)
{

I 270 A gl dlx|
CreateSockets(wordData);

Il 2] S & FAR2| 2|R| viR|
SpawnLetters(wordData);

I 858 202 2 Ul 7|35t
StartCoroutine(ShowDescriptionAndPlayAudio(wordData));
}

void  CheckAnswer(XRSocketInteractor(]
correctTags)

sockets,  string[]

bool isHandlingWrongAnswer = false;
for (inti = 0; i < sockets.Length; i++)

if (sockets[i].hasSelection)

var interactable =
sockets[i]. GetOldestInteractableSelected();
if (interactable 1= null &&
interactable.transform.gameObject.tag != correctTagsli])
isHandlingWrongAnswer = true;
}

}
if (isHandlingWrongAnswer)
StartCoroutine(HandleWrongAnswer());
else HandleCorrectAnswer();
}
}

"The age group of users of educational game contents was created
for the lower grades of elementary school
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Fig. 19. Scene after summoning a word question
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Fig. 20. Screens after summoning a sentence question
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Fig. 21. First test site photos
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Fig. 22. Second test site photos
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Fig. 23. A demonstration of Korean writing
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Fig. 24. The demonstration scene of "Korean Ssok-Sok" in

Korean
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