The Journal of the Convergence on Culture Technology (JCCT)
Vol, 9, No. 1, pp.191-197, January 31, 2023, pISSN 2384—0358, elSSN 2384—0366

http://dx.doi.org/10.17703/JCCT.2023.9.1.191
JCCT 2023-1-25

A %S 9% HIAY Za= T
WA Aatekel FUE Fol VR FHOE

Development of virtual reality contents for vocational education
Research on Semiconductor production line Clean Room Tour
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Abstract The purpose of the study was to provide an educational environment for designing and producing
virtual reality practice contents that can be used in semiconductor production lines and clean rooms.Through this
process, the user can acquire practical knowledge through experiences close to reality, such as experiencing the
main semiconductor solar cell manufacturing facilities as well as procedural knowledge before and after entering
the clean room..In particular, it provides users with an immersion experience close to reality by creating an
environment for experiential content necessary for semiconductor and solar cell manufacturing processes and
clean room entrance procedure experiential content, which is expected to improve education immersion, realism,
cost, efficiency, and education satisfaction. Depending on the characteristics of Dangerous, Impossible,
Counter-productive etc, immersive content makes learners immersed in the learning content, induces proactive/
active learning, and embodies the learning content, resulting in positive results in the field of improving
educational effectiveness.
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Figure 2. Korea University of Technology and Education Center
for Competency Development and Education Inside and
outside the clean room
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Figure 3. Content and system interface connection
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Table 3. Simulation Parameters
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