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Abstract In this study, it argues that adolescents lack awareness of the Fourth Industrial Revolution and lack of
job expression in games, and suggests promising future vocational education through games. Various previous
studies reviewed job education, limitations, and educational effects of online games, and studied job expression
in the game from the perspective of future promising jobs, and 45 out of 200 jobs appeared in mobile
simulation games. It was found that 'content creators', 'drone experts', and 'software developers' were expressed
as promising jobs in the future. Although it has a limitation of investigating only the main character's job, it is
meaningful that it pointed out that the current game does not sufficiently cover the functional aspects of
vocational education for future promising jobs and suggested the need to reflect future promising jobs.
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