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Abstract Through the 4™ industrial revolution, it is rapidly developing in various fields such as artificial
intelligence, AR/VR, and big data, and software is at the center. In the field of education as well, the
importance of integrated education to support the development of technology is being emphasized, and
in order to compete in software technology, securing human resources for software development should
be prioritize in domestic. However, unlike the hardware-centric society of the past, the role of software
technology human resources is very important, and the reality is that they are discharging human
resources that are far from the human resources image that companies need. In this paper, present an
immersed education model for training AR software professionals, and based on this, propose an
evaluation index that can grasp the quality of the program of the immersed AR education model.
Through the AR education model, it is expected that the weaknesses and strengths of the model can
be identified, and it can contribute to setting the direction for improvement of the education program.
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[Fig. 11 AR technology structure diagram
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[Fig. 2] Immersed AR program requirements
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[Fig. 3] Immersed AR software training model
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(Table 1> AR Training Program Evaluation Criteria

ltems 073 points 476 points 7710 points
(Low grade) (Medium grade) (High grade)
Compame; n None under 3 over 4
cooperation
Required 1 2 over 3
Semesters
Purpose_ of dissatisfaction usually satisfied
education
Continuously
connected 1 2 over 3
semesters
L_evel . None under 3 over 3
configuration
Total credits under 20 20< credits{40 over 40
Ratio of
students in under 20% 20% < Ratio{40% over 40%
other majors
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(Table 2) General evaluation contents

Division Contents
Investigation -
method Post- training survey
Investigation 2021. 03. 01 ~ 2021. 08. 30.
period
Target age 20~25 years old
Survey Students participating in experimental group,
subjects control group training

(Table 3> Survey Result

Classification Control group Experimental Group
Very good 10 19
Good 9 7
Moderate 7 2
Dissatisfied 4 2
Disg/aetgﬁed 0 0
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