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A Study on VR Curriculum
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Abstract In this paper, we review curriculum of VR related Departments in 2-3 years colleges. We gather
the educational requirements from the current and future VR industry, and we survey the VR short education
courses and the curriculum. The demand for VR content is expected to more than triple by 2020 compared
to the equipment industry. Therefore, a VR course at a practical two-year college should have a lot of
contents-oriented curriculum.
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[Fig. 2] Annual VR Hardware and Content Revenue by

Segment, World Markets : 2014-2020
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(Table 1) VR industry
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(Table 2) Gyeonggi—do VR / AR Academy Required
Course, VR 360° video production
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(Table 3) Gyeonggi VR / AR Academy Professional
Course, VR 360° video production
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(Table 4) Gyeonggi—-do VR / AR Academy Required
Course, VR / AR content / game development
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(Table 5) Gyeonggi VR / AR Academy Professional
Course, VR / AR content / game development
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(Table 6) Curriculum 1
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(Table 8) Competency of VR
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