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A Study on the Application of Virtual Space Design
Using the Blended Education Method
- A La Carte Model Based on the Creation of Infographic -
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Abstract As a study of the blended learning method on design education through the blended learning method,
I would like to propose that more advanced learner-led customized design education is possible. Understanding
in face-to-face classes and advantages in non-face-to-face classes can be supplemented in an appropriate way in
remote classes. Advanced artificial intelligence and big data technology can provide personalized and subdivided
learning materials and effective learning methods tailored to learners' levels and interests based on quantified
data in design classes. In this paper, it was proposed to maximize the efficiency of the class by applying a
method that exceeds the limitations of time and space through the proposal of the A La Carte model (A La
Carte). It is a remote class that can be heard anytime, anywhere, and it is also possible to bridge the
educational quality and educational gap provided to students living in underprivileged areas. As the goal of
fostering creative convergence-type future talents, it is changing with a rapid technological development speed. It
is necessary to adapt to the change in learning methods in line with this. An analysis of the infographic virtual
space design and construction process through the A La Carte model (A La Carte) proposal was presented.
Rather than simply acquiring knowledge, it is expected that knowledge can be sorted, distinguished, learned, and
easily reborn with its own knowledge.
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Figure 2. Experts working at Epic Games set topics in real
time and give lectures for a long time
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Table 3. A Study on the Formal Characteristics and Analysis of
Blended Learning
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Figure 3(a). Beginner Unreal Engine Screen
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