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Introduction
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o}l Meta-review’/} 2! 3517172
(Learning Design in 3DVLE)
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| Meta-review’| & 51712
(Research in 3DVLE)
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ol Meta-review?| 2 3517}?
(Learning experience in 3DVLE)
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o} Meta-review’/}| & sl7}?
(Reviewing virtual world studies)
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1.

| Meta-review’| & 51712

(Reviewing virtual world studies)
What were the trends in designing 3DVLE?

o

What platforms were used?

b.  What were the sample sizes?

c. How have the design goals of 3DVLE changed
over time?

d. What was the distribution of the used learning
strategies in terms of design goals like?

What were the trends in 3DVLE research?

a.  What were their focal research topics?
b.  What research designs were used?
What results/student achievements were obtained?

a. What were the positive and negative achieve-
ments related to emotional skills?

b.  What were the positive and negative experiences
related to cognitive skills?
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Findings
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Findings

« 3DVLE MA2| Trend(EZ! A7|)
- 10-20, 101-200, 200-500E€ #Z/A 7|2 gio| &2

B Number of studies
25

CA

(L

22
20
50 19
il
-
- 15
E 15 14
vl
o
2 10
5 6
=
5 I 3
: |
o o >
& @f’@ M S
5 > o & e?‘?'@ DUEIS
ﬁ@b &1’?‘: } '\
: Y
Sample Size ‘{t,@%

o
/A



10/22

Findings

. 3DVLE 42| Trend (4] 27)
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Learning support An environment designed to support the development of various types of knowledge and student 41 2455
skills
Simulation environment A modeling environment designed to simulate activities that are unlikely to happen in real life due 33 19,76
to danger and expense
Social interaction environment An environment used to communicate and interact with individuals living in different geographical 22 13.17
regions or places
Game environment An environment designed to allow individuals to learn and have fun while playing a game 21 12,57
Research environment An environment designed to facilitate studies related to social and psychological factors (Test 17 10,18
Anxiety Virtual Environments)
Environments for different An environment designed for the use of situated, inquiry, problem-based, collaborative, etc. learn- 13 778
learning strategies ing strategies
Virtual Class and Campus An environment designed to model one-to-one real learning environments in 3D platforms 11 659
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Findings
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Findings
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Findings
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Results
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Discussion
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Conlussion and Suggestion
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Second life
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