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1. INTRODUCTION

The innovation in e-learning techniques provided 
by 3D Virtual Learning Environments, such as 
Second Life, has encouraged many universities, 

such as Harvard, Princeton, Oxford, and over 400 
more, to erect 3D virtual campuses for deliver-
ing e-learning to multiple diversities of students 
(Joseph, 2007). Such opportunities include ex-
perimentation, teleporting between sites (Joseph, 
2007), flying, game-based activities, role-play 
(Calongne, 2008), modeling and co-creation, 
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immersion, critical incident involvement, medi-
cal training (Scopes & Lesley, 2009) and many 
other practices.

Along with this trend emerged creative op-
portunities for constructing buildings that cross 
the boundaries of reality and delve into the realms 
of imagination of the designer. This is because of 
the essential disparity between the physical and 
the virtual world where there are (i) no constraints 
on budgets, (ii) no engineering natural forces and 
material strength limitations, (iii) no infrastructure 
requirements (e.g. sound, ventilation regulations or 
even gravity). For instance, gravity can be defied 
to have 3D virtual buildings floating in midair or 
immersed under the deepest ocean. Such novel 
construction techniques have also been used to 
erect virtual university campuses in 3D VLES to 
produce a wide variety of designs that range be-
tween realistic depictions or replicas of physically 
existing campuses, and completely imaginative 
embodiments (Alarifi, 2009).

However there is no academically conducted 
research that directly correlates between the new 
e-learning techniques explained above sprouting 
within 3D VLEs, and the design specifications of 
the 3D virtual spaces within which this e-learning 
is taking place. Therefore there is lack of support-
ing work on whether these design specifications 
have an impact on the effectiveness of e-learning 
on student users of 3D VLEs.

2. RESEARCH RATIONALE

One of the factors that have been proven to affect 
learning in the physical world, the degree of assimi-
lation of knowledge, achievement and enjoyment 
of students from education, is the architectural 
design and physical building characteristics of 
the space in which students learn in. Such design 
features include color, texture, dimensions of 
space, lighting, and ventilation amongst others 
(Fink, 2002). On the other hand, sparse study 
explores the effect of 3D architecture in virtual 

worlds in general on any genre of users, not just 
students in 3D VLEs, and their satisfaction and 
contentment from it. For example a previous study 
examines systems for supplementing real-time 
3D virtual environments to sustain the creation 
of their architectural designs (Reffat, Khaeruz-
zaman, El-Sebakhy, & Raharja, 2008). Another 
study explores a collaborative learning approach to 
digital architectural design within a 3D real-time 
virtual environment (Reffat, 2005). Moreover, 
existing tutorials illustrating how to use building 
tools to construct within 3D VLEs only express 
how to create and edit these buildings (Nesson, 
2007), but do not offer any guidelines as to the 
specifications to take into consideration to make 
them functional, usable and acceptable by users. 
An individual market research, within Second 
Life, depicting users’ reactions to preferences 
between realistic buildings and imaginative style 
buildings, only shows that users prefer realistic 
style buildings with a percentage of 60% more 
than their preference to using imaginative style 
3D buildings (Market Truths Limited, 2009). 
Further evidence by Pursel (2010) indicates that 
virtual usability criteria of 3D buildings in gen-
eral can differ to usability criteria required in the 
physical world. He includes an example of the 
virtual Ohio University campus, that while be-
ing an exact replica of reality, the presence of so 
many storeys and internal corridors is extremely 
inconvenient to travel through in virtual worlds 
(too narrow, difficult to navigate, falling off stairs, 
difficult exits). He also recommends that museum 
exhibits be placed on outer glass windows of a 
building, instead of on internal walls, and avatars 
can fly up and admire them from the outside of 
the building. He also comments that lecture halls 
in virtual worlds that are created with the same 
dimensions and chairs as in the physical world 
are very crowded and provide bad circulation. 
Hence it can be seen that students’ contentment 
and satisfaction from design elements of learning 
spaces in 3D virtual worlds can be different from 
those in the physical world.



 

 

17 more pages are available in the full version of this document, which may

be purchased using the "Add to Cart" button on the publisher's webpage:

www.igi-global.com/chapter/effects-virtual-world-environments-student/63181

Related Content

Faculty Development for Online Teaching
Karen R. Johnson, Gertrude I. Hewapathiranaand Mauvalyn M. Bowen (2019). Handbook of Research on

Virtual Training and Mentoring of Online Instructors (pp. 40-55).

www.irma-international.org/chapter/faculty-development-for-online-teaching/208826

An Interdisciplinary Design Project in Second Life: Creating a Virtual Marine Science Learning

Environment
Riley Triggs, Leslie Jarmonand Tracy A. Villareal (2010). International Journal of Virtual and Personal

Learning Environments (pp. 17-35).

www.irma-international.org/article/interdisciplinary-design-project-second-life/45890

The Impact of the COVID-19 Pandemic on Engineering Foundation Student Course Experience
Su Ting Yong, Siang Yew Chong, Kung Ming Tiong, Thian Khoon Tanand Reginamary Matthews (2022).

International Journal of Virtual and Personal Learning Environments (pp. 1-16).

www.irma-international.org/article/impact-covid-pandemic-engineering-foundation/295307

Second Life Brought to Life: A Case of Usability In-World
Kevin Yeeand Jace Hargis (2012). Virtual Learning Environments: Concepts, Methodologies, Tools and

Applications  (pp. 437-450).

www.irma-international.org/chapter/second-life-brought-life/63142

Motivation, Engagement and Learning through Digital Games
Ioanna Iacovides, James Aczel, Eileen Scanlon, Josie Taylorand Will Woods (2013). Technologies,

Innovation, and Change in Personal and Virtual Learning Environments (pp. 125-140).

www.irma-international.org/chapter/motivation-engagement-learning-through-digital/70938

http://www.igi-global.com/chapter/effects-virtual-world-environments-student/63181
http://www.irma-international.org/chapter/faculty-development-for-online-teaching/208826
http://www.irma-international.org/article/interdisciplinary-design-project-second-life/45890
http://www.irma-international.org/article/impact-covid-pandemic-engineering-foundation/295307
http://www.irma-international.org/chapter/second-life-brought-life/63142
http://www.irma-international.org/chapter/motivation-engagement-learning-through-digital/70938

