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This paper attempts to compare and contrast the article on Virtual Worlds and its use in education with the chapter 15 of our text on 3D gaming and simulation in the eLearning environment. The book took the approach of using virtual words as a learning tool. The conclusion was drawn that purpose must be embedded with the virtual world in order for it to be effective. I would like to reference the e-learning book first. It states on page 358 that “for any game used for learning purposes, it’s critical to embed the key knowledge and skills into the game environment.” Continuing on page 359 it states that “instructional objectives should be integrated into the game’s story line so that the training material is relevant to the progression of the game”. So in other words the games are fine if they have direction and purpose. In the article the use of virtual worlds was seen as a positive. This argument lines up with a section of the research article on Virtual Worlds. On page 37 it states that “students got a feeling of really being on campus. This helped them to familiarize themselves with the real campus and its facilities before coming to Singapore.” 
The research article I felt took a different approach in that it analyzed the main purposes of virtual worlds. For example in the abstract and conclusion sections of the article it stated, “Overall, we found that virtual worlds may be utilised for the following uses: (1) communication spaces, (2) simulation of space (spatial),and (3) experiential spaces (‘acting’ on theworld).” Pg33. I believe that both the text and the research paper should be taken together to provide an overall outlook as to what can be done with a virtual world environment and how to use it to ensure that learning will be fostered from the environment.

