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In the late 2000s, Virtual Worlds (VWs) were identified as favorable training settings for employees. Companies like IBM (Hatch, 2007) and Sun Microsystems (Wyld, 2010) adopted virtual world Second Life for training purposes because of  reduced training costs and good training results.  According to Journal For Virtual Worlds Research, “Superior learning outcomes and reduced costs in comparison to traditional training are perceived by researchers to be the primary advantages of training in Virtual Worlds”.( Landers and Callan,2012). However, regardless of these advantages VWs have not taken over traditional training because of the lack of direction, leadership, instructional design research, and budgetary limitations  (ASTD, 2011)

Higher education institutions have adopted Virtual Worlds through setting up virtual classrooms (Chen, X., Siau, K., & Nah, F. F. ,2012).  In The Empirical Comparison of 3-D Virtual World  and Face-to-Face Classroom for Higher Education journal, the authors Chen,  Siau,  & Nah assessed the effectiveness of a 3-D virtual world ,Second life to a traditional face-to-face learning environment, they also studied the effect of utilizing instructional strategies on these two environments. Their findings concluded that when a direct instructional strategy is used, there is a significant difference between using virtual worlds and one-on-one learning environments as more interactivity has been noticed in a virtual world than in face-to-face settings. 

Virtual worlds classrooms are captivating, stimulating areas for learning that can adapt to different learning abilities and styles. Students can engage in online class activities using a variety of instructional media materials along with learning stations to help students extend content understanding and achieve mastery. 

The effectiveness of the instructional design is key to a successful virtual worlds classroom. In Educational Frontiers: Learning in a Virtual World journal, Calongne (2008) stated, “the success of a course depends on effective course design, delivery, and assessment”. In a Virtual Classroom, learning happens through exploration and discovery. Students will be able to learn virtually see and feel things. Google is making this possible through Google Expeditions. Students will be able to explore the world virtually without leaving the classroom, using a cardboard headset and a mobile device. Many schools around the world have already used Google expeditions in the classroom. Applications are endless, students were able to study Romeo and Juliette by virtually seeing the scenes and streets where the story took place, explore oceans and learn about biology without getting wet and walking on the great wall without leaving their desks  Virtual worlds classrooms are completely changing learning environments.

The Success of Virtual worlds in the classroom depends in the educators ability to adopt VWs and on the availability of infrastructure to support its implementation. Literature reinforces that when VWs are used in education, educators will benefit from it. However, educators’ willingness, professional development and growth are necessary for virtual words to be effective. Students are ready for virtual worlds classrooms, they are able to adapt and process multiple multimedia including Xboxes, smart phones, tablets and Computers. The shift from traditional education to a more innovative setting is necessary. “we have entered into a new way of teaching, one in which technology, the art of teaching, and the needs of learners are converging”.( Chen, X., Siau, K., & Nah, F. F. ,2012).  

In a Virtual Worlds classroom, the learning is interactive and based on simulation. The instructor will need to use simulations instead of using the traditional approaches. Students will be using critical thinking on how to design the simulation which involves cross discipline skills. The Collaborative Efforts: Teaching and Learning in Virtual Worlds article published in 2010 by Elizabeth M. Hodge and Sharon Collins also stated that, there are factors to be considered in order to create a virtual environment. These factors include understanding of the 21st century skills, involvement of administrators, families and communities. 

The development of the digital world and the surge of innovative technologies are challenging the traditional education setting. Schools need to invest in providing the infrastructure and promote 21st century skills which are directly linked to science ,technology, engineering and mathematics. Research review from the 1950s  to present , Wai et al. (2009) found a relationship between spatial abilities and success in STEM fields. In addition, the journal of virtual Worlds research cited that adolescents with high levels of spatial abilities chose educational and occupational fields in STEM. The journal also found that there is a correlation between spatial abilities, cognition and success in STEM (McGee, 1979; Geary, Saults, Liu, & Hoard, 2000; Delgado & Prieto, 2004). Virtual worlds classrooms will provide that interactive environment that actively promote the development of spatial and cognition abilities.    

Implementation of Virtual worlds classroom requires making instructional design changes which involve collaboration between all parties including IT professionals. Elizabeth M. Hodge and Sharon Collins(2012) state that, “virtual environment programs are highly complex and require technological skills that some faculty may not be equipped to develop” .Therefore, collaboration is imperative to the success of virtual world in the classroom. Technologists will need to provide technical assistance and design expertise to deliver hands-on activities, create virtual learning objects and write the script to make those objects interactive. 

Virtual worlds learning is exciting and appealing. Calongne (2008) cited  “Virtual worlds are engaging, stimulating spaces where students can meet online for normal class activities, including lectures, discussions, case studies, projects, papers, exams, and labs”. Students will be engaged in creating content using virtual tools and model their ideas as they work on their assignments. The classroom is no longer an isolated setting where only teachers and students are involved. In a virtual worlds classroom social networking and interactions are encouraged, Students are productive, engaged and responsible for their learning. Less time is spent in critical assessments and more time is spent learning. Instruments to measure student learning and achievement will be interactive and observable. Assessments of knowledge shift to providing solutions to problems, visualizing and assessing the solutions. Students will assume various roles involving online discussions boards, virtual design and scripting. While, the instructor, role shifts from being the only person delivering the instruction to supervising, stimulating and guiding 3D objects creation and activity-bases learning and interaction via social media. 

Virtual Worlds in education have some gaps that need to be filled in, as there is no evidence that students will become more capable, self-focused and will develop strategies to “learn how to learn”. In a journal titled 3D virtual worlds in education: Applications, benefits, issues, and opportunities, Eschenbrenner, Nah & Siau,(2008) listed issues and challenges of virtual worlds related to educational practices, technological problems; expenses; behavioral, health and safety concerns, and user adoption. However, the future is promising and the potential for filling up those gaps and meeting goals exist as confirmed by Eschenbrenner, Nah & Siau (2008),“many educational opportunities exist and much potential for meeting various pedagogical objectives are possible in 3-D virtual world environments. Gaps may remain in the ability for students to learn how to learn.”.
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