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실플랫폼 VRChat중심으로,” 2022. Accessed: Jun. 03, 2024. [Online]. Available:
https://scienceon.kisti.re.kr/srch/selectPORSrchArticle.do?cn=DIKO0016422568

[36] D. López-Fernández, A. Gordillo, P. P. Alarcón and E. Tovar, "Comparing Traditio-
nal Teaching and Game-Based Learning Using Teacher-Authored Games on Computer
Science Education," in IEEE Transactions on Education, vol. 64, no. 4, pp. 367-373,
Nov. 2021, doi: 10.1109/TE.2021.3057849

[37] D. Zhao, C. H. Muntean, A. E. Chis, G. Rozinaj and G. -M. Muntean, "Game-Based
Learning: Enhancing Student Experience, Knowledge Gain, and Usability in Higher
Education Programming Courses," in IEEE Transactions on Education, vol. 65, no. 4,
pp. 502-513, Nov. 2022, doi: 10.1109/TE.2021.3136914.

[38] M. Belter and H. Lukosch, "Towards a Virtual Reality Math Game for Learning
In Schools - A User Study," 2022 IEEE Conference on Virtual Reality and 3D User
Interfaces Abstracts and Workshops (VRW), Christchurch, New Zealand, 2022, pp.
808-809, doi: 10.1109/VRW55335.2022.00255.

[39] N. AlQallaf et al., "Teaching Solar Energy Systems Design using Game-Based Vir-
tual Reality," 2022 IEEE Global Engineering Education Conference (EDUCON), Tu-
nis, Tunisia, 2022, pp. 956-960, doi: 10.1109/EDUCON52537.2022.9766460.
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