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ABSTRACT- The growing popularity of virtual worlds among children has inspired educationists for utilizing them for learning purposes. It is argued that virtual worlds could have several benefits or affordances for learners. The aim of this talk is to present how virtual worlds could support engaged learning. Engaged learning means that student activities involve active cognitive practices and the student is immersed in the learning task. This talk is based on the paper that reviews the results of studies that utilized virtual worlds to engage learners. The results are examined in two levels, namely learning gains and design principles. It has been found out that deeper learner engagement at learning tasks results in higher learning gains. Many studies report higher learning gains in test scores especially in science learning. In some studies better content retention is also noted. Many studies also suggest design principles for using virtual worlds for facilitating engaged learning. This paper builds a framework for the design and use of virtual worlds in education for better learner engagement. 

A case study is also presented which was carried out as a qualitative case study at one Finnish lower secondary school. The main aims of this research was to look at motivations and experiences of children in virtual worlds through identifying the activities that they perform, features they use (in games and virtual worlds) and the reasons for abandoning these virtual worlds. The results indicate that the features that are liked in virtual worlds are similar to games. Social networking needs and better gaming experiences were main reasons to abandon virtual worlds. Participants were generally skeptic about using games and virtual worlds for education but showed interest in using them for education.

