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Abstract

Virtual reality; medical education;

STATEMENT OF THE TOPIC

According to the research field of the author, the term “virtual learning environment” refers to “a Web-
based platform for the digital aspects of courses of study, usually within educational institutions.” They
present resources, activities, and interactions within a course structure and provide for the different stages of
assessment. Under this dialogue, didactic education in today’s medical filed emerges innovation and making
great achievements in innovative education. Based on these situations, the author defines “virtual learning
environment” and “Medical education” as the main keywords.

“virtual learning environment” could also be addressed as “VLE”.

“Medical education” could also be addressed as “Medical learning”, “Medical teaching” or “medical didactic”.

DATABASE SEARCH- KEYWORDS

The author searched the individual keywords in four databases:

According to the sample size and paper relevance, the author choose “virtual learning environment” and
“medical education” to fullfill the search for next step:

As the resluts was not so abundant, the author also try to simplify ” virtual learning environment” as
“virtual learning”, and tried again with “medical eudcation”. The author defined some sub-keywords
under the keyword “Virtual learning” such as: “virtual reality”, “augmented reality” ,“mixed Reality”.
Abbreviations(VR, AR, MR) for these terms are ambiguous in the search, therefore not considered.

The author found that with sub-keywords “virtual reality”, the amount of texts is richer, and the relevance
of the papers is also high. So the author define the keywords for this research as: “virtual reality” and
“medical education”. According to the visual map from Wos, now the results seems more reliable. Since
the concept of VR technics rely on the development of technology, the numbers of research was widely
growing since 1993.
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Figure 1: individual keywords

Figure 2: choosen keywords

Figure 3: redefine keywords

The State-of -the-Art

RELATED PROJECTS

According to the research within four websites, the author found out the main research areas rely on the topic
was: EDUCATION EDUCATIONAL RESEARCH; COMPUTER SCIENCE; HEALTH CARE
SCIENCES SERVICES; GENERAL INTERNAL MEDICINE; MEDICAL INFORMATICS.

The author also found a large number of Europen projects that may contribute to this problem, under the
keywords “virtual learning” and “medical education”, in total 37 programmes and projects (exclude “Results
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Figure 4: Map web of science

Figure 5: Timeline Semantic schalor

Packs” ).

Ongoing/ just-ended examples :

1. https://cordis.europa.eu/project/rcn/205964/factsheet/en

2.https://cordis.europa.eu/project/rcn/71410/factsheet/en

3.https://cordis.europa.eu/project/rcn/196899/brief/en

4.https://cordis.europa.eu/project/rcn/64696/factsheet/en

5.https://cordis.europa.eu/project/rcn/60866/factsheet/en
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BIBLIOMETRIC ANALYSIS

BIBLIOSHINY

Figure 6: Word Treemap

Figure 7: Wordcloud

In 2017, the scientific production reachs a peak.
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Figure 8: Annual scientific production

Figure 9: Most relavent sourses top ten
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Figure 10: Author impact top ten

Figure 11: Most relatived keywords
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Figure 12: Correspounding authors’ country

Figure 13: Most cited countries

9. John, N. W. (2007). The impact of Web3D technologies on medical education and training. Computers
& Education, 49 (1), 19-31.

10. Lu, J., Pan, Z., Lin, H., Zhang, M., & Shi, J. (2005). Virtual learning environment for medical education
based on VRML and VTK. Computers & Graphics, 29 (2), 283-288.

7



8


