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Abstract

This study presents an innovative online learning system and methodology designed to facilitate
education through interactive engagement between learners and instructors within an online virtual
environment. The system leverages game server infrastructure to enable educational activities through
character manipulation in a simulated space. The primary features of this system include: (1) a robust
foundation of rich content provided by the online educational platform, (2) the utilization of existing game
servers to deliver real-time video-based lessons and multimedia lecture content within a game-based learning
framework, (3) an intuitive and engaging user interface supported by diverse, interactive content to enhance
user interest, (4) the capability for learners to review educational content via a media server for repeated
study, with video lectures designed for flexible reprocessing and reuse, (5) the integration of Block-chain
technology to ensure a stable and trustworthy educational ecosystem, and (6) an adaptive instructor
recommendation system that matches learners with suitable instructors, thereby improving overall class
satisfaction and learning outcomes.
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[Fig. 1] Model of a System for Online Learning
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[Fig. 2] Model of a System for Online Learning
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[Fig. 3] Framework for Online Learning
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[Fig. 4] Architectural Model for Online Virtual Environments
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[Fig. 5] A Model Depicting 3D Virtual Spaces through Illustrative Modelings
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