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ABSTRACT

HMD makes big issues about virtual reality in these days. Experience of virtual reality
may cause different effects with experience of real world, so this is the reason why
comparison studies are needed. There are many works about usefulness of virtual reality
education but most of studies were considered as special training. This study was started
for the long term memory effect of virtual reality education game. Difference study of
memory between real world education game and virtual reality education game shows
virtual reality system has smaller diminution of memory than real world. And environment
existence was defined as a main effect of long term memory through the test.
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[Table 1] Number of Group
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[Table 2] Result of Long—Term Memory Test
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