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Abstract The aim of this study is to explore 'how is ICT being used in social work education and are they
effective? In order to answer the questions, a content analysis was conducted. Three academic databases,
DBPIA, Kiss, EBSCO were searched to look for the articles that investigated ICT and social work education
between Jan. 2016 and July, 2022. No study was found from DBPIA and Kiss. Based on inclusion criteria,
thirteen articles were selected from EBSCO. Those articles were analyzed following 9 analytic themes: Country,
Undergraduate or Graduate Student, Pedagogical Theory, Course Goal, Course Content, Evaluation Method,
Outcome, Applied Software or Program. As results of the study, the platforms primarily used for social work
education were VR, Second Life, PeopleSIM, course-tailored Applications. In addition, the following was
illustrated as effectiveness of ICT in social work education, immersiveness, course satisfaction, improved
knowledge, etc. Study limitations and recommendations of future applications were also discussed.
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Table 1. Titles of Analysis Journals

hikil =y

Designing and implementing the use of VR in
Graduate Social Work Education for Clinical Practice
Virtual Reality: what it offers, and how it can be used
2 easily (and inexpensively) by health & social care
tutors

Teaching Note—Teaching Student Interviewing
Competencies Through Second Life

Development of an Immersive Virtual Reality
Learning Environment

1




Social welfare education and ICT(Information and Communication Technology) utilization: Contents analysis

Virtual Worlds and Social Work Education

Sustainable, Agile Technology Navigation Accessing
Virtuality for real-world learning: A SATNAV for
social work educators

Virtual Reality: An Immersive Tool for Social Work
Students to Interact with Community Environments

Social work practice education and training during
the pandemic Disruptions and discoveries

Teaching Note-implementation of online client
simulation to train and assess screening and brief
intervention skills

10

Computerized Clinical Training Simulations with
Virtual Clients Abusing Alcohol: Initial Feasibility,
Acceptability, and Effectiveness

11

Making ideas "app”’-en: the creation and evolution of
a digital mobile resource to teach social work
interviewing skills

12

Teaching to Tech: A  Quasi-Experimental
Assessment of a Technology-Enhanced Social Work
Course

13

Creating a mobile app to teach ethical social media

practices
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