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Movement Analysis, Action Analysis, and Experience Summarization for Supporting Expe
rimental Learning in Metaverse
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Research findings cover two major topics for supporting experimental learning in t
he 3D virtual space, or metaverse, Second Life (henceforth, called SL), i.e., Topic 1 movement and action
analysis and Topic 2 experience summary. Experimental learning in SL, as that in real world, can be expect
ed to foster active, creative and corporative attitudes in problem solving and exploring through visiting
places such as virtual museums. These findings, besides experimental learning, have also high potential fo
r creation of effective educational services within metaverses like SL.
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Accuracy MCC Recall Precison F-measure
80.4% 0514 0.794 0.818 0.806
(716%) (0.426) (0.715) (0.692) (0.703)
83.2% 0,580 0.844 0.732 0.784
(78.3%) (0547) (0.706) (0.774) (0.738)

AVERAGE MEDIAN BEST WORST

Ngye = Ny 247376 246650 229600 287400
Ny = N2 271315 272950 245800 293800
N =0 285736 285100 264400 316300
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