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Abstract 

 

The aim of this study was to develop a three-dimensional virtual court for legal education. 

The study was carried out as qualitative research, and design-based research method was used 

in the study. The participants were composed of 4 lawyers, 6 legal practitioners and 5 

researchers. Study data were collected by using document analysis, focus group discussions 

and unstructured interviews. Two focus group discussions were held throughout the study 

implementation In the first discussion, the participants were informed about potential 

beneficiaries and purposes of using of virtual courts. The other discussion became the venue 

for negotiations on how to transfer the structure and functioning of real courts to the virtual 

environment. In addition, document analysis was conducted on functioning and physical 
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properties of the real courts in Turkey. In the light of the findings from the focus group 

discussions in combination with document analysis, the qualities were determined which are 

expected to be featured in a virtual court to be developed for legal education. In the following 

stage, a three-dimensional virtual courthouse was modelled where hearings can be held. Then 

it was revised in accordance with opinions of both experienced and legal practitioners by 

using unstructured interview forms. The court was finally finished as a result of a two-step 

evaluation process. 
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Introduction 

 

The use of up-to-date information and communication technologies in class has always been 

worth investigating for educators. Virtual reality technology is one of them. Virtual reality 

refers to the real-like virtual environments created based on the laws of physics (Winn & 

Bricken, 1992). With virtual reality applications in which various senses are actuated, users 

can not only watch the screen from the screen but also live as if the reality is in that world 

(Çavaş, Huyugüzel Çavaş, & Taşkın Can 2004; Spence, 2008; Uzun, 2011). Virtual reality 

environments allow real-time movement, navigation and touching of objects to users (Chen, 

Yang, Shen, & Jeng, 2007). Sound and image sensitive heads, motion sensitive clothes, 

gloves and cabinets are some of the technologies used to create virtual reality (Dede, 2010).  

 

Virtual reality has created its own virtual cultures and communities. Virtual worlds are 

communities where virtual reality is revealed. Damer (2008) defines the virtual world as 

“reflection of dreams created in space with pictures or words and the places that give 

enough sense of that world”. In virtual worlds, users are represented by virtual characters 

that can move. These characters, called avatars, can interact with each other and with virtual 

objects in the environment. There are virtual worlds developed by different companies. 

Active Worlds (AW), Kaneva and Second Life are examples of these (Kamalı, 2012). 

 

Recently, there have been studies investigating the use of virtual reality and virtual worlds in 

learning and teaching processes. The studies comparing traditional classroom environment 

with virtual one (Edirisingha, Nie, Pluciennik, & Young, 2009; Omale, Hung, Luetkehans, 

& Cooke-Plagwitz, 2009; Salmon, 2009; Warburton, 2009) suggest that the feeling of 

existence and belonging in the virtual environment is higher than that of the traditional 

classroom environment. Simultaneous communication in the virtual environment has a 

motivating effect on students (Holmberg & Huvila, 2008; Omale et al., 2009). According to 

Arıcı (2013), the academic achievement of students studying in the virtual world is higher 

than in traditional classrooms, and the information gained is more permanent. There are 

studies that show that students are more comfortable in virtual classrooms than traditional 

classroom environments (Singh & Lee, 2009; Wang, Song, Xia, & Yan, 2009). According to 

Winn (1995), the use of learning environments in which virtual reality is supported is now a 

necessity. Such environments are said to provide positive contributions to the students such 
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as playing active roles in the process, promoting productivity, imagining, learning with fun 

and developing positive attitudes towards the lesson (Winn, 1995). 

 

Although the use is increasing day by day, there are some limitations of the three-

dimensional learning environments created by virtual worlds. The number of educators to 

develop a qualified virtual learning environment is low and the platforms to be used in this 

process require high cost (Kluge & Riley; 2008). It is also known that designing content and 

objects for use in three-dimensional learning environments is not easy ((Smelik, Tutenel, de 

Kraker, & Bidarra 2011). Considering users, students have the potential to share 

inappropriate content, as well as technical problems such as internet access and hardware 

shortcomings (Inman, Wright & Hartman, 2010; Liou 2012; Nash, 2009).  According to 

Hinrichs, Hill, & Patterson (2011) it is possible that virtual worlds can be transformed into a 

genuine community by solving the mentioned problems.  

 

Legal Education and Virtual Learning Environment 

 

Demirağ and Çiftçi (2010) state that legal education in Turkey has been a subject of debate 

for many years and that it is considered inadequate against international standards. In 

particular, there are debates about the duration of basic legal education. Öztürk (2010) 

points out that over seven years have been spent to train lawyers in many developed 

countries. Criticism about basic legal education in Turkey is not limited to the duration of 

education.  In most of the law faculties there are inadequacies in service building, 

classrooms, library, technical equipment, and academic and administrative staff (State 

Planning Organization Undersecretariat, 2014). Kılıç (2009) concluded that importance is 

given to the application as well as the transfer of theoretical knowledge within the legal 

education system abroad, that the internship periods are equal to or longer than the 

university education; whereas in our country, mainly theoretical education is applied and the 

internship training period is shorter in Turkey. According to Başözen and İyiler (2010), in 

the center of the criticisms about the law faculties in Turkey is the classical methods used in 

the lessons. Öztürk (2010) states that the primary purpose of the faculties is to transfer the 

legal information personally to the students. Despite the fact that the curriculum is very 

loaded, the duration of the curriculum is not sufficient and an education system based on 

memorization is carried out (Karayalçın, 2008). Şimşek (2010) points out that students 

should be introduced to different disciplines beyond the closed methods of education and 
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therefore current methods should be used in legal education order to solve the problems in 

this context.  

 

Departing from the basic problem that law school students cannot convert the theoretical 

knowledge into application, questions such as “Is it possible to create an alternative 

learning environment for legal education?” and “How to take advantage of educational 

technology in this process?” come to mind. Considering the idea that virtual reality 

technologies can be used to create something if the truth is real (Kayabaşı, 2005), the 

development of a virtual court that reflects the structure and functioning of the courts in 

Turkey seems worth investigating. The fact that the lawyers who are trained in law faculties 

and the lawyers who have just started their profession cannot experience the hearing 

experience at the desired place, time and frequency under the current conditions can be 

evaluated as factors that increase the potential of educational purpose of the virtual 

courtroom to be developed. Yenipınar (2013) states that lawyers must be able to get over the 

unexpected situations that arise during the proceedings so that they can manage the court 

process well. A virtual court that will allow the trial experience by assuming of different 

roles, such as attorneys, judges and prosecutors, may be useful for law school students and 

inexperienced lawyers in this process. The fact that virtual courts have been developed in 

different countries of the world (Barnett & McKeown, 2012; Sanson, İreland, & Rogers, 

2009; Ulicki, 2012) and the prospect that the trend in this direction will continue to increase 

(Rogers, 2016) makes it necessary to carry out interdisciplinary studies about the use of 

virtual learning environments in legal education in Turkey in order to keep up with the 

times. For using the virtual learning environments in legal education and presenting its 

results, it is necessary to design and develop these environments first. Thus, present study 

was planned to develop a three-dimensional virtual court to be used in the context of legal 

education. The questions to be answered in the research are as follows: 

1. How can the actual court's function be transferred to the virtual environment? 

2. What should a three-dimensional court be like? 

 

Method 

 

In this research, Design Based Research (DBR) method, which is shown as a suitable method 

for technology-supported or technology-based education applications, was used. DBR is a 

method that requires systematic, functional and product development that allows mutual 
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cooperation between researchers and practitioners. Focusing on the design process and the 

examination of the innovations designed, DBR is composed of the stages such as analysis, 

design/development, implementation and evaluation. The results obtained by evaluating the 

data obtained at each step are used for the improvement of the design pavement (Enkenberg, 

2001; Wang & Hannafin, 2005). The activities carried out and the data collection tools used 

in this research process, which was intended to develop a virtual courtroom for use in legal 

education, are shown in Figure 1.  

 

 

Figure 1.Activities carried out during research process  

 

In the first stage of the research, review of literature was conducted and the usability of the 

three-dimensional virtual environments in legal education was revealed. In addition, a 

document review was made on the duties of judicial institutions in Turkey, the structure of 

the courtrooms, the types of courts and who should be present in these courts. The obtained 

data were used to plan the focus group meetings and to support the findings revealed by these 

meetings. In the first focus group meeting, discussions were made about the necessity of the 

virtual court, target audience and usage purposes. The second focus group meeting was 

devoted to how to transfer the functioning and physical characteristics of real courts to the 
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virtual atmosphere. The activities conducted up to this stage made it possible to determine the 

qualifications of the virtual court. At the next stage, a three-dimensional virtual court 

building, where the hearings can be held, was modelled. The opinions of the experienced 

lawyers on the developed virtual court building were taken and necessary updates were made 

accordingly. Finally, interviews with legal practitioners were made to obtain their views 

regarding the virtual output, and the findings were used to update the virtual 

court. Consequently, the virtual court was given its final shape. 

 

Participants 

 

The participants consist of 4 lawyers, 6 legal practitioners and 5 researchers. The expertise 

areas of the research team and their role in the research process are given in Table 1. 

 

Table 1 

Information about Researchers 

Researcher / Title Study Area Role in Research 

Researcher 1 

Assist. Prof. Dr. 

(CEIT)* 

Distance education 

Multimedia design  

 

-Coordinating team work 

-Technical advice in design and 

development of virtual court  

-Data collection, analysis and interpretation 

Researcher 2 

Prof. Dr. (CEIT )* 

Distance education 

Multimedia design  

Augmented reality 

-Technical advice in design and 

development of virtual court  

-Data interpretation 

Researcher 3 

Assoc. Prof. Dr. 

(Law) 

Commercial law 

Intellectual property 

-Legal advice in design and development of 

virtual court  

-Data interpretation 

Researcher 4 

Expert (Distance 

Education Centre) 

Distance education 

Augmented reality 

Virtual worlds 

 

-Design and development of  virtual court 

Researcher 5 

Master Student 

(CEIT)* 

Multimedia design 

Virtual worlds 

-Design and development of  virtual court 

-Data collection and analysis  

*Computer Education and Instructional Technologies  

 

As shown in Table 1, the research team includes multiple researchers specialized in 

multimedia design, augmented reality and distance education. There is a specialist in the field 

of law. The judicial decisions were based on the data obtained from the lawyer and legal 
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practitioners in the design team on the initiative of this researcher. The lawyers are registered 

with the Trabzon Bar Association and each has at least ten years of professional experience. 

One of them is the president of the bar, and one of them is the chief of the internship 

commission. All of the legal practitioners are continuing their internship training in the same 

bar.  

 

Data Collection and Analysis 

 

Data collection was completed with document review, focus group interviews, and an 

unstructured interview. The fact that different data collection methods are used has a 

positive effect on the reliability of the obtained data (Streubert & Carpenter, 2011). At least 

two researchers served in each of the processes of collecting, analyzing and interpreting data 

in order to avoid prejudicial disputes arising from researchers.  

 

Document examination requires access to written and printed documents and examining of 

the obtained data in a certain discipline (Yıldırım & Şimşek, 2006). In this research, 

academic publications about the legal system in Turkey, the structure and functioning of the 

courts, the contents of the corporate web sites in the field of law and video records of real 

courts were examined. The obtained data were first presented to the legal counsel of the 

research team then to the three lawyers whose professional experience was over five years 

for the examination. In this way, verified information was obtained and used for the purpose 

of establishing questions about group meetings. About technical suitability of these 

questions, a specialist in computer education and instructional technology (CEIT) was 

consulted, and views of a lawyer with fifteen years of experience was seen about legal 

suitability of the same questions. 

 

Within the scope of the study, two separate focus group meetings were attended by 4 

lawyers, 6 legal practitioners and research team. At the first focus group meeting, 

discussions were held on the subjects of how the virtual court would be developed and for 

what purposes it could serve. At the second focus group meeting, discussions were held on 

what should be done to ensure that the virtual court can mirror the actual court structure and 

functioning. At both meetings, all of the people in the design team were involved in the 

interactive decision-making process. At meetings, care was taken to create a friendly chat 

environment. This seems to be important in terms of finding correct and complete answers 
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to the questions (Streubert & Carpenter, 2011). Figure 2 contains images of the second focus 

group meeting.  

 

Figure 2. Images from the second focus group meeting of the design team 

 

Voice recordings were taken at both meetings and notes were kept during the meeting by a 

researcher. Voice recordings and notes were evaluated together by two different researchers 

and content analyzes were conducted after interviews were transcribed. The obtained data 

were compared with each other and their accuracy was checked. In addition, the data 

obtained after the meetings of both focus groups were summarized and shared with 

attorneys attending the meeting, and opinions were taken on whether the information was 

correct or not. In this way, necessary additions and removals were made to give the final 

shape to the findings.  

 

At the last stage of the research, unstructured talks were held with three lawyers and three 

legal practitioners outside the design team concerned with the reflection of the reality of the 

developed virtual court. The data obtained from the interviews made by the voice recording 

was transcribed and analyzed by the researcher using a word processor 

program. Verification was achieved by comparing the data against each other. 

 

 

Results 

 

In this section, the results are presented under two headings in relation to the research 

questions. 
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Results related to transferability of real courts to virtual media   

 

At the first focus group meeting, a presentation was made by the research team on the 

educational purposes of virtual worlds and virtual worlds. Then, the following questions 

were posed to the group by the researcher in charge of the meeting: “Do you think the virtual 

court would contribute to legal training?”, “Who should virtual court be developed for?”, 

“For what purposes can virtual court be used?”, “Should virtual court reflect exactly the 

real court process?” In the discussions, the accepted views on the virtual court audience and 

purpose were as follows:  

Virtual court can be used; 

 As part of teaching methods and techniques in the process of transforming 

theoretical knowledge into practice in law faculties, 

 as a lifelong learning environment whereby experienced lawyers (lawyer, judge, 

prosecutor) can share their experience with younger collagues and legal students,  

 for training of legal practitioners, 

 and as a chatting forum where lawyers in different cities of the country can 

communicate and interact with each other.  

 

All of the lawyers in the team reported favourable opinion regarding the transferability of 

real courts to virtual courts. It was stated that the virtual court must reflect the functioning of 

the actual courts in every aspect and courtrooms must be equivalent to real ones. It was 

added that a legal person would benefit from experiencing the position of a prosecutor, 

judge, lawyer, or even a clerk in a virtual court. It is also thought that the education to be 

given in the virtual court will allow the use of different teaching methods and techniques, 

can provide a flexible and independent learning environment and can help correct procedural 

mistakes made in the legal system. During the meeting, one of the most frequent questions 

asked by legal practitioners to the research was how to use virtual worlds. One of the 

practitioners said: “I downloaded the SL from the internet logged in. Suppose that we made 

the virtual court. All trainees got membership and got connected. How are we going to the 

virtual court?” 

 

In the second focus group meeting, following questions were addressed to guide the group: 

“What is the functioning of the judicial system like in Turkey?”,“How is a lawsuit started, 
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how is it continued and ended?”,“What is the structure of courtrooms like?”,“Are there 

different types of courtrooms?”,“What officials are in the room?”,“Who should speak when 

in the courtroom?”,“Can anyone enter hearings?” After the details were set out regarding 

details of the structure and functioning of the legal system in Turkey, debate was held during 

the rest of the meeting on how to transfer the actual court to virtual venues. In this context, 

the following findings were obtained: 

 In the first instance, the virtual court should be developed to cover one or two court 

cases, it should be opened to use and the scope of the virtual court should be 

expanded in the direction of the findings.  

 The clerk position in the virtual court should not be neglected and they should be 

able to keep records as in the actual courts. Otherwise, there will be a serious 

shortage of legal education and procedural mistakes  

 Avatars must be able to be used with the body language (hand and arm movements 

and mimics) to compromise and to ensure the interactions between the parties in the 

new legal system. Opinion of one of the lawyers about the matter was as follows: 

“Sound tone and mimics are important when deciding in real courts, and the same 

must be true in the virtual environment”. Another lawyer said “It is important how 

to ensure compromise and reconciliation in the virtual environment”.  

 In the virtual court, the process of requesting documents from other institutions 

should be operated. One of the lawyers said “The documents to be investigated 

remain in the prosecutor's office. There are 8-10 prosecution types. For example, IT 

prosecution is interested in IT crimes. If the prosecutor needs the testimony of the 

person, he will write to the police or gendarmerie station and ask for it. If it is 

required to demand a document from the university or criminal justice department, a 

letter is written the document is requested from that institution. All this needs to be 

moved to virtual venue.”   

 Information and document safety should be able to be maintained in the virtual 

court.  

 The files must be stored according to the year and number basis as in reality. 

 The postponement process of the cases should be designed to reflect the reality.  
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When both focus group meetings and the data from the document analysis were evaluated 

together, the following findings were obtained regarding the qualities that should be relevant 

to the design and use of the virtual court: 

 The virtual court should include two hearing rooms, one of which is for civil law and 

the other for heavy criminal, as well as the units that are needed in the process of the 

operation of these courts.   

 The virtual court should have basic roles of judges, prosecutors, lawyers, clerks, 

bailiffs, witnesses and defendants avatars. The user must be able to participate in the 

process by choosing from within these roles. It should also be possible to participate 

in the role of audience in order to facilitate the use of the virtual court in educational 

activities.  

 The entrance to the virtual court must be encrypted. File and document access for 

avatars should be organized according to roles (judge, prosecutor, lawyer).  

 The avatar in the clerk's role must use the writing tools in the virtual world where the 

virtual court will be integrated to keep records. Besides this, the interviews should be 

archived by video recording.  

 A database should be created to hold the trial files by year and number basis and be 

included in the virtual court.  

 The authority to postpone cases should belong to the avatars in the role of judge. 

This postponement can be done in a different day, as it really is, or after a much 

shorter period of time. 

 

Results from the Virtual Court  

 

A three-dimensional virtual court was planned in the direction of discoveries about how 

physical properties of real courts can be transferred to virtual ones. There are two hearing 

rooms on the first floor of the building. One of these halls is law school, the other is a heavy 

criminal courtroom. A large number of chairs were placed in corridors along trial halls, and 

this section was converted into a waiting room. In addition, there are three units (rooms) to 

be used for different purposes. One of them is an upper rank office downstairs for judges 

and prosecutors. The other two rooms upstairs are the clerks' offices where correspondence 

is carried out.   
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The drawn plans were presented for the examination of the lawyers in the design team and 

the opinions were taken through unstructured interviews. Lawyers stated that separate rooms 

should be allocated for judges and the prosecutors, and that there should be one archive 

room in the building. Moreover, it was suggested that the exterior of the building be similar 

to the Trabzon Bar Association. In this context, three rooms were added to the upper part of 

the hearing rooms with high ceilings, creating an archive room with two separate rooms for 

judges and prosecutors. In this way, the plan of the virtual court building was finalized by 

updating and the drawings were transferred to the computer environment. Figure 3 shows 

the plans for the courtrooms. 

 

Figure 3. Layouts of the rooms in the court 

 

Three-dimensional modelling of the virtual court building was done using SketchUp and 3D 

Max programs. Figure 4 shows the screen images of the works performed by these programs 

during the modelling process. 

 

Figure 4. Activities carried out in the process of modelling of virtual courthouse 

 

In the process of modelling the virtual court, initially, the external and internal elements of 

the building were created using the SketchUp program according to the outlays. Texturing 

processes were then performed on these documents transferred to 3D Max program. 
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Unstructured negotiations were held with three lawyers outside the design group to find out 

if the three-dimensional virtual court building covers the sections and units needed in the 

judicial process, and how relevant they are. In the light of the suggestions, some 

amendments were made on the building. These amendments focus on the settlement of the 

objects in the courtrooms, the size of the units in the building and on which floor each unit 

should be. At the next stage, the virtual court building was presented for the examination of 

three legal practitioners who were not in the design team, and the views were taken through 

unstructured interviews. The legal practitioners did not bring any criticism or 

recommendation that would require a change in the virtual court. The external appearance of 

the developed virtual court was created by analogy to the Trabzon Bar, as seen in Figure 5.   

 

Figure 5.Virtual court and appearance of Trabzon Bar Association  

 

Various images belonging to the virtual court building are given in Figure 6. 

 

 

Figure 6. Images of the inside of the virtual courthouse 
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When the data obtained in the course of the design improvement are evaluated as a whole, in 

order to avoid technical problems in the use of the virtual court and to increase the 

educational efficiency, the following conditions should be taken into consideration:  

 The virtual court will work smoothly when transferred to the virtual world of SL. 

Interaction can be carried to the upper levels thanks to the written and verbal 

communication tools provided by SL virtual world.  

 One technical expert must be in charge to perform the tasks such as creating case 

files, adding to the system, updating them, recording hearings, or helping users in 

these matters.   

 The participants are responsible for their appropriate behaviours in the courtroom. 

The dynamic nature of SL provides a significant advantage in this respect. For 

example, an avatar in the prosecutor role will be alerted by the judge when he wears 

the avatars of the judge. Similarly, an avatar will be warned if it takes a seat that 

does not belong to its own role.  

 The flexibility of the SL environment, the ability to move in and out when requested, 

and the ability to resume where it is needed, will be a great convenience for 

practitioners in situations such as delays in actual courts, supply of missing 

documents, or breaks in hearings. 

 The ability to run pre-recorded audio and video files in SL virtual world and 

presentation on slides facilitates sharing of information and documents in the 

jurisdiction process.  

 In order to solve technical problems originating from SL virtual world or troubles 

due to unfamiliar users, training videos about the use of SL should be placed in the 

virtual courtroom. In addition, participants' computer literacy levels and internet use 

skills should be determined and training should be arranged for the SL and virtual 

court use if necessary. 

 

 

Discussion and Conclusion 

 

The fact that a large number of studies on different disciplines related to three-dimensional 

learning environments have been made and the positive results obtained from these studies 

show that three-dimensional virtual learning environments can be developed in order to 
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reduce or eliminate existing problems related to basic legal education and professional 

development in Turkey. As a matter of fact, studies are available which suggest that virtual 

learning environment has positive effects on the professional development of students and 

facilitate the transformation of theoretical knowledge into practice in legal education.  

 

In a study by Sanson, et al., (2009), a virtual environment was designed in which law faculty 

students could conduct negotiations and interviews, and applications were made with the 

participation of volunteer students. The results of the research revealed that the virtual world 

offers an independent learning environment in which law school students can use for the 

development of professional skills, and offers great advantages compared to face-to-face 

education. According to the results of a survey in Australia on virtual learning environments 

used in legal education (Yule, McNamara, & Thomas, 2009),  it was shown that 

technologies such as video conferencing and the virtual world can be used to improve the 

debate skills of law students and gain professional experience. Barnett and McKeown 

(2012) developed a courtroom in the virtual world for the use of students as part of the 

'Criminal Law' course within the Southern Queensland University. As a result of the 

research, it seems that the virtual court has succeeded in the process of transforming the 

theoretical knowledge of law students into practice.   

 

One of the best examples of the use of virtual worlds in legal education is the Democracy 

Island, founded by the New York Law School. A Supreme Court building and miniature 

models of urban neighbourhoods were constructed on this island in the SL virtual world. 

There are also simulations in the system where written and verbal communication tools and 

web conferences are used effectively. Students have the opportunity to learn the legal 

process in many ways, such as acquaintance with the managers, acquiring by sales, renting, 

building and using the property through the role of the students (Ulicki, 2012). Since the 

functioning on this land is in compliance with the American legal system, it may not be able 

to provide the necessary level of benefit for Turkish law students and lawyers to translate 

theoretical knowledge into practice. Besides, in order to be effective, participants need to be 

above a certain level of English speaking and understanding skills. Therefore, the virtual 

court developed in this study carries unique value for holding meetings in accordance with 

the Turkish legal system. 
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In a study on the views of legal students participating in a virtual court created in the virtual 

world SL (Ireland, Sanson, & Rogers, 2010), attention is drawn to the fact that students are 

much more concentrated in conversation than in real life. The virtual court developed in this 

study will provide opportunity for participants to experience trial experience at any time and 

at any desired time. In connection with this, participants may be part of an active learning 

environment in a legal context where they need to use the legal language.  

 

Virtual worlds have tools to enrich communication and interaction between avatars. General 

and personal correspondences can be made with the text-based communication tools in SL 

virtual world; voice communication tools can be used to chat with other avatars, and various 

mimics and animations such as laughing, shouting and hand waving can be used. Beside 

these, the mimics needed can be designed and uploaded to SL (Dinçer, 2008). When the 

virtual court is transferred into SL and implemented, mimics and animations related to the 

human reactions in real courts can be programmed and used by avatars.  

 

Law faculty students will be able to participate in the out-of-school meeting via internet 

from the place they want outside the school, which will save time and cost. This result 

seems to be supported by the study carried out by Ireland, et al., (2010). It becomes 

important that students who participated in the virtual court application created in the virtual 

world of SL have to experience a trial without having to travel within the positive opinions 

of the process. In the same study, it is emphasized that students should be able to participate 

in distance and international hearings. In the fall of 2006, a course called 'CyberOne: Law in 

the Court of Public Opinion' was opened by the Harvard University Law School. Students 

access the materials, the videos related to the lesson and the fictional courtroom through the 

media designed for them in the virtual world. Students who complete the course in which 

instructors and students are represented by avatars are entitled to receive credit. This course 

is organized not only for Harvard students, but also for accessibility of computer users 

around the world (Lamb, 2006).   

 

The tendency towards the movement of education to the digital medium in developed 

countries of the world also manifests itself in the field of law. Rogers (2016) notes that in 

many countries of the world, there are virtual courts and the number of them will 

increase; anticipates that fictional trial contests will be held in the virtual world of SL in the 

future. Although the use of three-dimensional virtual learning environments for legal 
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education in Turkey has not been widespread, the use of electronic media in the legal system 

is increasingly available. The Turkish Bar Association and bar associations affiliated to this 

association actively use the web sites and carry out informative and announcement works in 

this way. In the scope of The National Judicial Network Project (UYAP, 

http://www.uyap.gov.tr/), legal employees can improve themselves and be aware of 

developments by means of the e-tracking module and SMS system. The study by Kılıç 

(2009) shows that lawyers believe in the benefits of vocational education through electronic 

learning environments. Therefore, it is considered that the virtual court will contribute to the 

spread of the use of virtual learning environments in legal education by going beyond the 

teaching methods and techniques in Turkey. 

 

As a result of this study; it could be suggested that the court rooms of the actual courts and 

the related judicial units can be physically transferred to the virtual medium, and the 

functioning can be made close to reality by removing some of the limitations. In order for 

the roles of the virtual court to be constructed in such a way as to overlap the reality, the 

media must be integrated into a virtual world and the means of interaction must be made 

available. For archiving and recording, databases should be created and integrated into the 

system using connection items. The virtual court can serve as a part of lifelong learning in 

legal education as well as in the context of pre-service and in-service professional 

development activities. 

 

 

Recommendations 

 

The developed virtual court can be used by transferring it to the virtual world environment. 

In this process, the designated virtual court qualities will guide the process. Research can be 

done on the effectiveness of the virtual court in legal education. Other working groups may 

be composed of law school students, legal practitioners, law faculty members and 

experienced lawyers separately or together. Further research on issues such as the virtual 

court's contribution to interaction among users, usability with different teaching methods 

and techniques; and evaluation of it from attorneys, teaching staff and students' points of 

view, and results can be discussed.  

  

http://www.uyap.gov.tr/
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