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Research Trends in Virtual and Augmented Reality (VR/AR) within Library
and Information Science: A Global and Domestic Analysis

A M & (Seo-Yun Jeong)*
B & F (Hyoungjoo Park)**
T
L= A
1.AE 4, A+ A}
2. AyPA+ 5. =9 ¥ AE
3. A
=
B AfE 9] BRAAES) Fofo) 7Mt - SAEA(VR - AR) 97 532 438190tk 200595 2024W71A] @i )
=5 19959 RH 2024371 wRE 9] =8 F 7MFAA(VR: Virtual Reality), 734 (AR: Augmented Reality) ]
Y= T =8-S Ao Z 31t S ] KCIo 553 763, =2]2] WoS(Web of Science)ol 5% 1,014H9] =&S
FREAY FHE =8 AL Az} 7)Y, ZES O E dlo] Z|7HEE 7)Y 3 NS BA T YEYT @ A4
ERER-N

Fasigion £9 BUE Bl Fuls) o7 $Rs) FASE EES 24 25 Fagust Rolel 7M - Z4RAVR-
AR) S Thakg Bobe Sl Q7R3 910w Aol m RokE A7 el AR IS FAT & Agch E
QT A% % AEA Y AT 2719 o oIk B B BHE $E % W % FOE F2 AT FAL wsL
%1\

ABSTRACT

This study examines trends in virtual reality (VR) and augmented reality (AR) research within the field of library
and information science, both domestically and internationally. It analyzes scholarly papers published between
2005 and 2024 in the Korea Citation Index (KCI) and between 1995 and 2024 in the Web of Science (WoS) that
contain the keywords virtual reality and augmented reality. A total of 76 papers from KCI and 1,014 papers from
WoS were collected for analysis. The study investigates keyword frequency trends over time and applies network
and centrality analyses to the titles, author keywords, and abstracts of the collected papers. Additionally, topic
modeling was employed to identify key themes and trends within the VR and AR literature. The findings reveal
that VR and AR research in library and information science has been expanding into diverse domains, with an
increasing emphasis on educational applications. While early research primarily focused on technology development
and user experience, recent studies have shifted toward exploring the application of varied content in educational
and learning environments.
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2001 8(0.79%) 2016 18(1.78%)
2002 10(0.99%) 2017 47(4.64%)
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2006 3(0.30%) 2021 72(7.10%)
2007 27(2.66%) 2022 91(8.97%)
2008 25(2.47%) 2023 85(8.38%)
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1 Metaverse 29 Virtual Worlds 12
2 Cultural Heritage 28 Serious Games 12
3 Mixed Reality 22 User Experience 12
4 Libraries 21 Library Services 11
5 Artificial Intelligence 20 14 Digital Heritage 11
6 Presence 19 Avatars 11
7 Gamification 18 Mobile Learning 10
8 Action Research 20 15 Visualization 10
9 Ethics 17 Industry 4.0 10
10 Immersion 16 Information Systems 9

Interaction 16 16 Internet 9
1 Academic Libraries 15 Photogrammetry 9
Technology 15 Information Technology 9
12 Covid-19 13 17 Education 8
13 Extended Reality 12 3D 8
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3 Computer 10 3 3D 10
4 Education 9 A Computer 9
5 3D 8 Information 9
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) Action Research 5 Virtual Worlds 7

Information Systems 5 2 Action Research 5
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2 Information Management 3 3D 4

Distance Education 3 4 Evaluation 3
2015~201914(P5) 2020~2024'A(P6)

) Cultural Heritage 15 Metaverse 27
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2 Digital 0.905882 2 Mobile 0.871795 2 Libraries 0.032297
3 Mobile 0.852941 Experience | 0.829268 3 Mobile 0.031569
Experience 0.794118 3 Libraries 0.829268 4 Tech 0.02931

4 Libraries 0.794118 Tech 0.829268 5 Experience 0.027501
Tech 0.794118 4 Presence 0.790698 6 Digital 0.024723

5 Presence 0.735294 5 Digital 0.772727 7 Education 0.020804
6 Interaction 0.705882 Interaction 0.772727 8 Metaverse 0.019261
7 Application 0.676471 6 Application 0.755556 9 Presence 0.017538
Education 0.676471 Education 0.755556 10 Design 0.017341
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