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A SYSTEMATIC REVIEW OF INSTRUCTIONAL TECHNOLOGY FOR DEVELOPING
SPATIAL ABILITY OF SECONDARY EDUCATION
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Abstract

This study is a systematic literature review. The objectives are 1) to systematically review Instructional
technology that promote spatial abilities of secondary school students, and 2) to study the trends in
the application of Instructional technologies and patterns of technology use to promote spatial abilities or
other skills. In this systematic literature review, the sample group is foreign research studies on Instructional
technologies and patterns of technology use to promote spatial abilities of secondary school students.
The selection of research published in English for the past 5 years, from 2019 to 2023, totaling 18 studies.
The data collection tool is a synthetic form created from the literature review. In conclusion, trends of
Instructional technology during from 2019-2023 are 6 types of technologies that have been used to improve
and develop spatial abilities almost focuses on developing technologies that can help learners change
the perspective from 2D and 3D because if learners can remember the rotation image and repeated practice

will result in learners becoming more proficient and agile.
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Figure 1

Demonstrate a systematic literature review process related to educational technologies that promote

spatial skills in high school students.

UARIATEUIUNITNUNINITTUNT SR NTUTT UUTIAE 199 U asdlouaznaluladnisaeuiiauasuyinyediaunisvad

UniSeutilseudnwineutae

[ AmupddAdudugiudaya Springer Link ]

v

o e ey o4y
AmupdAydudugudaga Scopus

v

1. ArduAY (Spatial Ability and Secondary Student) (2019-2023)(English)
(n=8,499)

2. wud1Aud “Education” (n=635)

3. tuATAUAY “Mathematics Education” (n=146)

4. \iiuF1Audy “Learning and Instruction” (n=186)

SAWNATWS M FAUAU (n=363)

5. WiuAAuAu “Education Technology” (n=160)

6. thunauludod 3,45 idmdanunanuilimeluladnieansdneiivaun
Vinwedlinduius seelion 1 aedUsznaunazNantTIREWU I IRIUIATY
Vs ditdvual dadanunanuiiensen (n=15) Aadenunaruitlsiituadas
futusiseadawenn (n = 200) AmdenuvAnuBauTseLaen (n=110)

. o O a o
AnwunanustazideatiiunazAndanUNAMNITENUNIUITIAUNTSY (n=12)

1. fdufu (Spatial ability )(Higher education)(2020-2023)
fiaanie Article (n=62)

2. imvuaduAudin Mathematics(n=20) uaz Computer
Science (n=5) Anidianunamuiienasn

3. iuAduu (Higher Education)(n=13)danunanuiilsi
Weadasfutuisendneesn AadanunainuiBeussenuaen
AnvrunarnustnianBeniduuazdndanunaaisenunau

2730UN534 (n=2)

¥

v

wuunAn Aerdsafumelulainamadnmnitdaaiuinueia
furus Tugrudoya Willy online library Arfludu Spatial ability
TuiihSeutuisennen (n=2) u ScienceDirect(n=2), mdpi
(n=2) 574 6 UNAY

v

v

[ FauuvAIImMUNIITTNNTsuesidussuusuau 18 unanu ]

Nan15398 (Results)

AT NNUNIUITTUNTSUATDILBLaTmAlLLadNTaoU LoduasuynwrlRdunuslutnSsulsauAnyInuIn

wialulagnisaeunsgnlasinisihuiauasau sanadaa

281




Journal of Education and Innovation 2025, 27(2), 277-293

Table 1

Literary synthesis table

1T NAUATIEITIUNTTY

va o a9AUsENaY
[198/8 (A.A.)

U £ [V R/

NuLARTUNUS

walulagnly

msuszgndldinalulagnisne

LY V4

WadaSHAMNEINNTaRUNRTUNUS

Kinnari Atit, 2020 MR SV SO

3D modeling Robotics

engineering

definuiuansadsiuifianmieatosty
nsiasuaiaussgslneadamansnsela lnednuily
dnisuduisendnur i 1 F1uau 1,056 Au
Inguuunaaay DAT:SR kagkUUNAZOUN1ANAFERS
2 ¥l lawA MMQ wag M-STEP nan1sAnwinuin
anuanansadsifuiiuazussgdadufduiusiuosed

o

HodAgy

YingQian Li et al,, SA
2020

Unity 3D, SketchUp

A | A & Adv a
WiaAnwIANasalsiuinlewmalulad 3D

NAUIANINIAADUNITAUAY 3 TR Nausainig
wasulmkuuiInselan vlvgSewinsianaule

v

AevIN1e TN 32 AU KanITAnYINUI

HisuannsadlaninAnm1eg 1anosu waziazuuuy

u

agluszAugs

Colleen M.Epler- Spatial skills
Ruths,et al, 2020

Computer

visualization

o

Y
NUITBd TR UszasALi oA n¥IANAIL AT

v

fuilvesinGoutuisenfnwnousuiieuilnenisly
wialulagn15asen n 3D nAsuRAeS vinlriinm
vannvaneuaziinudlaundetu mansdnwwu
vj’ﬁ'auﬁ'ﬁmmmmmL%ﬁﬁyuﬁ'qﬂﬁﬁ’unﬁﬁmm

v o o '

ALEsaLN AL iidudAn unne19NgSeun

LY 4

Faruaursamedifdunusanladlasuuselovian

TUsunsuNnTnAsinIsiunsAne lUNNEINNNTY

Nurjanah et al.,, 2020 SV SP SR

Cabri 3D Program

3@ nu R aUTUUT IR N A0S 97 i
TutinGeudusiseufnu®i 4 $1uau 71 au Tnensld
Ao InaTYIedoulUsuNsY Cabri 3D Tundunaaes
wazn13dansBeuskuuslunguaIuau Han13Anw
wuidnFeulungumanesdaiuannsndaiuives
UniFeugandn nguatuay wazdniseu danudusaly
nmsmuaueuasluvsdsuintuniinguemunuoeng

HedAey

282



Journal of Education and Innovation 2025, 27(2), 277-293

#298/U (A.A)

29rUsENau

aa v o

TINWLARSUNUS

walulagnly

nsuszgndldinalulagnisne

[ o

WadaESuAMNEINTAAURRTUNUS

Ashley M. Williams,
2020

MR SP SV

CAD programs
1. Tinker CAD
2. Sketch Up

Wi a@nw171n1519Tsunsy CAD a1unsaiiiy
AT B e V99INAUAIDENTINIY 24 AU
lagn5ld Vanderburg waz Kuse MRT 3ULUUY04
Perter et al. (1995) wui1 TUsunsy CAD @1snsadae

Wan1LazUTuUTeauaI sl ai uil bdognadl

€

o

JGRL0T

o

C.Carbonell-Carrera,

2021

Spatial skills

Videogame training
3D modeling,
SketchUp, Tetris,
Block 3D apps and
Augmented Reality

n1seanuUUMsFsunsas ULl oUsuU YT
fluilutniFeududsondnunsiay 31 au dungu
naasdsan1seusuLazdniSeudiuay 17 au 1y
ngueuaudslildidrfuniseusy TnednRanssuuuy
vy Uy Minecraft, Tetris , Block 3D Apps ag
AR HaMSANWIMUT Minecraft anansolfiduedosile
Tunsufuussanuausnid il ui ld fdands
Fapdee funsdnfanssy tnelusunsy Tetrs , Block

3D Apps Wag AR

Francisco del Cerro

Velazquez, 2021

SV
cognitive-visual

process

GeoGebra AR

WoAnwinanisld GeoGebra AR Tunisufuiss
AwEIInLei uiivesin Soutusseudnundil 4
11U 48 AU NaN1TITENUINEsullyuLauTIUIN
FAeatunsld ueundinduuasiinadugminianmsiou

WaEANLANIATINUNTIgULaE 19l T d Aty

Frederik Dilling, 2021

SV VR MR SR SO

CAD and 3D Printing

£

NUITERRUIANLATOE LT HugeniLS
A1308ALUY CAD Lt od a3 1A1Na115018 9 udl
Jrurunstimalulagdn1siunnn 3D iwedadsy
mvEInsameadamandvesinssutulseudnw
ABUAW TIUIY 2 AU HANITANYINUTIY LT g udl

o W

ANUAUNTAN AN ARSI TLeE 9 TITs dARy

o

Samuel Fowler,et al,

2021

SV

AR, SPATIAL-AR
toolkit (book)

W BYINANSANYIUSUNYBINITIS 8 UNITAD UL

USuugeauansadaiiudl nelddonansida
Feulesfuuunvesnsinnisfounisaeu lungy
FniFeutuiioeudnudil 1 S1uau 107 Ay vhianssu
5 fianssu Tu 1 daminansfnynuingiFeulngwuy

o @ =

wisndaSeuarineussuegndilddyiisuindes

o

Anton Jaelani, 2021

SV SR SO
Closure speed

Perceptual speed

SketchUp-aided
generative learning.

(SAGL)

<, Ao o ~ - = o o =

LUUNIYNIMAARINBLUII UMY UUNTBUNS B U
tu TUsunsu SketchUp-aided generative learning
(SAGL) waztniSeufiuuu direct learning (DL) tii®

s & A o o ) = = A
WmaaUﬂ?WNﬁﬁquﬂL‘U\?Wu‘ﬂiuuﬂLiﬂumuuﬁﬂuﬂﬂwqﬂ‘ﬂ

283



Journal of Education and Innovation 2025, 27(2), 277-293

#3980 (A.A.)

'3
23AUsENau ,
walulagnly

a [V R

nYeARTUNUS

nsuszgnaldinalulagnisfne

[ o

WadaESuAMNEINTAAURRTUNUS

1 41u3u 219 AU HaNsANBITNGEuNaUNlasy
TUsuNTY SAGL nsWauANNansaefiui LYy

wnnInguitlezunisiFeuluu DL isadnide

Michael Montag,
et al, 2021

MR about rotation Multimedia on Mobile

way, number of learning
drags, and net

rotation time

ns@nwANNasanAduiusuUeeniu
2 nay Ao nguiiimsiumananiiuuou uasnguitlsl
1N13NMUALAT YBINFURIBE1901A TIUIU 21 AU
nquiiAaiden $1uau 66 au 14 Multimedia vu
mobile learning NANITANYINUIT AZLUUNAADU

o w

MRT naukazudFsuliauuanasiueg19dtadAy

M4 2 Ny wagnuInguiluinisiivunaagyin

Azuunlagend

Rébert Toth, 2021

nsAnwesnuuuliuuul niaSudyuuuuves

s aa U I o a Y o 3
nagns inuiliatutuusgadalunmsviinnsialid1isa
uazds1eia AZLUY MADAIUTETAUAIIGMINYINA1TA
d5a wazanusaasunin 20 1Ju 3D Tae AR 1Ju

HevuwarUsurnatiteiuadney

Jason Richard Power,

2021

aay o ¢

MATAnYINaveIRIH AR U NwEdAdUTUST1UI
13 Aundaaniiunsitisustlusunsunsldnalulad
wazdeansnisAnwluanimwindeunisiseus STEM
Wenmun1siisuntsaeuludniseutuiiseudned
ARy Nan1sAnwINnUIIATHkIMlunsUS URLie
N s & d@ A ' o &
nAuaINsaRsiullueg19n winiswauduly
Iaeg19t19 iesandrundsvinupaunsneinsiaz

TanalunsHmuIRInan

Tibor Guzsvinecz, 2022

MCT AR, blender software,
Mobile application.
SP LegosTM or
3D computer games
MR Desktop display

Gear VR

nMsiseuiowssuiisunsinnnuausadei i
104 WniSeusuau 240 au aeldiesasdlonsuanina
U Desktop display waginiFeudiuiu 61 au lagld
w05 oeilenaninauy Gear VR 1dun1snsivdau
ANMUFUNUSNANTENUIDINITTIANITIS YUNITABU
ilenpaeummaninsalumsmiuvesiniFouifinm
uanma1snuet19ddvdAgyuiold nan1sAnwinuin
n133ATgReuAramArIsaInTanaulymuay
Tamoulafninmends wazwuin nsldnauvesiniey
ﬂdmﬁlﬁ%miwmaawu Desktop display @113
Wneuldsinsuargndes Iandesniinisidneu

UULASD9ID Gear VR

284



Journal of Education and Innovation 2025, 27(2), 277-293

o a9AUsznaY o nsuszendldimalulagnienisfnen
§338/U (A.f.) walulagnly ;

v v aaw v ¢ A 1 a o o g

VINWEARTUNUG WadEsuANENsaa U d NS

Yoon Jeon Kim, spatial reasoning  digital puzzle game mu?ffﬂLﬁaﬁﬂwﬂmiﬂisqmﬂ%mLﬁaﬂﬁﬁ'ﬁluﬂ%
2022 skills “Shadowspect” Wun1s@nuia wand'@veainud 1Fondn
“Shadowspect” Wefnwuszdiunnuauisauay
MnwsdeiiuiivesiniSeuduiseudnwineudu Taei
fingan 61 aulugasusn wagansnsaviuunaaeuld
AsU Wies 44 au i aianun Tuduainw
gnaesiaziiuglun119ng nan1s@nwInuin
wnuasaidn IUszneunIsinnsseunisaoula
wiliionaguladn nneuasiidiusiuwazaynliunig
Wiy Fedinguiiegsunsnguiieanainnis@nen
Aeunan dwalianunsailuusuldlunisinuade
solupisiiniseenuuuiiioanduusudasingg fionm

danananisanwle

Bilal Ozcakrret al., MR, SR - AR, tablet, Wieddeuaziinuiaiesiio AR WudensiFeusl
2022 Mathematics term  smart -phone or head-  d1§un1sdnnsBeunIsaeuTedyadnaansiiie
counting as whole mounted display ﬁwﬁmmmmmmL%ﬂﬂ?'ﬁuuﬁLLasmﬁmUiimmﬂiu

(HMD) MIFeus W diFguarunsadlawazdvinuelunis

CSPATIAL-AR toolkit  Aatnani1siUd suuvasgy 2 @ wazgyU 3 44
nansAnwdnsWaIuasUfuT e osle AR

toolkituwaziiulfidudenisSounsasuluinEeu

Fulfseudnwdil 1 $1uau 26 au nuda SA

winzadlunsihunlduseneunisieunisaeuiie

Usuugsanuanusalanuivesdniseulafeg 19l

HodAny
Andrej Safhalter, MR SV SP 3D modelling with  iefnw1inisasauuusiass 3 i deluswnsy
2022 SketchUp computer SketchUp diwasonswauin1sanid i uiluas
program nsasnmvesinieuetisls lnengudiegradu

UniFeueny 11-14 Y 91uiu 166 au lneiiniasiioly
N15MAADU UsENausie N1MagaunITnyusunm,

NINAFBURIES, N1SNAFBUANATRTILANFANATY,

[V

ANUANRUSITINUT, N1INAFBUNITNYY N1SANW

WU S suliRuINITNIANNAAG SN U IT Y

o w

pg1afivadAy

o

285



Journal of Education and Innovation 2025, 27(2), 277-293

I3 v = =
ya v 29AUTENaU oy msuszgndldinalulagnisnisfinen
§338/1 (A.A.) o e o . walulagnly 4. b saa
inwelfdunus iadaasuAMNANTARTUTRTUNUS
Abebayehu - SA Interactive e-book N15ANEIUAN DA RIUT e-book wuulaneule
Yohannes, 2023 - 2D 3D Wi UBUU e-book WUULAY LUBIIINNUINTNEEY

unuunUszavtynlunismanudTutgmd
Auasadst g unsasanmanelula ngu
fegradutiniututseninudi 1 S1uau 24 au
IowusiSewdu 2 nqu ngumaaesldisu e-book wuu
Tanauld wavnauAluAu LATU e-book wWUULAY
wamsAnwInuidesngui muansndeil i
Wiud uedefidodAguasnuiiauany saives
onmiennssusznouninuaznislinouiidly e-

book wuulamauladieiiuanuianalalunisSeusde

Fonsaou
AUNNIYVDIBNW5ED
1. Spatial Perception (SP) = n155U é’ Adunus 2. Spatial Visualization (SV)= fiRdusiusidsnisuasnin
3. Spatial Orientation (SO) = ARduWUSIBefiAnIe 4. Mental Rotation (MR) = aAnadnlunsvgueasingluainia
a & A aa o ' ° A ' o
5. Spatial intelligence (SI) = Usyeyngainum 6. Spatial Relation (SR) = swnauwuﬁwaasﬂswsﬂmawnmumuwu,mnmaﬂu‘l,ﬂ

YR

7. Spatial concept = uiuwﬂum ASUNY

o

8. Spatial Reasoning = nszUUNTAALTRRGUNUS

Cﬂn

IR

9. Spatial Skills = wnwwqu 10. Spatial Ability (SA) = anudwIsaA Ui RduN

aa o

11. Mental Cutting Test (MCT) = WUUNAGBUNRGNRUSINNNNTUBININAR

nnmsmumnssanssuiimstiessstieuasimalulagmsasulathanldlunsdaaduanuansasudia
Furtus wuinedosdiowazimalulad nisaeuildgmimnldlunisufuugesiauanuausadudfduius i
wiseenidu 5 nqu 1fun 1) 1n3esdieadranuudass 3 fduay CAD 2) fadfifionaznisiouiuiu mobile device
3) yusuduaziangsy 4) 1nunsanw was 5) aluladanuaiuaiiou (Figure 1) Tnsluusiaznguueaniodionay
welulagnianisaeuty agfnnstuusuld e fufiFoudununaunaudy Wy nsufuugannseus
adinmanstinuUszaunsalidaldmeunazam dreliiniSsudlannaniidudeulsslond uaglideiausuuzivy
Boalvgl Tatinsthmelulad AR uag VR dnansiusnnuazainludesosmaussnmuuiiui 3 87 wasnamaiuiy
e-book AR toolkit yiligiFeuivinurlunisuosniwita 2 87 uay 3 TRdudu §idlfaguindosflouszmeluladmsaey

o

MdatuaNaunsasulAduiusvesdisouliny Figure 3

286



Journal of Education and Innovation 2025, 27(2), 277-293

Figure 3

Summary of educational tools and technologies in the literature review can help promote and improve
students' spatial abilities from the study of 18 research articles.
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Table 2
Table showing Instructional technology used to improve spatial abilities classified by components according
to Sorby's theoretical concepts.

v o

msruananaluladnisiseunsaeuiltiieUsuusim a1 son IAaUIUS TIuUnmINEINUSENOUNINKIIAAN I

wqwﬁ%m Sorby
e . \nIesiouazimaluladinisaeu IUIUNAIY Sauazvaq
AMUAUITAAUTRTUNUS ;
Nusiaznasuiuly (31N 18 WAI) WA (%)

1. ARduNUSI1SURIN W 3D Model, AR, VR, Sketchup, 13 72.22
(Spatial visualization) Mobile learning
2. anudlunsvyuvedinglueinie 3D Model, AR, VR, Sketchup, 13 72.22
(Mental Rotation) Mobile learning
3. RRduNuSTafiFnig 3D Model, AR, Sketchup, 9 50
(Spatial Orientation) Mobile learning
4. Ifduiusvae3UTgUNTRIN 3D Model, AR, VR, Sketchup, 9 50
fumisiiuansstueenly Mobile learning
(Spatial Relation)
5. MIFUFAAFUUS (Spatial Computer visualization, AR 7 38.88

Perception)

o o & 17

mﬂmiwLLamLwﬂiuiaﬁmiaauﬁﬂ’ﬂmiﬁﬂmﬁwmﬂ%’wimammmam”mﬁﬁawuﬁ%wL%uﬁ?u WU
mnasiaeuvsetniuaulasziuUssnuausaiuiiiduiusvesdiou lussdusenauiu ANaINsasuils
dunusnansueanm (Spatial visualization), Audnlun1suyuvesinglueinia (Mental Rotation) AR&UNUSLT
fiemns (Spatial Orientation) wasfiAduiusvagusiegunssanmumisiunnssiusenly (Spatial Relation) LA3osilo
wazmelulad nsaou Alasuanuilenlunisiiuuduldlann 3D Model, AR, VR, Sketchup Wag Mobile learning
uadmsuludiuueg ﬂ’]iU%UUEGL%@JﬂWi%Uiﬁ@E%JWué (Spatial Perception) ﬁ?umﬂmimmmiimmimﬁﬁa WU
101519 walulagnnsaeulu Computer visualization way AR wagluuiswasuaziinsdinuunusenoun1sinnis
Boumsasuld wilionvasuléi nneusslidusunazaynlufunmaduny Saingusegiauisnguiieanannnising
fowan namlasTuudnnnIsumMIINNTINASal tnmsfinunisUssandetesflenavmeluladmsdnuludiy
Wlunsinwadeluiumsimsesnuuuiiteaniaudsudesineg fenadsasemsinuils

nanlagasud wnlfuvesnsdiedosdiowssmaluladnmsaouuszondld wavduaiuvinusifduiusves
UniSeudiseudnwiluowian 90t a.e 2019-2023 49T . 2020 TEnsiSeuslnglusunsumauiunesagaau (CAD)
1797 2021-2022 wud1 lunmagwasrudimalulad Augmented Reality (AR) , Virtual Reality (VR) Lag Mobile
Learning 1lglunsusudsianuanusasuiaduius waeanladnsiauinalulagnisudaninaiuiia nsiuian
aufififuiniy naenufitniamA sadulsunsuuazinalugunuuaiufidigy Spatialio $n5a1aiisin wie

Metaverse tJudu Wunadredaounasinnalulagnsfnuiiviadentunisuiulsinisissunisaeuiinuniu fau

288



Journal of Education and Innovation 2025, 27(2), 277-293

wwaldulut 2023 warlueuanenalinsuinalulagauifnenaidreiu unvsuldlunsdaasuauanansaniu i
dtusvesidoulasavanunsadariuluinuafentunisuesniw 2 way 3 37 nsetesdomaniaunsoraeliiiou
WasummedlunsusanmlFesanaduadaunuiuduiuiesiemaluladfifirmatiounianniu Usznauif
msmumealuladmsnsdodeasiulnsdwiiedoundousiviamiligiFouaansaiFsusldvninnna wualiy
nsUSuUgemanansamuiifdguiusenaiinsesnuuuinluglvesdnyiiiulssaunisaliaieonuas (Virtual Immersive
experiences) (Serrano & Marell, 2024) &4 Figure 4 Fumaluladnsaeudisnaniazyaniu Wii3ouandinmnisnyy

nsiRsudmrUs wasvngiseulasunsiindugn avdemaliiseuinautnyLagAR AR ININEITY

Figure 4
Diagram showing trends in teaching technology to promote spatial competence from 2020-2024
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