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Metaverse in Education
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Metaverse in Education
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activities (e.g., school)

social practice activities for
physical and mental development
(e.g., lifelong learning)

Generalized



How Metaverse Changed Education
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How Metaverse Changed Education
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Metaverse in Education Examples

Company

Website

Features

Applications

ROBLOX

https://roblox.com/

Active community
Game creation

Learning by experience games

360° VR perspective

Q ST R Iv R https://www.strivr.com/ R Enterprise VR training
- Universal AR
Jlg S p ace s 3D presentation Various interactive 3D models for learning
Mobile application
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Challenges & Issues



1. standard-setting,
2. management costs,
3. balancing of interests,

1. content (e.g., game),
2. usage time,
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1. DDos attack,
2. information leakage,
3. authentication credentials,

1. different races,
2. different skin colors,
3. different regions,

/ governance  privacy
challenges risks !
addiction inclusiveness
\
technology /
implement A

1. network and computing,
2. artificial intelligence,
3. immersive interactive technology,



Conclusion

Metaverse is new and evolving
Metaverse is as good as the technology
Technology is as good as its users
Content is king

Contextual learning must be the focus
Metaverse will not build itself, or will it?
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