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Introduction

The concept of Metaverse 
was first occurred in 1992 
and drew attention with its 
movie Ready Player One. 
Metaverse is a virtual world 
and closely related to the 
real life



Introduction

Metaverse consists of many 
kinds of technologies, e.g., 
big data, interaction, artificial 
intelligence, game design, 
Internet computing, Internet 
of Things, and blockchain.



Introduction
A 3D-based virtual world in 
which daily life is done by 
avatars reflecting the actual 
individuals



Introduction

A world in which virtual and 
physical realities interact 
and co-evolve, and in which 
social, economic, and 
cultural activities are carried 
out to generate value
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Metaverse in Education Examples



Challenges & Issues





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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