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European business schools <+ Add to myFT>

Business schools explore teaching in the
metaverse

Institutions are venturing into virtual worlds — both as a subject and a learning tool
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IS Metaverse a future or a bubble?



s there any educational value for
students to engage In the Metaverse?



What are some of the social iIssues within
the Metaverse as a learning space?



IS It safe or risky for students to
surf in the Metaverse?



Tlili et al. Smart Learning Environments (2022) 9:24 Sma rt Lea rnlng EnV|r0nmentS
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|s Metaverse in education a blessing s

Or a curse: a combined content and bibliometric
analysis

Ahmed Tlili', Ronghuai Huang', Boulus Shehata', Dejian Liu', Jialu Zhao', Ahmed Hosny Saleh Metwally',
Huanhuan Wang', Mouna Denden??"®, Aras Bozkurt*?, Lik-Hang Lee®, Dogus Beyoglu’, Fahriye Altinay’,
Ramesh C. Sharma®, Zehra Altinay’, Zhisheng Li', Jiahao Liu', Faizan Ahmad'!'', Ying Hu', Soheil Salha®,

Mourad Abed?? and Daniel Burgos'




Generation Type Baby Boomer Gen X Gen Y/Millennials Gen Z/iGeneration Gen Alpha

Years range 1946-1964 1965-1980 1981-1994 1995-2010* 2010-2025*
Age range as in 58-76 43-57 28-42 12-27 1-12
2022
New Technology  Television Computers Internet Smart phones Virtual Reality/Augmented
Reality
Learning style Rote, hands-  Self-directed, mix traditional with Groups, lots of Groups, lots of tests, online, Online, blended,
on** technology** tests** ‘gamification’** ‘gamification’

Tlili, A., Huang, R., Shehata, B., Liu, D., Zhao, J., Metwally, A. H. S., ... & Burgos, D. (2022). Is Metaverse in education a blessing
or a curse: a combined content and bibliometric analysis. Smart Learning Environments, 9(1), 1-31.



Is Metaverse In education really new??

* Livingstone in (2006) discussed how to combine Metaverse through the use of
a virtual world called with learning management systems to

enhance the learning process (Kemp & Livingstone, 20006).

* [n 2006, a summit at the Stanford Research Institute International was held
to draw a roadmap for the future of the Metaverse technology. Academics
from different domains, technology architects, entrepreneurs, and futurists
took part to envision and forecast a 10 years plan about how the internet
would look In the future (Metaverse Roadmap Summit, 2006).

* Collins (2008), focusing on virtuality dimension, argued that the Metaverse can
be the next space where individuals can meet and socially interact
requiring higher education to be proactive for using it teaching and learning

PUrposSes.

Tlili, A., Huang, R., Shehata, B., Liu, D., Zhao, J., Metwally, A. H. S., ... & Burgos, D. (2022). Is Metaverse in education a blessing or a curse: a
combined content and bibliometric analysis. Smart Learning Environments, 9(1), 1-31.
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Metaverse in education a blessing Simulation
or a curse: a combined content and
bibliometric analysis. Smairt
Learning Environments, 9(1), 1-31.

JuswiuoJIAUS [elbip ayy ul Aousbe aney si1asn

aJ1ayM saj|ijoid [eubip 10 sieyeae Jo SpPlIOM

uneasd Ag S109lqo 10 s[enpiAlpul o

Inoineyaq pue
Alnuapl ay) uo sasnaoj 1eyy Abojouyaal sasn




The Internet as
an Educational
Innovation: Lessons
from Experience
with Computer
Implementation

Betty Collis
Contributing Editor

Introduction: Will the Cycle Repeat Itself?

For over a decade, countries and regions around the
world have pursued various initiatives to stimulate and
support the use of computers in their educational
systems. These initiatives have taken many different
forms in different countries, some focusing on strategic
support for hardware- and software-related programs,
some on strategies more directly focused on curricular
and instructional aspects of computers, some (fewer) on
strategies for the school manager, and others (many) on
different approaches to teacher education and support.
Regardless of the focus or scope of the initiative, it
appears that one type of result consistently occurs: a
result that acknowledges the teacher as the key figure
in the eventual success or lack of success of any
computers-in-education initiative.

The wave of social and technological developments
that stimulated interest in computers in schools in the
late 1970s and early 1980s appears to now be
paralleled by a similar surge of interest in educational
aspects of the Internet. Throughout the world, the use
of wide-area network capabilities for communication
and access to new forms of information engagement is
stimulating a wave of initiatives with respect to
telecommunications in schools, particularly
telecommunications via the Internet and applications
such as e-mail and the World Wide Web (WWW). |
will argue that this wave can be seen as an iteration of
the “computers in education” wave of 10 to 15 years
earlier,

Betty Collis is with the Faculty of Educational Science and
Technology at the University of Twente, The Metherlands (e-
mail: collis@edie, utwente.nl),

What did we learn from the first wave? To what
extent can we expect the patterns and results of the first
wave to reappear in a second wave, this time focused
on the computer network rather than just the computer?
What might we do more efficiently and effectively the
second time around in terms of responding to a
computer-related innovation at the strategic and policy-
related levels?

These are the questions addressed in this reflection.
The conclusions that will be drawn are:

* In critical ways, the “Internet in education” is a
second iteration of the “computers in education”
phenomenon of the 1980s.

* In many critical ways, we can expect the same
sorts of implementation results; however, the
unique characteristics of the World Wide Web,
coupled with differences in society compared to a
decade earlier, suggest that certain breakthroughs
in implementation success will occur in this
second wave.

* The experiences of the field and of decision-
makers with respect to computers in education in
the 1980s present an interesting legacy with
respect to the Internet in education, in some
aspects positive and in others a burden. We will
do well to learn from experience.

Sketching the Iteration:
From Computers in Education to Computer
Network Applications in Education

In the 1960s, research initiatives began relating to
the use of computers for educational purposes, and the
study of computer science (called by different names in
different countries) became established as academic
and professional domains. By the 1970s there was
already considerable experience with the development
of computer-based learning systems; for example, the
PLATO environment was used in The Netherlands to
create a complex mainframe-based system to support
the learning of statistics at the university level that is
still in use today (in an evolved version, of course),

With regard to teachers and schools, however, the
breakthrough came via the impetus of a social and
technological phenomenon: the personal computer. In
1979 and 1980 in particular, an explosive synergy
occurred: The personal computer afforded personal
control, allowing the individual to work independently
of mainframe computers. Society saw this as a
revolutionary, romantic, and powerful new
opportunity; education was pushed by the same
energies. Computers could revolutionize education,
could even revolutionize the process of cognitive
development of the child, and in more practical terms,
could bring new competitive possibilities to schools,

EDUCATIONAL TECHNOLOGY/November-December 1996 21
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* Introduction: Will the Cycle Repeat Itself?
* 1970s to 1980s: Computer in Education

* 1990s to 2000s: The Internet and Education

“The experiences of the field and of decision-
makers with respect to computers In
education In the 1980s present an interesting
legacy with respect to the Internet In
education, In some aspects positive and In
others a burden, We will do well to learn
from experience.” (Collis, 1996, p. 21)

Collis, B. (1996). The Internet as an educational
Innovation: Lessons from experience with computer
iImplementation. Educational technology, 36(6), 21-30.
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Social Response

Social Vision
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Social
Expectation

Computers in
Education
1979/1980

~the
microcomputer

—we must have a
computer, in our
homes, in our
schools...

—personal
computers will
revolutionize
society and will
create powerful
new opportunities
for those who can
handle them

—a vast new
market for goods
and services

—schools must not
be left behind; all
students must be
computer-literate

The Internet and
Education,
1996/1997

—public access to
the Internet and
the WWW

—we must be able
to get on the
Internet, in our
homes, in our
schools...

—the information
highway will
revolutionize
society and will
create powertul
new opportunities
for those who can
handle it

—a vast new
market for goods
and services

—schools must not
be left behind; all
students must
have “driving
licenses for the
information
highway”

Push Factors

Pioneers show
the promise

Educational
decision-makers
must and do
respond

The overall
movement is
unstoppable

Computers in

Education
1979/1980

—both in theory
and practice,
there are
impressive ideas
and examples of
how the computer
can enrich and re-
engineer
education

—every school
must get
computers;
funding must be
found; new
inttiatives are
needed; policy
and strategy are
needed...

—computers are
pervasive
throughout
soclety

The Internet and
Education,
1996/1997

—both in theory
and practice,
there are
impressive ideas
and examples of
how the WWW
and other network
environments can
enrich and re-
engineer
education

—every school
must get on the
Internet; funding
must be found;
new initiatives are
needed; policy
and strategy are
needed...

—interconnectivity
via computer
networks is
pervasive
throughout
society
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Enhancing Language Education with
Artificial Reality Neo-Platform (eLEARN
1.0)

QEF Approved Funding:
HK$3,444,200.00

From 2017 to 2020, this project

g , uluige
Invited teachers from 17 local " QUAL,TY C,mo

primary schools to jointly design =
15 sets of Chinese language 4t

teaching plans with our VR !
learning platform. L=
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EREIRERRZBEER (Exploratory Learning
Model with Virtual Reality)
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100%

Acceptance level of the Chinese language teachers in using VR-assisted teaching and learning



0%

Primary school students believed that VR can help them learn Chinese
language

Note: Surveyed 30 students in the project after a trial lesson.



5%+

After introducing VR-assisted learning, the Chinese language learning interest of primary
students was increased.

Note: Surveyed 30 students in the project before and after a trial lesson.



20%+

SIAERESRHSZR, NEEXHPNRNBBEEF IR

Note: Surveyed 30 students in the project after a trial lesson.
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Enhancing Literacy Education with Artificial Realltyr Neo-platform (eLEARN) 2.0
“The e-Learning Ancillary Facilities Programme”

* Based on the courses of (personal, social and humanities education key
learning area), use virtual reality technology to optimize and promote the eLEARN learning platform & ﬁ(ﬂ

NRREEREA - B AARAEBEEFAE)RERER  FHEERERXMAEBCTEREeLEARNEZES T 5;

* Under the co-preparation and design of a platform containing virtual reality technology with teachers, teaching
deS|gn and related teaching materials to support life-wide learning TEEAZ MK EHER Kaxst B Z EHRE iﬁTS'ZﬂTIE’J
Fa b UxEEH U282t IEEEN

°* Evaluate the effectiveness of the optimized eLEARN platform and suggest the future development direction of
integrating virtual reality into teaching 5215 E&{EAVeLEARNYEM R - TEFEARA KR ERERRAZENIZERS

|"|:—L|.

fﬁ'\'

* Encourage and support students to assist their learning through the eLEARN platform 5xB) &k x IR £ &1
eLEARNFSHHEISE, K

* Explore how the eLEARN platform can effectively support the learning model of the “new normal” under COVID-
19 and beyond #x5JeLEARN}FSWH BN " gtk s WEZET -
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Expected
beneficiaries
Schools : 21
Students : 8,400
Teachers : 700
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or concerns In the development of Metaverse in e

Learning Pedagogical
contents strategies

Social and
digital
wellbeing

Technological
advancement




Metaverse N
education : Issues
unresolved i

. Cho_ices of the learning platform for specific ‘ % »
subjects e D

* Teaching strategies, control, classroom g
management V

* Software/hardware technologies

* Equity and equality in learning

* Soclal issues (e.g. identity, gender and cultural
stereotype, bullying)

* Beyond verbal expression (e.g. Facial expression in
avatar) =

* Cybersecurity and crime (e.g. threats to personal .
safety, online luring and online bullying, privacy image Source: hps:/inymag.comfntelligencer/2022/10/why-your-boss-wants-you-n-the-
leaks, malicious content, etc.) B
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A whole new world: Education meets
the metaverse

Kathy Hirsh-Pasek, Jennifer M. Zosh, Helen Shwe Hadani, Roberta Michnick Golinkoff, Kevin Clark, Chip
Donohue, and Ellen Wartella -
Monday, February 14, 2022

https://www.brookings.edu/research/a-whole-new-world-education-meets-the-metaverse/




“...we challenge those creating educational products for the metaverse to
partner with educators and scientists to ensure that children experience
real human social interaction as they navigate virtual spaces, children’s
agency Is supported as they explore these spaces, and there is a real eye to
diversity In the representation and to what is created.”

Brookings, Feb 14, 2022



Recommendation
Brooking Report

1. Learning should be , hot passive, and that children learn best In
environments that are "minds-on.”

2. The app should be rather than distracting and only include bells and
whistles that are integrated into the narrative of the game, lesson, or storyline.

3. The app should tap into something for the child. There should be
some point of connection that will allow children to relate the content of the app
to what they know, rather than to start de novo In a foreign space.

4. Finally, the app should Inside or outside of the
app space, not just playing solo.



Concluding thoughts

Ways to look forward and look backward...

* Co-design and co-create the future Metaverse in education, similar to
computer in education and the Internet in education for decades

* Develop aclosed, private, and controllable Metaverse using AR/VR
technologies, before meeting the open, public, and uncontrollable
Metaverse In the future, to explore policing and guidelines for students

* Research to inform educational practices

* Involve researchers/developers/teachers/principals/parents/guardians as
the stakeholders to discuss the development and the use of the virtual spaces
for learning In school or at home
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