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[Abstract]

The purpose of this study is to make recommendations for developing a Metaverse platform for
educational purpose by utilizing focus group interviews with elementary, middle, and high school teachers
having experience on metaverse in teaching. 10 teachers participated in the study, and data was collected
for two months from January to February in 2022, and two focus groups were formed and interviewed.
Data was analyzed by applying content analysis. The results showed that there were 17 sub-themes
derived from 6 main guiding questions(What are the advantages of using Metaverse platform in
education? What are the advantages of utilizing Metaverse as one of educational software? What are the
possible and appropriate classes utilizing Metaverse in future education? What are the possible problems
when using Metaverse in education? What are the essential functions which Metaverse should have in
education? and Could you provide us with policy recommendations in building Metaverse platform for
educational purpose?). Finally, based on the results, recommendations for building Metaverse platform for

educational purpose are suggested and limitations of the study and possible future study are discussed.
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I. Introduction
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Table 1. Participants’ Characteristics
Training Research Teaching Self-rated
Metaverse Metaverse Metaverse Metaverse
o High Male 39 Society 11yrs 12hrs 18mths 6mths Middle
Study Middle Female 46 Korean 20yrs 12hrs 12mths 6mths Middle
Elementary| Female 45 all 17yrs 12hrs 18mths 6mths Middle
High Male 39 Society 13yrs 12hrs 12mths 6mths Middle
Middle Male 44 Technology 13yrs 12hrs 18mths 6mths Middle
e Middle Male 42 Information 13yrs 12hrs 12mths 6mths High
Study Middle Male 45 Technology 13yrs 12hrs 24mths 10mths High
Elementary| Male 41 all 14yrs 18hrs 36mths 24mths High
Elementary Male 49 all 17yrs 12hrs 36mths 24mths High
High Male 45 | Mathematics 14yrs 12hrs 12mths 6mths High
Table 2. 1°* Workshop Program
Time(min) Contents
5 Introduction of the workshop
30 Concept of Metaverse
30 Building learning space in ifLand and how to use it
10 Break
50 Building learning space in gather town and how to use it
40 How to utilize the useful digital tools when teaching in Metaverse
15 Explanation of the 2" workshop

Table 3. 2" Workshop Program

Time(min) Contents
5 Introduction of the 2™ workshop
30 How to utilize zepeto and roblox in terms of creation
60 Item creation in zepeto and how to use it
10 Break
60 Building learning space in roblox and how to use it
15 Explanation of the 3¢ workshop

Table 4. 3" Workshop Program

Time(min) Contents

5 Introduction of the 3" workshop
20 How to utilize engage

15 Experiencing the engage

5 How to utilize spatial

15 Experiencing the spatial

5 How to utilize virbela

15 Experiencing the virbela

10 Sharing the feedbacks
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2. Data Collection
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Table 5. Guiding Questions

Questions

What are the advantages of using Metaverse platform
in education?

What are the advantages of utilizing Metaverse as

2 .
one of educational software?
3 What are the possible and appropriate classes
utilizing Metaverse in future education?
What are the possible problems when using
4 . .
Metaverse in education?
5 What are the essential functions which Metaverse

should have in education?

Could you provide us with policy recommendations
6 | in building Metaverse platform for educational
purpose?

3. Data Analysis
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III. Results

1. The Advantages of Using Metaverse Platform
in Education

1.1 Experiencing Sense of Realism and Reality
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Table 6. Themes and Sub-themes based on participants’ statements

Themes

Sub-themes

Experiencing Sense of Realism and Reality

The Advantages of Using

Appropriateness for Discussion Class

Metaverse Platform in Education

Leading Students to Self-directed Learning through Increased Interest

The Advantages of Utilizing

Enabling Students to Do Various Creative Activities

Metaverse as One of Educational

Enabling Students to Experience Simulation

Software

Sharing, Conveying, and Accumulation of Information

The Possible and Appropriate STEAM Education

Classes Utilizing Metaverse in
Future Education

Education of Experiencing Virtual World Overcoming Limitations of Time and Space

Contacts from Someone Having Unhealthy Intention

The Possible Problems When Using

Netiguette Related Problems

Metaverse in Education

Protection of Personal Information and Security Related Problems

The Essential Functions which

Functions of Enabling Teachers to Control and Manage Students

Metaverse Should Have in Gamification

Education

Elements of Tolerance

Policy Recommendations in

Contents Reflecting Regional Characteristics

Building Metaverse Platform for

Contents Utilizing Public Data

Educational Purpose

Contents Introducing Companies and Schools in a Region
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1.3 Leading Students to Self-directed Learning
through Increased Interest
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2. The Advantages of Utilizing Metaverse as
One of Educational Software

2.1 Enabling Students to Do Various Creative
Activities
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2.2 Enabling Students to Experience Simulation
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2.3 Sharing, Conveying, and Accumulation of
Information
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3. The Possible and Appropriate Classes
Utilizing Metaverse in Future Education
3.1 STEAM Education
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4. The Possible Problems When Using Metaverse
in Education

4.1 Contacts from Someone Having Unhealthy
Intention
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4.3 Protection of Personal Information and
Security Related Problems
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5. The Essential Functions which Metaverse
Should Have in Education

5.1 Functions of Enabling Teachers to Control
and Manage Students
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