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The Value Implication Risks and Countermeasures of Educational Metaverse

ZHONG Yexi*” WU Siyu®

(‘a. School of Geography and Environment;
b. Institute of Regional Development Jiangxi Normal University Nanchang Jiangxi 330022 China)

Abstract: Metaverse is a collection of a series of emerging technologies such as blockchain big data metacom-—
puter and brain — computer interface. It is the third revolution of the Internet and it has the three characteristics of
immersion interactivity autonomy. The deep integration of the mateverse and education meets the requirements of
the development of education in the New era and is good for promoting the leaping development of education. The
educational metaverse improves the teaching environment through virtual technology and promotes intelligent teach—
ing with high immersion and strong interaction. With the help of brain — brain interface technology people can have
direct and non — destructive communication avoid communication barriers caused by physiological and psychological
factors and realize the transformation from traditional information exchange to sensory interaction and then to intelli-
gent interaction. The diversity of evaluation subjects in the educational meta — universe makes the evaluation results
more scientific and reasonable and the transformation from the result evaluation based on scores to the process eval-
uation based on the comprehensive development of morality intelligence body beauty and labor is more consistent
with the people — oriented educational concept. The educational metaverse breaks through the limitations of time and
space but expands our physical and psychological distance which is easy to lead to emotional dewarming. The char—
acteristics of embodied immersion may make educational activities become a sensory game of “edutainment”; learn—
ers become addicted to it and the metaverse becomes an “educational Eden”. In addition the educatees in the edu—
cational metauniverse are prone to be controlled by science and technology and fall into the “cocoon of informa—
tion” and stay in their own way without seeking understanding. Therefore we need to return to the true nature of ed-
ucation which puts people first and educates people by virtue; make up for the lack of emotion at the technical lev—
elby emotional computing; carry out humanistic care develop warm educationin the teaching process and teaching
content. Return to the real world and avoid “tech addiction ” develop community spirit build the educational mate—
versenetwork community of destiny and promote the healthy development of the mateverse education.

Key words: Metaverse; Educational metaverse; Immersion; Interactivity



