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ABSTRACT  ARTICLE INFO 

Researchers have identified various subjects, such as advances in metaverse technology, the 
application of metaverse technology in universities, prerequisites for incorporating the 
metaverse into the learning process in universities, the advantages of utilizing the metaverse 
in universities, and obstacles to implementing the metaverse in higher education. Therefore, 
this study seeks to examine many aspects related to the use of the metaverse in higher 
education, including technological advances and obstacles faced during its implementation. 
The research methodology used in this study is a literature review with a methodical process 
used to collect, evaluate, and condense previous research conducted by other authors on the 
topic "Metaverse in higher education" from various journal articles both domestically and 
globally. While the research findings suggest that the metaverse has the potential to enhance 
interactive and creative educational experiences, the findings also provide evidence supporting 
the basic idea that the metaverse has the potential to be an effective tool for enhancing learning 
in higher education. In addition, further investigation is needed to evaluate the long-term impact 
of integrating the metaverse into higher education, including the potential impact on students' 
social and professional abilities and further is needed to achieve a more thorough 
understanding of how these technologies can be effectively integrated. to higher education to 
achieve the desired learning objectives. 
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ABSTRAK 

Para peneliti telah mengidentifikasi berbagai pokok bahasan, seperti kemajuan teknologi metaverse, penerapan teknologi metaverse 
di perguruan tinggi, prasyarat untuk memasukkan metaverse ke dalam proses pembelajaran di perguruan tinggi, keuntungan 
memanfaatkan metaverse di perguruan tinggi, dan kendala untuk menerapkan metaverse di pendidikan tinggi. Oleh karena itu, 
penelitian ini berupaya untuk mengkaji banyak aspek yang terkait dengan penggunaan metaverse di pendidikan tinggi, mencakup 
kemajuan teknologi dan hambatan yang dihadapi selama penerapannya. Metodologi penelitian yang digunakan dalam penelitian ini 
adalah tinjauan literatur dengan proses metodis yang digunakan untuk mengumpulkan, mengevaluasi, dan memadatkan penelitian 
sebelumnya yang dilakukan oleh penulis lain dengan topik "Metaverse dalam pendidikan tinggi" dari berbagai artikel jurnal baik dalam 
negeri maupun global. Temuan penelitian menunjukkan bahwa metaverse berpotensi meningkatkan pengalaman pendidikan yang 
interaktif dan kreatif, temuan juga memberikan bukti yang mendukung gagasan dasar bahwa metaverse berpotensi menjadi alat yang 
efektif untuk meningkatkan pembelajaran di pendidikan tinggi. Selain itu, penyelidikan lebih lanjut diperlukan untuk mengevaluasi 
dampak jangka panjang dari pengintegrasian metaverse ke dalam pendidikan tinggi, termasuk potensi dampak terhadap kemampuan 
sosial dan profesional  dan lebih lanjut diperlukan untuk mencapai pemahaman yang lebih menyeluruh tentang bagaimana teknologi ini 
dapat diintegrasikan secara efektif. ke pendidikan tinggi untuk mencapai tujuan pembelajaran yang diinginkan. 
Kata Kunci: metaverse; pendidikan tinggi; pembelajaran 

 
How to cite (APA 7) 
Humaira, A., Haq, M. J., & Fitri, T. N. (2024). Metaverse in higher education. Hipkin Journal of Educational Research, 1(2), 87-100. 
Peer review 
This article has been peer-reviewed through the journal’s standard double-blind peer review, where both the reviewers and authors are anonymised 
during review. 

Copyright  
2024, Aisyah Humaira, M. Juraisy Haq, Tasya Nurul Fitri. This an open-access is article distributed under the terms of the Creative Commons 
Attribution-ShareAlike 4.0 International (CC BY-SA 4.0) https://creativecommons.org/licenses/by-sa/4.0/, which permits unrestricted use, distribution, 
and reproduction in any medium, provided the original author, and source are credited. *Corresponding author: jurais27haq@upi.edu  

http://ejournal-hipkin.or.id/index.php/hipkin-jer/
mailto:ahumaira025@upi.edu
mailto:jurais27haq@upi.edu
mailto:tasyanurulfitri@upi.edu
https://creativecommons.org/licenses/by-sa/4.0/
mailto:jurais27haq@upi.edu


Aisyah Humaira, M. Juraisy Haq, Tasya Nurul Fitri 
Metaverse in higher education 

 

 

88 
HJER 

 

INTRODUCTION 

Education in Indonesia is undergoing a major transformation in the era of globalization and digitalization. 

Curriculum development continues to evolve in response to changing times and demands (Batubara & 

Davala, 2023). Educational curriculum needs to possess the ability to adapt and respond to global 

advancements and expectations (Kpolovie & Lale, 2017). Curriculum modifications reflect an 

understanding of the importance of providing education that is relevant to the current environment and 

effective in equipping future generations to navigate the complexities of the contemporary world. The 

transition from Kurikulum 2013 to Kurikulum Merdeka has been a prolonged process, involving various 

improvements to Kurikulum 2013, which ultimately led to the establishment of Kurikulum Merdeka in 2022. 

Kurikulum Merdeka is an inclusive and comprehensive educational program that prioritizes content 

optimization, allowing sufficient time for exploring topics and enhancing student competencies 

(Purnawanto, 2022). This curriculum aims to foster originality and adaptability among teachers, enabling 

them to adjust to the specific conditions of their educational institutions (Rohmah et al., 2023). The shift 

from Kurikulum 2013 to Kurikulum Merdeka reflects a commitment to strengthening inclusive education 

that is aligned with the needs of learners and society. It demonstrates an understanding that education is 

not merely about knowledge, but also about skills and adaptability in a constantly changing world. 

Furthermore, this shift is expected to lead to several future modifications in Indonesia’s educational 

curriculum. One distinguishing aspect of Kurikulum Merdeka compared to Kurikulum 2013 is the 

integration of the discipline of Informatika as an elective subject at the SMP and SMA levels. 

The implementation of curriculum and the utilization of metaverse technology are crucial as they can 

enhance the effectiveness and appeal of the learning experience. The curriculum must be flexible and 

responsive to technological developments and current needs, as supported by research on self-directed 

learning in elementary schools that utilizes Information and Communication Technology (ICT) (Anam & 

Septiliana, 2023). The metaverse, a virtual world, enables users to build and interact with others online 

using avatars (Tjan & Purnamasari, 2023). Metaverse technology can improve learning, revolutionize 

cognitive processes, and support the achievement of learning objectives aligned with today’s demands 

(Winata et al., 2022). These changes require adaptation and the creation of curriculum that meet the 

growing needs of the education sector. This highlights the importance of curriculum development and the 

use of technology in evaluating the effectiveness and excellence of education, as well as in helping achieve 

learning goals that align with current needs. 

To enhance the section of the document related to curriculum development and the use of metaverse in 

education, experts have cited various studies on blended learning. Blended learning is a pedagogical 

strategy that integrates traditional learning components with digital technology, such as the use of 

metaverse, to create a more interactive and engaging learning environment. Blended learning has the 

potential to improve learners’ understanding and proficiency in this specific domain. This demonstrates 

the capacity of blended learning, which incorporates the use of metaverse, to enhance the learning 

experience (Samala et al., 2023). In addition, the application of virtual reality (VR) in education—

particularly within blended learning settings—has the potential to increase engagement, enrich the 

learning experience, and deepen understanding of challenging concepts (Anam & Septiliana, 2023; Hu-

Au & Lee, 2017). This serves as an example of how technologies like metaverse can be integrated into 

the curriculum, resulting in a more efficient and impactful learning experience. 

Metaverse has the potential to deliver cutting-edge and engaging learning experiences. Utilizing digital 

technology can enhance learning outcomes by fostering critical thinking, creativity, and social skills. These 

findings highlight the potential of metaverse technology and comparable technologies to improve 

education by making it more efficient and appealing (Judijanto et al., 2024). These studies suggest that 

integrating metaverse technology and similar innovations into education holds significant promise for 
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enriching the learning experience, enhancing engagement and learning outcomes, and expanding access 

to educational resources. Nevertheless, successful implementation requires careful planning and strong 

competencies from educators. 

The exploration and implementation of innovations and changes in the curriculum, as well as the use of 

metaverse in education—particularly in higher education—remain incomplete. This includes strategies for 

developing effective instructional design for metaverse environments, methods for learning, and 

techniques for conducting efficient assessment and evaluation. Although various studies have investigated 

the application of the metaverse in education, its specific use in higher education remains limited. This 

highlights the need for further investigation to understand the integration of metaverse into higher 

education curriculum and the potential of this technology to enhance the learning experience. The 

metaverse presents new opportunities for individuals with disabilities to enhance their access to 

educational materials and promote equity in the educational landscape. Nevertheless, additional studies 

are needed to ensure that everyone can benefit from the potential of this technology in higher education. 

Further investigation is required to understand the integration of metaverse into higher education 

programs, address gaps in the existing body of knowledge, and overcome emerging technological and 

ethical barriers. This will facilitate the development of more efficient and comprehensive methodologies 

for utilizing metaverse in educational environments. 

The numerous benefits of metaverse are the reason the author is interested in conducting further 

investigation into its application in higher education for learning purposes. Researchers have identified 

several topics for discussion, including technological advancements in the metaverse, the utilization of 

metaverse technology in higher education, the requirements for implementing metaverse in the learning 

process at the higher education level, the benefits of using the metaverse in higher education, and the 

barriers to its implementation. Therefore, this article aims to explore various aspects related to the use of 

metaverse in higher education, ranging from technological progress to implementation challenges. Further 

research is needed to develop a deeper understanding of the potential and limitations of this technology 

in enhancing learning within higher education institutions. 

 

 

LITERATURE REVIEW 

Definition and Concept of Metaverse 

Metaverse is a virtual world where users can engage and create concepts in ways that differ from real-

world principles. Metaverse has the potential to enhance realism and interactivity, thereby streamlining 

and enabling various everyday tasks (Aslan et al., 2019; Setiawan, 2022; Winardi, 2023; AlGerafi et al., 

2023). The idea of metaverse has existed for a long time. However, the concept of merging physical and 

digital realities has become increasingly tangible in recent decades due to technological advancements, 

including the widespread use of smartphones and high-speed internet, as well as the popularity of gaming. 

Significant investments made by the industry in technologies that enable the metaverse, the expansion of 

online games, advancements in artificial intelligence, and the rise of remote work and social interaction 

due to the COVID-19 pandemic have driven technological innovation, leading more users to embrace 

online life (Firmansyah et al., 2024).  

Metaverse can be categorized into various types, including virtual reality (VR), augmented reality (AR), 

mixed reality (MR), and virtual worlds (Razky et al., 2022; Trihanondo & Sadono, 2023). Virtual Reality 

(VR) refers to a computer-controlled metaverse that allows users to immerse themselves in an 

environment highly similar to the real world. VR enables users to engage with educational items and 

content within a simulated setting that closely resembles physical environments. These environments can 
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be designed and customized to meet the specific needs of individual users (Barlian & Ismelani, 2022). 

Augmented Reality (AR) is a form of metaverse that allows users to view the physical world enhanced with 

digital information. AR enables users to access additional details about objects or surrounding 

environments, such as product specifications or location data (Mustaqim, 2016). Mixed Reality (MR) refers 

to a metaverse where users can see and interact with both virtual and physical objects that influence each 

other (Chu et al., 2023). MR allows users to observe digital data overlaid onto physical items or situations, 

providing insights into products or objectives. 

Metaverse is a form of metaverse that allows users to access computer-controlled virtual environments 

resembling the physical world (Al-Ardha, 2022). Metaverse provides users with the ability to engage with 

educational items and content in settings that closely mirror physical environments. However, these 

environments can be modified and customized to meet the specific needs of individual users (Girvan, 

2018). Metaverse has the potential to enhance learning by utilizing Virtual Reality (VR) to create more 

captivating and engaging educational experiences. Technological advancements in metaverse hold the 

potential to influence various industries, including education, by improving the learning experience through 

increased interactivity and engagement. 

 

Utilization of Metaverse in the Field of Education 

In educational settings, metaverse refers to the application of technology to enhance learning by creating 

interactive and engaging experiences (Kurdi, 2021). Metaverse has the potential to be used for educational 

purposes, such as facilitating learning, conducting simulations, and providing interactive learning 

experiences. The implementation of metaverse in education offers a more captivating, interactive, and 

immersive learning experience (Charles et al., 2023; Asad et al., 2021). Metaverse is a three-dimensional 

virtual world that facilitates direct contact and collaboration, providing an environment specifically designed 

to support teaching and learning processes.  

Within this framework, learners have the opportunity to engage with virtual representations of themselves, 

known as avatars, and participate in collaborative activities with their peers. They can take part in classes 

and presentations delivered in fully immersive 3D formats. Metaverse-based learning offers many 

advantages for , including (Arini, 2023; Chu et al., 2023; Thong et al., 2023; Hariyono, 2023; Destrianjasari 

et al., 2022):  

1. Increased motivation and interest in learning due to the engaging and participatory nature of learning 

experiences through simulation. 

2. Enhanced understanding and memory of material as learners can acquire knowledge through visually 

appealing and in-depth approaches. 

3. Acquisition and improvement of essential skills for the modern era, including collaboration, 

communication, and problem-solving. 

4. Improved accessibility to education for those living in remote areas or facing physical limitations. 

5. Training learners to engage in self-directed learning. 

 

 

METHODS  

This research falls within the scope of descriptive research using a qualitative approach. It employs a 

literature review as its research methodology. This methodology is highly relevant to the subject 

“Metaverse in higher education” because it allows researchers to examine and assess existing studies 
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that can be applied to this topic. Therefore, this approach offers a comprehensive overview of current 

understanding and highlights potential pathways for future research. 

Within the scope of this study, the literature review approach is specifically adapted to examine research 

focused on the utilization of metaverse in higher education. This includes studies investigating the 

integration of metaverse into higher education curriculum, the potential of this technology to enhance 

learning experiences, and the ways in which metaverse can facilitate autonomous and collaborative 

learning. The data analysis process in this literature review involves collecting articles related to the topic 

“Metaverse in higher education” from various national and international journal publications. Once the 

articles are gathered, they are examined to determine their relevance to the research subject, the 

approaches used, and their impact on current understanding. 

The research analysis steps included in this literature review consist of: (1) collecting publications related 

to the subject “Metaverse dalam pendidikan tinggi” from various sources; (2) assigning codes to the 

collected studies based on their relevance, year of publication, methodology, and contribution to existing 

knowledge; (3) utilizing statistical techniques to examine the coded data in order to assess the quality and 

robustness of the studies, as well as to identify gaps in current understanding; and (4) incorporating the 

article findings into the results and discussion sections.  

 

 

RESULTS AND DISCUSSION 

Development of Metaverse Technology 

Metaverse is a digital world where individuals can interact with one another and their surroundings using 

immersive technologies such as virtual reality (VR) and augmented reality (AR) (Jenifer et al., 2023). 

Metaverse has the capability to offer interactive experiences that surpass the realism and engagement 

levels of previous virtual worlds (Kurdi, 2021). The concept of metaverse refers to a virtual reality space 

that includes a collective shared virtual environment, where users can interact with computer-generated 

surroundings and other users in real time. This concept can also be applied to architectural preservation, 

education, personal data protection, and character education for the younger Alpha generation (Erdwiyana 

et al., 2024; Rewara et al., 2024; Parai, 2023). This network consists of interconnected virtual areas that 

allow users to engage in various activities, including gaming, socializing, shopping, and education. 

Metaverse has the capacity to revolutionize our work, education, and recreational activities, while also 

generating new prospects for social and economic advancement. It is an open, immersive, and interactive 

three-dimensional virtual world. 

This virtual world has the capability to overcome the limitations of space and time in the physical world 

(Ning et al., 2023). Metaverse requires strict criteria to achieve a truly immersive experience, 

accommodate a large number of users simultaneously, and ensure uninterrupted connectivity. These 

demands present many unexpected challenges for sixth-generation (6G) wireless systems (Tang et al., 

2022). With continuous technological advancements, metaverse is gradually becoming more realistic and 

accessible. Moreover, metaverse has the ability to offer interactive experiences that surpass the realism 

and engagement levels of previous virtual worlds (Alim, 2023). Metaverse holds the capacity to profoundly 

transform various sectors and aspects of human life. Some of these include agriculture, human resources, 

tourism, manufacturing management, industry, banking, healthcare, ethics in technology utilization, and 

education (El-Jaouhari et al., 2024; Koohang et al., 2023; Jenifer et al., 2023). With ongoing technological 

progress, it is highly likely that metaverse will significantly impact our lives and reshape how we interact 

with individuals and digital information. 
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Application of Metaverse Technology in Higher Education 

The emergence of the Industrial Revolution 4.0 has ushered in a period of digitalization that goes beyond 

mere computer usage, beginning with the widespread adoption of the Internet in the early 2000s (Endarto 

& Martadi, 2022). This approach has led to a series of technological advancements, including the utilization 

of big data to generate new knowledge, the development of cloud computing, and the achievement of 

autonomy—all of which offer valuable insights into future technologies. The concept of smart-campus, 

which utilizes integrated academic systems, has also become a hallmark of technology use in 

management and evaluation systems at the higher education level (Ratnasari 2023; Lumayan et al., 2022). 

In addition, advancements in Internet of Things (IoT) and data management have facilitated the 

emergence of Metaverse as a highly promising technology. Metaverse holds great potential in creating 

immersive virtual learning environments, particularly in the context of higher education. It enables easy 

access to teaching resources within realistic settings, such as virtual laboratories, urban simulations, or 

virtual classrooms, from multiple locations. 

The utilization of metaverse technology has the capacity to enhance the learning process through the 

introduction of interactivity and the strengthening of classroom engagement (Charles et al., 2023). As an 

illustration, communities can engage with virtual urban simulations, which offer a more comprehensive 

understanding of architecture, urban development, and resource management (Satria et al., 2023). In 

addition, Metaverse has the ability to increase the authenticity of learning by using augmented reality (AR) 

to explore the intricacies of human anatomy (Kaharuddin et al., 2023). 

Utilizing Metaverse in higher education can facilitate the understanding of complex disciplines such as 

Physics and Mathematics. Metaverse enables users to engage with virtual reality simulations to enhance 

their comprehension of Physics concepts (Simaremare et al., 2022). In the field of Mathematics, metaverse 

has the potential to simplify the understanding of mathematical concepts, including complex calculations 

(Meilindawati et al., 2023). By using Metaverse, the educational process can be enriched with greater 

interactivity and classroom engagement. 

Metaverse has the capability to generate deep and captivating educational encounters. This includes the 

use of pedagogical games, simulations, or multidisciplinary efforts (Sulistianingsih et al., 2022). The use 

of educational games is effective in improving learning abilities, enhancing collaboration, and serving as a 

legitimate and efficient learning tool (Susanti & Nurhamidah, 2023; Mulyani et al., 2018; Maryana et al., 

2018). 

Metaverse can serve as a highly efficient platform for distance education and personalized learning, as 

demonstrated by applications such as Gather Town. Metaverse enables easy access to courses and 

learning resources from any location and at any time, as well as seamless interaction with peers and 

instructors. Implementing this approach can enhance motivation and classroom engagement in the 

learning process, while also offering education that is more adaptable and responsive to individual needs 

(Hambali et al., 2023). 

In addition, Metaverse platforms can facilitate the acquisition of skills and competencies applicable to 

professional domains. By leveraging flexible access and interaction within virtual environments, there is 

an opportunity to deepen understanding of various aspects of educational content (Mardhotillah & 

Yulhendri, 2022). Further investigation into Metaverse has the potential to identify specific categories of 

metaverse platforms that can offer more effective and efficient learning experiences (Sulistianingsih et al., 

2022) as well as positive experiences in collaborative processes (Lee & Han, 2022). 

In general, the implementation of metaverse technology in higher education presents a significant 

opportunity to enhance the quality of teaching and learning sessions. With continuous technological 

advancements, metaverse has the potential to become a powerful instrument for improving the learning 

experience and facilitating a more efficient and engaging educational process 
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Requirements for Implementing Metaverse in the Learning Process at the Higher Education Level 

The integration of metaverse into higher education presents several major challenges for the sector. The 

aim of this study is to analyze the development of metaverse-based learning encounters within the realm 

of higher education and to identify the essential components required for its integration as a virtual 

environment in academic settings. A comprehensive analysis of scholarly articles published in the Web of 

Science and Scopus databases since 2007 has led to the identification of 34 articles discussing the 

concept of metaverse specifically in the context of higher education. A significant increase in the trajectory 

of educational metaverse development is clearly evident, as 23.5% of the published works dedicated their 

focus to analysis in the past year. Based on its three dimensions—technology, pedagogy, and content—

metaverse can be analyzed as a virtual learning environment (Villalonga-Gómez et al., 2023). Educational 

practices involving metaverse are commonly found across various domains, such as professional context 

modeling and second language acquisition. These practices contribute significantly to the teaching 

profession in higher education.  

The development of metaverse in higher education is influenced by global advancements in higher 

education through e-learning and the establishment of cross-border educational institutions. By using an 

interdisciplinary approach that integrates education, science, and technology, the metaverse model is 

constructed with the aim of providing continuous training programs for institutions. A framework for 

evaluating the long-term sustainability of metaverse technology in higher education has been proposed. 

The conceptual model introduced incorporates the following elements: value, ubiquity, complexity, 

innovation, and contextual awareness (Salloum et al., 2023). The results indicate that progressive 

educational environments can assist higher education institutions in formulating policies that enhance the 

learning experience by shaping the perspectives of professors and students regarding new technologies. 

To effectively integrate Metaverse into higher education, it is essential to place special emphasis on certain 

key elements. According to a study published in the SpringerLink Journal, the development of metaverse 

in education faces significant challenges in digital resource design, occurring in 13.8% of cases. The study 

highlights that although Metaverse provides captivating digital resources and encourages engagement 

with academic information, substandard digital resource design results from a lack of instructor 

competence and pedagogical frameworks in specific applications. Difficulties in time management further 

exacerbate this issue, considering that the virtual domain of Metaverse imposes stricter time management 

requirements and technical barriers hinder its utilization. Practical implementation of metaverse in 

education requires substantial investment in finances, time, and design, all of which have the potential to 

impede its progress (Tlili et al., 2022). 

To fully integrate metaverse into higher education, challenges related to digital asset development must 

be addressed, along with efficient time management and the creation of accessible and inclusive 

environments. In addition, it is essential to prioritize research that encompasses various educational levels 

and to develop instructional frameworks that simplify the implementation of metaverse technology in the 

classroom. 

 

Advantages of Using Metaverse in Higher Education 

A review of the benefits of implementing metaverse in higher education highlights several fundamental 

advantages offered by this technology. The integration of metaverse into educational environments has 

the potential to significantly enhance the learning experience, according to a report published in NBCI. 

The ability to create immersive 3D virtual environments that combine entertainment and education—

making learning more engaging and captivating—is one of its main strengths. This methodology 
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encourages active participation and has the potential to improve educational achievement, particularly in 

areas such as critical thinking and active engagement. The capability of metaverse to provide new learning 

methodologies and approaches contributes to the development of superior learning environments, thereby 

enhancing online performance and learning abilities (Hwang et al., 2023). 

Learning visualization, made possible by advances in computer vision and graphic technologies, is an 

additional benefit. Metaverse scenes have a strong visual impact, facilitating authentic virtual interaction 

between educators and learners. The integration of these visual experiences into metaverse educational 

environments enhances learning effectiveness, making it a powerful instrument for teaching and 

knowledge acquisition (Kaddoura & Al Husseiny, 2023). 

Nevertheless, the report also acknowledges the inherent challenges and limitations of Metaverse, 

including concerns related to mental health, infrastructure, and ethics. Despite these obstacles, the 

prospects offered by metaverse in the educational domain are considered promising. The report indicates 

that although all new technologies have limitations, these challenges can be addressed through research 

and development. National and international collaboration to develop appropriate technologies, software, 

content, and human resources is essential for the future of metaverse in education (Qiu et al., 2023). This 

will ensure that metaverse functions effectively in learning environments and that allocated resources are 

utilized efficiently. 

In summary, metaverse presents numerous benefits in the field of higher education. These include the 

capacity to develop engaging and immersive learning environments, facilitate the visualization of learning 

processes, and potentially improve learning outcomes through the application of new methodologies. 

Despite its challenges and limitations, metaverse offers great potential in education; continued 

investigation and collaboration in this field will yield remarkable outcomes for the future of higher education. 

 

Barriers to the Use of Metaverse in Higher Education 

Significant challenges have emerged in the education sector through the implementation of metaverse in 

higher education. The aim of this study is to examine the development of metaverse experiences in higher 

education and to identify the fundamental elements of its implementation as a virtual learning environment. 

However, the adoption of metaverse in universities is not without obstacles. A major barrier lies in the 

limited knowledge and understanding of the educational potential of metaverse (Villalonga-Gómez et al., 

2023). As a result, there is hesitation to apply this technology in educational practice. The high cost of 

integrating metaverse into higher education is an additional constraint that may prevent some institutions 

from adopting it (Maghaydah et al., 2024). Furthermore, the lack of standardization and compatibility 

across various metaverse platforms can hinder the implementation of this technology in higher education 

(Xu et al., 2022). This phenomenon may pose challenges in selecting the most appropriate platform to 

meet teaching needs, as well as in attempting to access the same metaverse environment across different 

academic institutions and courses. 

Furthermore, the absence of evaluation and research regarding the effectiveness of metaverse in higher 

education may hinder its implementation (Salloum et al., 2023). Further empirical research is needed to 

establish the strengths and weaknesses of metaverse in educational contexts and to provide guidance for 

its application. There is a need to enhance research and development in universities related to metaverse 

to overcome these challenges. This includes standardizing metaverse environments, creating more 

affordable and accessible metaverse platforms, and assessing the effectiveness of metaverse in 

education. In summary, although metaverse has the capacity to fundamentally transform pedagogy and 

learning processes in higher education, its implementation is also constrained by various barriers. To 

overcome these obstacles, further investigation, advancement, and standardization within the metaverse 

domain in higher education are required. 
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Discussion 

The discussion on the implementation of metaverse technology in higher education reveals many 

significant advantages. One of the main strengths of metaverse is its ability to create immersive and 

captivating virtual learning environments. As a result, classrooms can become more engaging and foster 

deeper understanding of complex academic material. In addition to creating new opportunities for learning 

visualization, metaverse enables interaction within visually immersive virtual environments. 

Implementing metaverse can also enhance the effectiveness of the learning process through the 

introduction of new methodologies and approaches. For instance, the application of educational activities 

within metaverse has demonstrated effectiveness in improving cognitive capacity and encouraging greater 

collaborative engagement. Besides enabling flexible and remote learning, metaverse provides access to 

courses and learning materials from any location. This can increase engagement and motivation while 

tailoring instruction to specific needs. 

Despite these prospective advantages, the integration of metaverse into higher education faces several 

challenges that require resolution. Inadequate understanding and awareness of metaverse technology 

represent a significant barrier. Additionally, the lack of consistency and compatibility across metaverse 

platforms presents challenges, hindering the identification of the most suitable platform for educational 

needs. 

The high costs associated with integrating metaverse into higher education may also pose obstacles, as 

such expenses may be unaffordable for certain institutions. Furthermore, additional research and attention 

are needed to address concerns related to mental health, infrastructure, and ethical implications 

associated with the use of metaverse. 

Although there are barriers and hurdles to overcome, the potential benefits of metaverse for higher 

education are substantial. Effective collaboration between technology developers, educational institutions, 

and researchers will be crucial in addressing these challenges and maximizing the capacity of metaverse 

to enhance learning experiences and advance higher education. 

 

 

CONCLUSION 

This article has examined various aspects related to the implementation of metaverse in higher education, 

focusing on technological advancements, integration of learning processes, anticipated benefits, and 

implementation barriers. The findings of this study indicate that although the metaverse has the capacity 

to significantly enhance interactive and inventive educational experiences, it also presents several 

challenges that must be addressed. The results support the initial hypothesis that the metaverse can serve 

as a valuable tool for enhancing learning in higher education. Specifically, the study demonstrates how 

this technology can be easily integrated into the curriculum, fostering a more engaging and collaborative 

learning environment. However, ethical concerns, technological availability, and user proficiency are key 

challenges that must be considered when implementing the metaverse in higher education. 

Future research recommendations include the development of a new curriculum that incorporates the 

metaverse, investigations into the accessibility and usability of this technology for individuals with 

disabilities, and assessments of how the metaverse can facilitate both self-directed and collaborative 
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learning. Furthermore, additional inquiry is needed to assess the long-term implications of integrating the 

metaverse into higher education, including potential effects on social and professional skills. In summary, 

this study indicates that although the metaverse holds promise for enhancing learning in higher education, 

it also presents challenges that must be addressed. Therefore, further research is necessary to gain a 

more comprehensive understanding of how this technology can be effectively implemented in higher 

education to achieve the desired learning objectives. 
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