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Overview

« Expertsinthe fields of Mixed Reality & Education

with our partners

practice.

Virtual Environment

This is the reinvention of the classroom.

Form and lead consortia creatingimmersive learning solution

E[:

Interactive tool kit to aid personal and tutor assessment,
engagementlevels, reducestraining cost, safe and risk free
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Virtual Reality
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Bricklaying
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https://youtu.be/zgOHFhkuuYU
https://youtu.be/v2bfqA_pSHY
https://www.youtube.com/watch?v=zQ4YW_a50CI
https://youtu.be/4b2j8i_UpTg
https://youtu.be/X8b90w5ab3o
https://youtu.be/i60vkYHeZ1U
https://youtu.be/9_RXk5ILb_Q
https://youtu.be/QhZgG3QbrSw
https://youtu.be/T3YR9npcb5U
https://youtu.be/qozGyLO62Mw
https://youtu.be/i1hCEHrVuM8
https://youtu.be/nI6J1mg-hHY
https://www.youtube.com/watch?v=Ewxa2-JswU0
https://youtu.be/nXhjV1I_Fjw
https://youtu.be/qt1lpp_bIu8
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Introduction

» FEfacesvariouschallenges, limited resources, poor completion,
student engagementrates and traditional teaching methods.

» Simulation, virtual reality (VR), and the Metaverse offerinnovative
ways to enhance learning, raise quality and reduce costs.

Virtual-Environment Virtual Reality Augmented Reality




Simulation Based Learning (SBL)
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Allows learnersto experiencereal-world scenariosin a controlled
and safe environment.

No specific hardware.

Teachestechnical skillse.g. health care and engineering & non-
technical skills, such as communication and teamwork.

Suits differentlearning stylesand provide instantfeedback to
learners,improving theirengagementand understanding.

Virtual Environment Virtual Reality

Augmented Reality
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The Metaverse and Collaborative Learning

* TheMetaverse is a collective virtual shared space where users can

interactwith a computer-generated environmentand with other
users.

» The Metaverse offers opportunitiesfor collaborative learning and
problem-solving, allowing learnersto work together on complex
tasks or projects.

* TheMetaverse also allowslearnersto explore and create their

own learning environments, promoting creativity and self-directed
learning.

Virtual Enyironment Virtual Reality Augmented Reality
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Impact on Quality

* Improveslearner motivationand achievement, leading to better
student outcomes.

» Supportsinclusivityand supportive learning environments by
offering personalised learning experiences and allowing learners
to progressat their own pace.

» Demonstratesa college/provider'scommitmentto innovation and
continuousimprovement, which can positively impactthe Ofsted
rating in the leadership and managementcategory.

* Supportsstrong employer engagement by providing learners
with practical and relevantskills and experiencesthat meetthe
needs of industry.

Virtual-Environment Virtual Reality Augmented Reality
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Conclusion and Future Directions

« Simulation, VR, and the Metaverse offer exciting opportunitiesto
enhancelearningin the FE sector.

* Thesetechnologiescanimprove engagement, provide
personalised learning experiences, and offer new ways of
collaboration and creativity.

« Asthese technologiescontinueto evolve, it isimportantfor
educatorsto explore new ways of integrating them into their
teaching and learning practicesto provide the best possible
learning experiencesfortheirlearners.

Virtual Enyironment Virtual Reality Augmented Reality




METAVERSE

The Metaverse Hub solution is all in the 3D. Creating journeys where users can _IHG INNSIDE JURYS LIME Lu
navigate freely in 3D virtual spaces, chat and network, explore, immerse and -
interact.
BONVOY Plpatinais Hi]ET'ETlg renere @ ®loes TRy
+ 3D Experience: 3D Virtual experiences from any PC, tablet or smartphone.
) . . SONY thestudioss- TRIDENT ¥ILLAGE A —
+ Content managed: The useris free to customize virtual spaces with our tools.
* Interactivity: Users canfreely walk around and explore virtual spaces, navigate, airm e o s e noe G DALATA DE VERE
interact, explore, chat, schedule meetings, click on objects, virtually communicate o
via audio/video/text with other visitors, colleagues, and eventhe space 8 -
organ Isers. m:::‘“ ulh.m HARBOWR: ﬁ'ltg{‘ & CARDAND

+ Communications: Native text, audio and video communications functionality. ?ﬁg G @
* Reporting: The Metaverse Hub analytics solution allows organisations to track
user behaviourand develop hyper personalised engagement strategies.

A uniquely immersive, 3D Virtual Platform experience
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https://www.youtube.com/@metaversehub2254
https://www.youtube.com/watch?v=0xbWl9a9uZg&amp;list=PLBc5UYiNw3w6StieEm4XKYMKIZ6gee6FB&amp;index=1
https://www.youtube.com/watch?v=t3CaR0pl5Tk
https://youtu.be/GjK4HXHlCo8
https://www.youtube.com/watch?v=U6qRfV_Bkwo
https://www.youtube.com/watch?v=I0PPDYQjMXQ
https://youtu.be/8N7g8XUSI20
https://youtu.be/LgyUpi607qU
https://youtu.be/s4zBIz9yvIY
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Cassandra Baxendale

Business Development Director

T+44 (0)7905 875 178

Fcassandra@metaverselearning.co.uk

www.metaverselearning.co.uk

METAVERSE
HUB

Dr. Majid Al-Kader

(PhD, MPhil, BSc)
Chief Executive Officer

T+44 (0)7825 805 627
“majid@metaversehub.co.uk

www.metaversehub.co.uk




