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In this activity, trainees will put to practice the content learned on “1.1 Metaverse Terminology:

Exploring a New Digital Reality”. This activity involves a virtual scavenger hunt where students must

find and identify examples of Metaverse technologies (such as VR, AR, and Mixed Reality) in various
forms of popular media (movies, games, videos, etc.). The goal is to help students recognize and

understand the application of these technologies in real-world scenarios and entertainment.

Virtual Reality, Augmented Reality, Mixed Reality, Media, Scavenger Hunt

45 minutes

e Develop an understanding of different Metaverse technologies and their characteristics.

e Enhance research and observation skills by identifying these technologies in media.

e Foster critical thinking through the analysis of the practical applications of VR, AR, and Mixed
Reality.

e Encourage teamwork and collaborative learning.

e Internet access for research.
e List of popular movies, games, and videos known for using VR, AR, or Mixed Reality.
e Worksheets for students to record their findings (can be digital or paper).

e Projector or screen (if the activity concludes with a group discussion or presentation)

Students will be divided into small groups. Each group will be given a list of popular media sources
(like specific movies, games, or videos) known for their use of Metaverse technologies. Their task is
to research and identify instances where VR, AR, or Mixed Reality is used in these sources. They
need to note the technology used, describe how it is portrayed, and discuss its potential real-world

applications.

E=——17 Learning
for Youth



https://nftartonmeta.com/metaverse-terminology/
https://nftartonmeta.com/metaverse-terminology/

Co-funded by
the Europegn Union

1=
N

=
-
=]

At the end of the activity, each group will present their findings to the class. The trainer will facilitate a
discussion on the various applications of these technologies, highlighting the accuracy and creativity

of their portrayal in media. This will help in consolidating their understanding of the practical uses and

implications of Metaverse technologies.
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In this activity, trainees will put to practice the content learned on “1.1 Metaverse Terminology:

Exploring a New Digital Reality”. This activity involves a structured debate or group discussion

where students explore the differences, applications, and potential of Virtual Reality (VR), Augmented
Reality (AR), and Mixed Reality. Students will be divided into teams, with each team representing and

advocating for one of the technologies.

Virtual Reality, Augmented Reality, Mixed Reality, Debate, Technology Comparison

60 Minutes

e Understand the distinct characteristics and applications of VR, AR, and Mixed Reality.
e Develop argumentation and public speaking skills through debate.
e Encourage critical analysis and comparison of different technologies.

e Promote teamwork and collaborative reasoning.

e Background materials on VR, AR, and Mixed Reality.
e Debate guidelines and scoring criteria (if the debate is competitive).
e Timer or stopwatch to ensure equal speaking time.

e Space suitable for debate, with areas for each team and the audience.

Students are divided into three teams, each representing VR, AR, or Mixed Reality. Each team will
prepare arguments highlighting the benefits, applications, and potential future developments of their
assigned technology. The debate will follow a structured format, with time allocated for opening

statements, rebuttals, and closing arguments.
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Solution

At the end of the debate, the class (or a panel of judges, if available) will discuss and evaluate the
arguments presented by each team. The focus will be on the quality of arguments, the understanding
of the technology, and the ability to effectively communicate their points. The trainer will provide a

summary, emphasizing key learning points and clarifying any misconceptions.
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In this activity, trainees will put to practice the content learned on “1.2 Exploring the Metaverse:

Digital Identity, Blockchain, NFTs & Crypto” In this workshop, participants will delve into the

intricacies of the metaverse, unraveling its profound nature and the foundational elements that bring it
to life. From understanding the essence of digital identity and blockchain's impact to exploring the

transformative power of NFTs and the role of cryptocurrency.

Metaverse, Digital Identity, Blockchain Technology, NFTs (Non-Fungible Tokens), Cryptocurrency

60 minutes

e Gain insights into the multifaceted nature of the metaverse and its foundational components.

e Explore the diverse applications of the metaverse across industries, reshaping interactions
and transactions in the digital age.

e Understand the role of digital identity, its implications on privacy and security, and the
revolutionary impact of blockchain.

e Investigate how blockchain technology establishes trust and decentralization in the
metaverse, ensuring reliability and security.

e Grasp the concept of NFTs and their pivotal role in enabling unique digital assets,
transforming creation, ownership, and exchange of digital content.

e Dive into the world of cryptocurrency, understanding its significance as a medium of

exchange and a store of value within the metaverse.

e Internet — connected devices (computer, tablet, smartphone)
e Access to virtual platforms for interactive experiences.

e Online Resources: links to video/ multimedia.

e Presentation Slides

e Feedback Forms for learners to share feedback on the module
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The workshop comprises tasks designed to offer participants a thorough and hands-on exploration of

the metaverse's essential elements.

Guided Discussion:
For this activity, participants dive into a virtual metaverse space, explore its interactive features, and
engage in a group forum to share observations and initial impressions. Indicative topics that the

trainer could use to initiate this activity are as follows:

Topic 1: Defining the Metaverse: What is your interpretation of the term "Metaverse"? How does
the definition align with or differ from traditional virtual spaces? Please analyse the concept of a

collective virtual shared space and its significance.

Topic 2: Metaverse Applications Across Industries: Explore and share potential applications of the
Metaverse in various industries. How might it reshape interactions, transactions, and operations in

fields like education, business, healthcare, or entertainment?

Topic 3: Digital Identity in Virtual Realms: Reflect on the concept of digital identity in the
Metaverse. How does the ability to create and switch between multiple digital identities impact online
interactions? Discuss the advantages and challenges of managing digital identities in this virtual

space.

Topic 4: Blockchain's Role in Trust and Decentralization: Investigate the role of blockchain
technology in the Metaverse. How does it establish trust and decentralization, and what implications

does this have for security and reliability in virtual transactions and interactions?

Topic 5: NFTs and Digital Asset Empowerment: Delve into the concept of Non-Fungible Tokens
(NFTs). How do NFTs empower digital creations, such as artwork and virtual real estate, within the
Metaverse? Discuss the transformative impact on ownership, monetization, and the digital content

landscape.

Collaborative Brainstorming Session: Facilitate a collaborative brainstorming session (20 minutes)
that encourages participants to collectively envision the future of the metaverse. Begin by allowing
each group to delve into potential advancements and share their key insights and ideas. Create an
atmosphere conducive to questions and discussions, fostering an exchange of thoughts. The session
can kick off with an exploration of the metaverse's potential applications in specific industries like

healthcare, education, entertainment, and business. Engage participants in discussing the challenges
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and opportunities linked to widespread cryptocurrency adoption, prompting them to brainstorm
innovative ideas for enhancing user experiences within the metaverse.

Transition smoothly into a discussion on the ethical implications surrounding digital identity, NFTs,
and blockchain technology within the metaverse. Encourage participants to share their perspectives
and insights. Address privacy concerns and discuss responsible use, actively involving participants in
strategizing ways to ensure ethical practices. Further, explore strategies for building inclusive and
vibrant communities within the metaverse, emphasizing the importance of diversity and collaboration.
Conclude by delving into the role of digital identities and blockchain in fostering positive online
interactions, providing a comprehensive understanding of the metaverse's impact on sustainability.
This collaborative brainstorming session aims to harness the collective intelligence of participants to

envision a sustainable and ethical future for the evolving metaverse.

Post-Workshop Follow-up:

The activity collectively ensures a comprehensive exploration of the metaverse, fostering a shared

understanding among participants:

- A Workshop Assessment Forum can be shared among participants for ongoing discussion
(Annex I).

- Resources or reading materials are provided for participants to continue exploring the topic

(Please see references of the Module 1.2)

At the end of the virtual metaverse exploration, each group will present their findings and experiences
to the class. The trainer will facilitate a debriefing session, encouraging participants to share insights
gained from navigating the recommended virtual environments. This collaborative discussion will
deepen their understanding of the diverse applications of metaverse technologies. Following the
small group discussions on digital identity scenarios, the trainer will provide sample solutions and
guide a group discussion. Emphasis will be placed on responsible digital identity management,
fostering a shared understanding of the complexities and ethical considerations in the metaverse.

To conclude the workshop, the trainer will share key points from the group discussions on envisioning
the future of the metaverse. This will be followed by a reflection on the transformative potential of the

metaverse, emphasizing the collective insights gained throughout the workshop.
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In this activity, trainees will put to practice the content learned on “1.3 Understanding the Concept

of NFTs (Non-Fungible Tokens).” In this workshop, participants will take a deep dive into the

historical roots, significance, advantages, and challenges of NFTs, empowering them with a profound
understanding of their diverse applications across various industries. From unraveling the distinctive
characteristics of NFTs to navigating their evolutionary path and envisioning the possibilities ahead,

participants will emerge with a holistic comprehension of the NFT landscape.

NFTs, Blockchain, Digital Assets, Smart Contracts, Ownership, Digital Economy

60 minutes

Understand the unique nature of NFTs, differentiating them from other cryptocurrencies, and
recognize their pivotal role in the digital asset landscape.

Explore the origins of NFTs, tracing their development within blockchain technologies, and
understand their historical context.

Dissect the Benefits and Limitations of NFTs

Gain insights into how NFTs are transforming industries such as art, music, gaming

e Computers or devices for virtual learning.

e Access to the internet for exploring online resources.

e Presentation slides outlining the key concepts of NFTs.

e Relevant videos or visuals to enhance understanding.

e Diagrams or infographics illustrating the applications of NFTs across industries.

e Access to the mentioned sources for real-world examples.
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The workshop involves facilitation techniques, including guided discussions, search group activities,
collaborative brainstorming, and post-workshop follow-up, emphasizing key points and utilizing
digital tools for engagement. This multifaceted approach ensures a thorough and interactive

exploration of the workshop's topics, fostering a shared understanding among participants

Guided Discussion:

In this task, participants embark on a guided discussion to explore the fundamental concepts of
NFTs, the Historical Context of NFTs, and Applications of NFTs in Industries. By examining the
meanings of 'Non-Fungible' and the role of 'Token,' and cultivating a deeper understanding of the
historical context of NFTs, the session aims to ensure a shared understanding among patrticipants.
This mirrors the approach in the example where participants delved into a virtual metaverse space,
emphasizing an interactive and immersive exploration. Similarly, in line with the example's guided
discussion, participants collaboratively reflect on the Ethereum revolution, exploring its implications
for the development of NFTs. This approach aligns with the hands-on exploration of essential
metaverse elements. Furthermore, participants engage in a guided discussion to comprehend the
advantages and disadvantages of NFTs, contributing to a shared understanding. This task resonates
with the example's emphasis on exploring interactive features and fostering collaborative discussions

on the transformative aspects of NFTs in various industries.

Search Group Activities:

Participants work together in a search group activity, investigating NFT applications in art, music,
gaming, and various industries. This collaborative exploration aligns with the search group activities
in the example, fostering group engagement and understanding.

Session 1: The trainer could assign to groups different industries (e.g., art, music, gaming, real
estate) to investigate how NFTs are currently being utilized and their potential impact on those
industries (Topic: NFTs in Specific Industries)

Session 2: Have each group research and present their predictions on the future trends of NFTs.
Consider factors such as technological advancements, market trends, and potential challenges.

(Future Trends and Predictions)

Collaborative Brainstorming Session:

This task involves a collaborative brainstorming session where participants collectively understand

and discuss essential aspects of NFTs.

11 e
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Topic: NFTs Beyond Digital Ar: Allow the partiicpants to Brainstorm applications of NFTs beyond
traditional digital art. Explore how NFTs could be used in areas like education, healthcare, or even as
a means of representing ownership of physical assets.

Topic: Democratizing NFT Access: Discuss with participants ways to democratize access to NFTs,
ensuring inclusivity and accessibility. Brainstorm initiatives or platforms that could make NFTs more
accessible to a broader audience.

NFTs and Intellectual Property Protection:

Topic: NFTs and Intellectual Property Protection: Brainstorm solutions and ideas for enhancing
intellectual property protection within the NFT space. Discuss how blockchain and smart contracts

can contribute to securing the rights of creators.

Topic: NFTs and Charitable Initiatives: Explore ways NFTs can be used for charitable causes.
Brainstorm ideas for NFT-based fundraising campaigns, charity auctions, or collaborations with

non-profit organizations.

The workshop employs a diverse set of facilitation techniques, including guided discussions, search
group activities and collaborative brainstorming, all focused on leveraging digital tools for an
interactive exploration of metaverse concepts. Participants engage in guided discussions covering
fundamental NFT concepts, historical contexts, and industry applications, mirroring the example's
immersive approach in a virtual metaverse space. Collaborative reflections on the Ethereum
revolution and understanding the advantages and disadvantages of NFTs enhance shared
comprehension. Search group activities involve collaborative investigations into NFT applications,
fostering group engagement and understanding. The collaborative brainstorming session ensures a
collective exploration of essential NFT aspects. The workshop concludes with group presentations,
debriefing sessions, and reflections, emphasizing the transformative potential of the metaverse,

leaving participants with a comprehensive understanding of this dynamic technological landscape.
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In this activity, trainees will put into practice the content learned on “1.4.Different Metaverse
Platforms.” This activity involves guiding students on a virtual tour across various metaverse
platforms, such as Decentraland, Sandbox, Cryptovoxels, and others. The tour aims to provide a
firsthand, guided experience of each platform, showcasing their unique features, environments, and

community dynamics.

Virtual Tour, Metaverse Platforms, Interactive Learning, Digital Literacy, User Engagement

60-70 minutes

e Gain practical experience and familiarity with different metaverse platforms.
e Understand the unique attributes and potential uses of each platform.
e Develop the ability to critically analyze and compare digital environments.

e Enhance digital literacy and adaptability in navigating virtual worlds.

e Computers or devices capable of accessing and running the metaverse platforms.
e VR headsets (optional, if platforms support VR and equipment is available).

e Stable internet connection.

e Begin by planning a Virtual Metaverse Tour, which involves guiding students through a series
of metaverse platforms such as Decentraland, Sandbox, Cryptovoxels, and others. This
immersive experience aims to give students a firsthand look at the unique features and
environments of each platform. Start with the preparation phase, where you select a diverse
range of metaverse platforms to showcase different experiences. Create a detailed schedule
for the tour, allocating specific time slots for each platform, and ensure all technical
requirements are met. This includes checking for compatible devices, necessary software,

and applications that students will need to access the platforms.
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For the execution of the tour, start with a comprehensive introduction to each platform,
providing background information and highlighting its key features. Then, guide the students
through various locations within each metaverse. Make sure to point out notable aspects
such as the intricacy of the design, the level of interactivity available, and the nature of
community engagement in these virtual spaces. If possible, encourage students to interact
with the environment and other users, which could include participating in virtual activities or

engaging in conversations within the platform.

After the exploration phase, move on to observation and discussion. Instruct students to
observe and note the differences and similarities between the platforms, especially focusing
on usability, content variety, and user engagement. Following the tour, facilitate a group
discussion where students can share their observations, insights, and thoughts on each
platform. This discussion is crucial for consolidating their learning and encouraging reflective

thinking.

Finally, conclude the activity with a reflective learning phase. Have students write a brief
summary of their experiences, detailing what they learned about each platform. Discuss the
potential applications and implications of these platforms in various sectors, such as
education, entertainment, and business. This not only reinforces their understanding but also

helps them envision the practical uses of metaverse technologies in real-world scenarios.

For this activity, ensure that students have access to computers or devices capable of
running the metaverse platforms. If the platforms support VR and the equipment is available,
VR headsets can significantly enhance the experience. Additionally, a stable internet

connection is essential to ensure a smooth and uninterrupted virtual tour.

After exploring each platform, students will have a broad understanding of different metaverse

environments. They will gather observations that will be used in the follow-up activity to analyze and

reflect on their experiences.
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In this activity, trainees will put into practice the content learned on “1.4.Different Metaverse

Platforms.” This activity involves post-exploration analysis and reflection on the metaverse tour.

Students will engage in discussions, create summary reports, and present their findings and insights.

Metaverse, Reflection, Analysis, Comparative Study, Presentation

60 Minutes

e Analyze and compare different metaverse platforms based on observations.
e Develop critical thinking and reflective writing skills.
e Enhance presentation and communication abilities.

e Encourage collaborative learning through group discussions.

e Students’ notes from the Virtual Metaverse Exploration activity.
e Devices or tools for creating presentations or reports.

e Space for group discussions and presentations.

Students will use their notes to create a comparative analysis or summary report of the metaverse
platforms they explored. They can work individually or in groups to prepare presentations or reflective

essays on their experiences and insights.

e Begin by having students either form small groups or decide to work individually, depending
on the class size and their preference. Each group or individual should select a specific
aspect or feature of the metaverse platforms that were explored during the Virtual Metaverse
Exploration activity to focus their analysis on. This focus could range from design elements,
user interaction, and community dynamics to economic:models or other notable features.

1 5 .ﬁ‘w’%
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® Once the topics are allocated, students should organize the notes and observations they
gathered during the exploration phase. They are tasked with critically analyzing these notes

to identify patterns, unique characteristics, and differences between the metaverse platforms
they visited. A key area of focus should be understanding how each platform supports user

engagement, the quality of the user experience, and its potential for real-world applications.

e Based on their in-depth analysis, students will then prepare a detailed comparative analysis
or summary report. This report should include an introduction to the platforms they're
comparing, a thorough comparison of the selected aspects, and a conclusion that succinctly
summarizes their findings. To make their presentation more engaging and informative, they

are encouraged to include visual aids such as charts, graphs, or screenshots.

e In preparation for the presentation or discussion session, each group or individual should
prepare a short presentation based on their report. This could be in the form of a PowerPoint
presentation, a poster, or a verbal exposition. They should be ready to clearly articulate their
findings and be prepared to answer any questions that might arise from their peers or the

trainer.

e Finally, an integral part of their task is to reflect on their personal learning journey. As part of
their report or presentation, students should include a section where they reflect on what they
learned from the activity. They should discuss how this exploration has altered or reinforced
their understanding of metaverse platforms. Furthermore, they should consider and elaborate
on the potential implications of these technologies in various sectors, such as education,

entertainment, business, or social interaction.

Students will present their analyses or reflective essays, sharing their perspectives on the different
platforms. This will be followed by a group discussion to synthesize the learning outcomes,

encouraging a deeper understanding of the metaverse and its potential applications.
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In this activity, trainees will put into practice the content learned on “1.4.Different Metaverse

Platforms”. This activity involves an interactive quiz game where students answer questions related

to different metaverse platforms, such as Decentraland, Sandbox, Cryptovoxels, and others. This quiz

serves as a fun and engaging method to review and reinforce the content learned in the module.

Quiz, Metaverse, Interactive Learning, Knowledge Review, Student Engagement

30 Minutes

e Test and reinforce knowledge about various metaverse platforms and their features.
e Encourage active recall and application of module content in a competitive setting.
e Enhance student engagement and motivation through a gamified learning experience.

e Foster a collaborative and supportive learning environment.

o Alist of questions related to the metaverse platforms covered in the module.
e A quiz platform or software (like Kahoot!, Quizizz, or a simple PowerPoint presentation).
e Devices for students to participate in the quiz (computers, tablets, or smartphones).

e A projector and screen for displaying questions and scores (if using digital quiz software).

The trainer will prepare a set of multiple-choice or true/false questions based on the content of the
metaverse module. These questions should cover key concepts, features of different platforms, and
any other relevant information discussed in the module. During the activity, the quiz is presented to
the students, and they are required to answer the questions, either individually or in teams. The quiz
can be conducted in rounds, with each round focusing on a different aspect of the metaverse, such
as platform features, user experiences, or real-world applications. Points are awarded for correct

answers, and the game can include bonus questions for additional points.
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Quiz Rounds: Organize the quiz into rounds, each focusing on a specific metaverse platform.

Example rounds include:
Round 1: Decentraland - Questions cover LAND, MANA, and community events.
Round 2: Sandbox - Focus on game creation tools, virtual economies, and SAND.
Round 3: Cryptovoxels and Others - Explore unique offerings and target audiences.
Bonus Round: Comparative Analysis - Questions require comparing platforms based on features,
user experience, etc.
Question Examples:
Round 1: Decentraland
1. What is the primary cryptocurrency used in Decentraland for transactions?
A
B

Bitcoin

MANA

C) ETH

D) SAND

Correct Answer: B) MANA

2. Decentraland's virtual land parcels are known as:
A) Estates
B) Plots
C) LAND
D) Territories

Correct Answer: C) LAND

3. Which blockchain does Decentraland operate on?
A) Bitcoin
B) Ethereum
C) Binance Smart Chain
D) Solana

Correct Answer: B) Ethereum

Round 2: Sandbox
4. What feature distinguishes Sandbox from other metaverse platforms?
A) The use of VR technology
B) Game creation tools
C) Exclusive music events
D) Digital art galleries

Correct Answer: B) Game creation tools
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5. Sandbox's native cryptocurrency is called:
A) SAND
B) BOX
C) LAND
D) GAME
Correct Answer: A) SAND

6. In Sandbox, what can users do with their virtual land?
A) Only sell it
B) Create games and experiences
C) Mine cryptocurrency
D) None of the above

Correct Answer: B) Create games and experiences

Round 3: Cryptovoxels and Others

7. Cryptovoxels is best known for its:

A) Racing games

B) Art galleries

C) Battle royales

D) Educational content

Correct Answer: B) Art galleries

8. Which platform is recognized for its focus on social interaction and avatar customization?

A) High Fidelity

B) VRChat

C) Somnium Space

D) Upland

Correct Answer: B) VRChat

9. Somnium Space offers which unique feature?

A) A single, continuous virtual world

B) Time-traveling capabilities

C) A cryptocurrency exchange

D) An Al-driven economy

Correct Answer: A) A single, continuous virtual world
Bonus Round: Comparative Analysis

10. Which metaverse platform uses the concept of "LAND" similar to Decentraland?

19 ga
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A) Sandbox

B) Cryptovoxels
C) VRChat

D) High Fidelity

Correct Answer: A) Sandbox
11. What is a common feature among all discussed metaverse platforms?

A) They all use the same cryptocurrency

B) They are all built on the Ethereum blockchain
C) They allow for user-generated content

D) They require VR headsets to access

Correct Answer: C) They allow for user-generated content

12. Comparatively, which platform emphasizes user interactivity and real-time social
experiences?
A) Decentraland
B) Sandbox
C) VRChat
D) Cryptovoxels
Correct Answer: C) VRChat

Summarize key takeaways from the quiz, highlighting important concepts learned during the module.
Announce the quiz winners and acknowledge their achievement, fostering a sense of
accomplishment. Encourage reflection by asking students what new insights they gained or what

concepts they found most interesting.
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In this activity, trainees will put into practice the content learned on “1.5 Mapping the 1.5.

Metaverse: Key Locations and Features”. This workshop offers an immersive exploration of the

Metaverse, focusing on its critical locations and features. Participants will delve into the digital realm,
understanding the convergence of virtual reality and blockchain technologies. Key topics include
defining the Metaverse, comparing its elements, estimating its impact across industries, and
assessing challenges and opportunities. The workshop guides learners through the current state of
Metaverse platforms, explores Metaverse technologies, and analyzes the implications for developers,

entrepreneurs, and investors.

Metaverse, virtual reality, blockchain, digital landscape, immersive experiences, technology,

opportunities, challenges, virtual commerce, remote work, virtual real estate, education, gaming.

60 minutes

Define the Metaverse and understand its intersection with virtual reality and blockchain
technologies.

Compare and contrast Metaverse elements, gaining a comprehensive perspective on its
expansive landscape.

Estimate the Metaverse's impact across industries, anticipating disruptive forces and
innovative openings.

Assess challenges and opportunities in the Metaverse for informed decision-making.
Explore the current state of Metaverse platforms, technologies, and operations.
Understand the key technologies powering the Metaverse, including blockchain,
cryptocurrency, AR/VR, Al, and loT.

Analyze the multifaceted implications of the Metaverse for developers, entrepreneurs, and

investors
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e Internet — connected devices (computer, tablet, smartphone)
e Access to virtual platforms for interactive experiences.

e Online Resources: links to video/ multimedia.

e Presentation Slides

e Feedback Forms for learners to share feedback on the module

The workshop comprises tasks designed to offer participants a thorough and hands-on exploration of

the metaverse's essential elements.

Guided Discussion:

Participants will engage in a guided discussion, exploring the transformative impact of the Metaverse
on various sectors, with a specific focus on its potential to redefine remote work and spawn new
professions. The guided discussion will delve into the transformative effects, particularly in sectors
such as remote work, and the emergence or evolution of professions due to the Metaverse.
Participants will share insights on how the Metaverse influences remote work dynamics, discuss
specific examples of professions that have emerged or evolved, and explore potential positive and

negative impacts on various industries.

Additionally, participants are tasked with exploring and understanding the effects of decentralization
and NFTs in the Metaverse during this activity. The guided discussion ensures a comprehensive
understanding of the roles played by decentralization and NFTs. In both tasks, participants actively
contribute their insights, share perspectives, and collaboratively deepen their understanding of the
specified topics within the context of the Metaverse. The facilitator may encourage participants to
draw connections between theoretical concepts and practical implications. The goal is to foster a

shared understanding and promote meaningful dialogue among participants..

Search Group Activities:

In these Search Group Activities, participants work collaboratively to investigate, examine, analyze,
and discuss various aspects of the Metaverse, enriching their understanding through shared insights
and collective exploration. The goal is to create an interactive and dynamic learning environment
where participants actively contribute to the exploration of key topics in the Metaverse.They form
groups to explore and understand features and applications of 12 prominent Metaverse platforms,
aiming to provide a comprehensive overview of the current state of the Metaverse. Additionally,

participants collectively examine challenges, including technology ‘limitations and ecosystem
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complexity, fostering an in-depth exploration of obstacles hindering the Metaverse's evolution.
Another focus involves collaborative analysis of the transformative potential of the Metaverse for
businesses, identifying opportunities and challenges through group discussions. Furthermore,
participants discuss existing challenges, such as security and privacy risks, working together to
explore potential solutions and contribute to the development of strategies for addressing these

issues in the Metaverse.

Collaborative Brainstorming Session:

Participants and trainers jointly immerse themselves in a deep exploration of the key technologies
powering the Metaverse. The focus is on blockchain, cryptocurrency, AR/VR, Al, 3D reconstruction,
loT, and edge computing & 5G. Participants actively contribute their insights, ideas, and
perspectives, fostering a collaborative environment where diverse viewpoints are encouraged. The
brainstorming session encourages participants to collectively understand and discuss the intricate
details of each technology's role in shaping the Metaverse. Trainers play a facilitative role, guiding
discussions, emphasizing key points, and ensuring that the brainstorming session remains focused
on the exploration of these transformative technologies. The goal is to generate a comprehensive
understanding of the technological foundations of the Metaverse through collaborative thinking and

idea generation.

Upon completion of the workshops, participants will present findings and insights, engaging in a
debriefing session. The trainer will facilitate discussions on the transformative potential of the
Metaverse, addressing challenges and emphasizing the rich business opportunities it presents.
Learners will gain a comprehensive understanding of the Metaverse's impact on diverse industries
and the dynamic landscape it offers for exploration, innovation, and transformation. The training
concludes with a forward-looking perspective, highlighting the transformative journey into the future

that the Metaverse pioneers.
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In this activity, trainees will put into practice the content learned on “1.8 Social and Cultural Impact

of the Metaverse: Opportunities and Challenges™ This interactive workshop, "Metaverse

Dialogues: Navigating Socio Cultural Realms," aims to delve into the social and cultural implications
of the Metaverse. Participants will engage in discussions, group activities, and collaborative
brainstorming to explore both the opportunities and challenges presented by this evolving digital

landscape.

Metaverse, Sociocultural Impact, Opportunities, Challenges, Collaboration

60 minutes

e Understand the concept of the Metaverse and its potential impact on society and culture.

e |dentify opportunities that the Metaverse presents for social interaction, education, and
economic growth.

e Recognize challenges and ethical considerations associated with the widespread adoption of
the Metaverse.

e Foster collaborative thinking and diverse perspectives in addressing the implications of the

Metaverse.

e Internet-connected devices (computer, tablet, or smartphone)
e Virtual meeting platform (Zoom, Microsoft Teams, etc.)
e Online collaboration tools (Google Docs, Miro, etc.)

e Writing materials for note-taking

Participants will engage in a guided discussion, breakout group activities, and a collaborative
brainstorming session. The workshop will encourage participants to reflect.on the Metaverse's impact
on identity, society, and economy, fostering an open dialogue on both the positive and challenging
aspects.
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e Guided Discussion:
= An engaging introduction is made to establish the objectives of the discussion.
= Participants are asked to engage in the topic by asking thought-provoking questions
to encourage them to think.
= Participants are encouraged to share their personal experiences or perspectives.
= By keeping the discussion focused and ensuring everyone has the opportunity to

contribute.

e Search Group Activities:
= Participants are divided into small groups to encourage more intimate discussions.
= During the breakout session, each group is assigned specific tasks or discussion
points.
1) Group Topic: Digital Identity and Privacy
a) Task: Discuss the implications of digital identity in the Metaverse.
b) Discussion Points:
i) How can individuals maintain privacy and control over their
digital identities?
ii) What measures can be taken to ensure secure and
responsible use of personal data in the Metaverse?
2) Group Topic: Inclusivity and Diversity in the Metaverse
a) Task: Explore ways to promote inclusivity and diversity within virtual
spaces.
b) Discussion Points:
i) How can the Metaverse be designed to be accessible to
people of diverse backgrounds and abilities?
ii) What role can technology play in breaking down barriers and
fostering a sense of belonging for all users?
3) Group Topic: Social Impact on Relationships and Communities
a) Task: Examine the impact of the Metaverse on real-world
relationships and communities.
b) Discussion Points:
i)  How might virtual interactions influence social dynamics in
the physical world?
ii) What challenges and opportunities arise in terms of building
and sustaining meaningful relationships in the Metaverse?

4) Group Topic: Educational Opportunities in the Metaverse
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a) Task: Identify ways in which the Metaverse can enhance education
and learning experiences.
b) Discussion Points:
i) How can virtual environments be utilized for educational
purposes?
ii) What challenges might educators and learners face in
adapting to Metaverse-based educational platforms?
5) Group Topic: Economic and Business Implications
a) Task: Discuss the potential economic and business opportunities
presented by the Metaverse.
b) Discussion Points:
i) How can businesses leverage the Metaverse for marketing,
collaboration, and customer engagement?
ii) What are the challenges and considerations for the
integration of Metaverse technologies into traditional

business models?

Ensure that each group has sufficient time for discussions and presentations, and encourage them to
consider both the positive and negative aspects of their assigned topics within the context of the

Metaverse.

e Collaborative Brainstorming Session:
= Use of a digital platform or whiteboard is provided for collaborative brainstorming.
= Participants are encouraged to contribute ideas about the Metaverse's impact on
identity, society, and the economy.
= A structured approach is applied, such as categorizing ideas or voting for the most
influential ones.

= Discussion-oriented work is done to develop and expand the ideas produced.

e Encouraging Thinking:
= Moments for individual reflection are created throughout the workshop.
= Participants are given prompts to evaluate their own perspectives on the effects of
the Metaverse.

= Digital tools and surveys can be used to capture individual reflections.

e Open Dialogue on Positives and Challenges:

= A supportive and non-judgmental atmosphere is created for sharing different ideas.
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= Participants are encouraged to explore both the positive and challenging aspects of

the Metaverse.

= An environment of respectful discussion is provided by ensuring all voices are heard.

e Facilitation Techniques:
=  Group discussions are moderated by educators without domination.
= Key points are summarized to ensure clarity and understanding.

= Ice breaking or energizing techniques are used to maintain participation throughout

the workshop.

e Post-Workshop Follow-up:

= A platform or forum can be created for ongoing discussion and collaboration.

= Resources or reading materials are provided for participants to continue exploring

the topic.

The workshop will provide a structured platform for participants to share their insights and collaborate
on potential solutions to challenges associated with the Metaverse. Facilitators will guide discussions
and encourage creative thinking, ensuring a constructive and inclusive exploration of the topic. The
collaborative output will be a compilation of ideas and perspectives, fostering a deeper

understanding of the sociocultural dimensions of the Metaverse.
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Section 1: Workshop Content Evaluation

and 5 is "Excellent."

1.1 Relevance of Content:

1 Poor

Please rate the following aspects of the workshop content on a scale from 1 to 5, where 1 is "Poor"

1.2 Clarity of Presentation:
1 Poor

2

5 Excellent

1 Poor

1.3 Depth of Information:

2

5 Excellent

1.4 Engagement Level:

1 Poor

2

5 Excellent

1 Poor

1.5 Overall Rating of Content:

2

5 Excellent

5 Excellent

ey

357 80

Learning E
for Youth

N3

META



Co-funded by

the European Union

Section 2: Hands-On Activities

2.1 NFT Minting Activity:
1 Poor

2

5 Excellent

Was the activity clear and informative? (Yes/No) Any comments or suggestions:
2.2 Collaborative Brainstorming Session:

Was the session engaging and productive? (Yes/No)

Any comments or suggestions:
Section 3: Facilitator Evaluation

3.1 Facilitator's Communication:
1 Poor

2

3.2 Facilitator's Knowledge:

1 Poor

5 Excellent

3.3 Facilitator's Interaction:

5 Excellent

1 Poor

3.4 Facilitator's Overall Effectiveness:

1 Poor

5 Excellent

5 Excellent
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Section 4: General Feedback

4.1 What did you find most valuable in this workshop?

4.2 Any suggestions for improvement or additional topics?

Section 5: Overall Workshop Experience

5.1 Overall Satisfaction:

1 Poor 2 3 4 5 Excellent

5.2 Likelihood of Recommending to Others:

1 Poor 2 3 4 5 Excellent

Thank you for your feedback! Your input is valuable and helps us improve our future

workshops.
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