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ABSTRACT

The purpose of this study is to analyze the application of immersion edu cation in the subject of entrepreneurship
and management in the unified general high school of jadan education unit, jadan Parish, guaracio, azuai province. Hybrid
methodology. 88.5% of the students agreed to use immersive technology in the process of learning. Teachers said that it
was difficult for them to use technology, so they needed training in information and communication technology, virtual
platform, use and management of these digital educational resources, such as meta-database, in order to achieve immer-
sive education in educational institutions.
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It can be said that immersive technology is a
new teaching method. It makes use of the charac-
teristics of virtual reality (VR) and augmented re-
ality (RA), which has a positive impact on students’
learning motivation. Immersive technology is
based on two pillars. One is the graphical user in-
terface, which provides us with a relaxed face-to-
face simulation environment, and the other is the
interaction with content. It allows us to use tech-
nology to create experience from stories. Here
comes the concept of immersive technology, which
tries to make people contact with technology and
immerse them in the teaching process!!.

1. Introduction

The current research work is guided by im-
mersive education and uses information and com-
munication technology to promote development. In
this new era of virtual education, technology is de-
veloping in all environments of our life. In terms of
society, work and education, it has become a neces-
sity in the classroom. In many cases, it is wasted
due to the lack of digital literacy, Understand the
new methods and learning based on connectionism
to make use of the virtual space or meta poetry of

teachers.
The exploration of new technologies is an im-

portant aspect, as work is currently being carried
out in a digital era in which the use of information

ARTICLE INFO
Received: February 18, 2020 | Accepted: March 10, 2020 | Available online: March 15, 2020

CITATION
Espinoza-Guzman LV, Garcia-Herrera DG, Erazo-Alvarez JC, et al. Immersive education for entrepreneurship and management disciplines:
Metaverse’s experience. Metaverse 2020; 1(1): 8 pages.

COPYRIGHT

Copyright © 2020 by author(s). Metaverse is published by Asia Pacific Academy of Science Pte. Ltd. This is an Open Access article distributed
under the terms of the Creative Commons Attribution License (https://creativecommons.org/licenses/by/4.0/), permitting distribution and repro-
duction in any medium, provided the original work is cited.


mailto:liliana.guzman@est.ucacue.edu.ec

Immersive education for entrepreneurship and management disciplines: Metaverse’s experience

and communication technologies exists in an edu-
cational environment to support teaching. Palal?
mentioned that one of the places where technology
has the greatest impact is education, which in turn
affects the current role of teachers and becomes a
part of school daily life. In this regard, it can be said
that the application of information and communi-
cation technologies has had an impact on the edu-
cation system in order to narrow the learning gap
today.

As a result of health emergencies, the educa-
tion system has undergone great changes, thus
changing the teaching methods; a new suggestion
was made to use immersive technology, especially
in the field of entrepreneurship and management,
because it is an abstract high school course, which
is difficult for students to understand, frustrated
and indifferent to the course. By using meta poetry
in the field of information exchange and all its ben-
efits, we will enable students and teachers to inter-
act dynamically and creatively in the learning pro-
Cess.

The purpose of this work is to enrich the digi-
tal experience, make it more sensory and thus more
immersive. It is suggested to develop a collabora-
tive work in which they are more active partici-
pants, or at least let us live it as a more real thing.
In this work, teachers use E-education resources
that meet the needs of educational background.

In view of the above, the purpose of this study
is to analyze the application of immersive educa-
tion in the unified entrepreneurship and manage-
ment subjects of ordinary high schools in jadan ed-
ucation unit of jadan diocese, guaracio, azuai prov-
ince.

2. Theoretical reference

The entry of technology into education is a
fact. At present, these technologies and digital me-
dia are being developed and used as part of educa-
tion and training, but the use of these media does
not guarantee positive results in acquiring

knowledge. Other factors should also be consid-
ered, such as teachers’ understanding of ICT and
the diversity of existing methods and strategies to
achieve learning objectives. It is necessary to re-
flect on the enabling classroom methods supported
by digital ICT resources in order to obtain a virtual
learning space conducive to the teaching processt!.

Therefore, the current education has changed,
and the teaching method must be combined with
the reality of the current environment, which
means that the role of teachers must adapt to the
needs of students by implementing the method of
using ICT in the teaching process. Teachers are di-
rect witnesses of contemporary changes. In this
generation, young people are locals of interactive
information and technology. They require educa-
tion according to their own needs and interests.
Many teachers are looking for ways to update
themselves so that their students can continue to
prepare for the world today. However, there are
also negative reactions, such as rejecting these
technology driven changes, and a group of teachers
are afraid of the implementation of ICT and re-
flected in their performance. In addition, the media
did not help us predict the advantages of online ed-
ucation, which brought uncertainty to the use and
application of these digital media in the field of for-
mal educationt!,

Meaningful learning helps to develop the abil-
ity to explain and acquire knowledge. This learning
should consider education as an overall plan, giv-
ing priority to teaching resources and collaborative
work, to promote the whole teaching and training.
Using ICT in students’ learning process, it is found
that educational technology resources are rarely
used as support in this process. In this regard, the
popularity of innovative teaching strategies is a
means to promote dynamic cognitive processes ra-
ther than traditional teaching methods, in which
meaningful, autonomous and innovative learning is
dominant, which goes beyond the training intention
needed in today’s world®’.
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One of the most powerful tools to induce
learning in the teaching process is to use immersive
education, stimulate the motivation of peers to
work, enable us to cooperate and participate in
work in the virtual space, and provide us with var-
ious alternatives to create an action environment
parallel to the daily reality, all of which bring us
into one environment, This has led to the explora-
tion and implementation of new spaces with aug-
mented reality and reduced reality, and innovative
experience must be incorporated into current edu-
cationt®!,

In order to provide students with a new level
of academic and technological interaction in the
classroom, we can provide students with more re-
alistic educational resources in a new way.
Metaverse is an interactive virtual environment. It
provides us with a network created by the integra-
tion of virtual enhanced physical reality, that is,
digital environment. It refers to any virtual envi-
ronment created from computer, in which all infor-
mation is no longer physical, but virtual.

It can be said that immersive technology is a
necessary condition today, because it makes full
use of all the benefits provided by metaverse. At
the same time, it also leads us to adopt a new teach-
ing method, which makes use of the characteristics
of virtual reality and augmented reality, two im-
mersive technologies based on the two pillars, and
has a positive impact on students’ learning motiva-
tion. One is the graphical user interface, which pro-
vides an easy to perceive face-to-face simulation
environment. The second is the interaction with
content, which allows us to use technology to cre-
ate experience from stories. Here comes the con-
cept of immersive technology, which attempts to
immerse skilled people in the teaching processtt.

In 2018, we can combine the multimedia tech-
nology with the surreal learning environment, be-
cause it can produce a wide range of information in
the surreal learning environment.

The emergence of new technologies, espe-
cially virtual reality, is changing education by

changing the teaching process. Virtual reality
breaks the paradigm of traditional education and
improves the learning environment. In this envi-
ronment, education is not based on the physical en-
vironment such as classroom, but provides us with
the possibility of using cyberspace or virtual world
to obtain knowledge anywhere or at any time.
When students learn in different environments and
situations in a cooperative and participatory way,
the role of teachers should focus on providing the
best conditions that meet the needs of contempo-
rary people. In short, the focus of immersive edu-
cation is to select applications that meet the envi-
ronmental needs of students and teachers to acquire
knowledge and develop the skills and objectives of
the educational system, Encourage improved logi-
cal thinking, creative thinking and responsible use
of digital media by optimizing space and timel™.

If teachers in the digital age want to play their
role effectively, they must make full use of tech-
nical resources in the teaching process. In order to
get the most benefits from virtual education, a
teaching method suitable for the current situation.
When implementing these new strategies to enable
students to learn better, we must pay attention to
the difficulties that students encounter when they
can plan activities according to their own needs.
Due to technological progress, the role of teachers
has changed significantly. They must build leader-
ship, implement positive and collaborative meth-
ods, help promote learning in the virtual environ-
ment, help synthesize and clarify the content of the
learning process, and constantly enrich the discus-
sion through these digital media. Teachers should
use these tools as facilitators to encourage student
participation(®.

RA provides the possibility of interaction and
exploration to adapt to the characteristics of the de-
velopment stage. At present, students’ learning is
very active and need a certain degree of free activ-
ities, which interferes with the traditional teaching
technology. RA includes exploratory activities that
involve students in the process of continuous dis-
covery. This makes students want to know what is
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behind the image and discover it by using different
virtual reality and meta version applications. One
of the characteristics of RA is a divergent cognitive
process. Students can solve practical problems by
making and testing different formulas or methods,
RA has the potential to attract and motivate stu-
dents to explore materials from different perspec-
tives and has proven particularly useful for teach-
ing materials that students cannot experience in the
real world™.

Augmented reality is a new proposition in the
field of education, especially in abstract disciplines,
which have no creative motivation to develop their
application skills in the educational environment,
which can be applied according to the educational
level of Ecuador’s educational system. The unified
general secondary education includes three-year
compulsory education. Its purpose is to prepare
students for work, entrepreneurship and higher ed-
ucation by developing their lifelong learning ability,
and to provide individuals with general training
and interdisciplinary preparation®.

We focus on the entrepreneurship and man-
agement theme studied in the past three years. Not-
ing that there are no teaching resources available
for this theme, we recommend metavers as a learn-
ing experience because it is an attractive guidance
for students in the fields of art, economy and cul-
ture. Because it is an interdisciplinary discipline, it
should be emphasized that entrepreneurship is
mainly based not on activities, but on participation
and strengthening initiatives. These experiences
must be carried out in the context of student devel-
opment!™,

Entrepreneurship requires action, so the pro-
posal aims to train teachers on how to use aug-
mented reality as a methodological strategy, in-
volving collaborative work using immersive edu-
cation, in which students provide them with count-
less planning, organization and use the metaverse
application as an augmented reality reference to
control the execution of the enterprise.

Metaverse is a free augmented reality plat-
form designed to create an educational experience
without becoming a programming expert. The ani-
mation produced can be shared through a single
URL or QR code. Once we install this application
on our mobile device, we can scan some QR codes
of augmented reality experience. The time required
to design effective learning activities using aug-
mented reality (AR) may make teachers hesitant,
but metaverse makes the process easier to access
through its scene centric platform. It promotes the
game of student teams, challenges them, and brings
the magic of virtual reality to the classroom, in-
cluding a 360 degree video scene.

It may be difficult for teachers to let students
control their learning, but metaverse is a tool that
teachers can learn how to use with students. In
short, it is an interactive tool with great educational
potential, because the new experience starts with a
blank graphic script, which allows an almost un-
limited combination of scenes, characters, com-
mands and navigation options.

Scenes can include tracks, addresses, ques-
tions, Web links, videos, etc. Users connect scenes
to create a partial or complete experience to adapt
to the audience’s response. Once a user has created
an experience, they can copy and edit it to create
another experience, so users don’t have to create
additional experiences from scratch. Metaverse
studio is designed for students in the 21st century
to promote digital skills, skills and abilities. By de-
sign, this tool promotes the user’s trial and error
experience, and each scenario must be carefully
planned and connected to work in the applica-
tion!*?,

Metaverse provides a series of interesting
functions. From the perspective of education, it in-
cludes a learning tool to create RA experience,
which can enhance students’ learning and integrate
a variety of online resources. The experience may
require students to carry out activities in physical
space, such as solving problems, experimenting or
simply exploring the environment, and then use the
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overlapping functions of the application to verify
or verify their findings, providing the ability to link
the experience to location-based triggers, which is
impossible in many other RA tools. Positioning can
then become a key part of the learning experience.
In addition, it integrates Google’s Al services and
the ability to import user created artifacts, and these
additional functions are also used to create a more
advanced RA experience!!,

3. Methodology

The method used in the study is non experi-
mental, using hybrid method and cross queue
method. The sample consists of 61 students and 12
teachers from the jadan education unit of Jadan di-
ocese, Guaracio state, Azuai province, which is a
financial and rural institution at the unified general
high school level.

In order to collect qualitative data, interviews
were used as a technique and as a tool. Delphi
method was used to conduct a validation question-
naire survey on Teachers Teaching Entrepreneur-
ship and management courses. Quantitative data
were collected through Likert scale and Cronbach
alpha verification tool, with a reliability of 0.760.
These data were collected by sending links through
whatsapp using Google forms application. De-
scriptive analysis and quantitative analysis were
used to analyze the data generated by Pearson’s test.

4. Results

When introducing the results obtained and ex-
plained in the interviews with teachers who teach
entrepreneurship and management courses and the
survey of high school students, the following re-
sults are obtained through qualitative and quantita-
tive analysis.

Table 1. Teacher interview

Analysis unit Category Paragraph
Implementation of ICT to teach their . . Partial ignorance of teachers’ implementation of ICT in
ICT in education today .
classes education.
Virtual platforms favor interaction in the - Virtual platform is indispensable in today’s education
- Virtual platforms
educational process process.
. L Methodologies in virtual ~ The method of implementation in virtual space is un-
Methodologies used in virtual spaces :
education known.

Teachers are trained to deal with this dig- . . Teachers need to be trained in digital education re-
. . - Teachers in the digital era
ital era in education sources.

What is immersive education

Immersive education

Teachers don’t know the word immersion education.

Source: Authors’ own creation.

Based on the analysis in Table 1, teachers say
that there is some ignorance in the implementation
of ICT in education, and virtual platforms are es-
sential in the process of education. These platforms
should aim to implement appropriate methods in
the virtual learning space. Therefore, teachers need
to be trained in the use and management of digital
education resources in order to realize immersive
education in educational institutions.

According to Table 2, we can confirm that 90%

of the respondents agree that teachers use digital

technology and resources as support in the class-
room.

According to Table 3, 88.5% of students
agreed to try immersive technology for their learn-
ing process.

According to Table 4 and the results of chi
square test, we can determine that ICT is used in
the teaching process and guide them to try new im-
mersive technologies to innovate the learning pro-
Cess.
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Table 2. Teachers use digital technologies and resources to support their classrooms

Effective percent-  Cumulative per-

Frequency Percentage age centage
Disagree 1 1.6 1.6 1.6
Indifferent 10 16.4 16.4 18.0
Effective Agree 37 60.7 60.7 78.7
Very much 13 21.3 21.3 100.0
Total 61 100.0 100.0

Source: Authors’ own creation.

Table 3. Would you like to experiment with immersive technologies in the learning process?

Frequency Percentage Effective percentage Cumulative percentage
Disagree 1 1.6 1.6 1.6
Indifferent 6 9.8 9.8 11.5
Effective Agree 33 54.1 54.1 65.6
Very much 21 344 344 100.0
Total 61 100.0 100.0

Source: Authors’ own creation.

Table 4. Would you like to experiment with immersive technologies in the learning process?

Disagree Indifferent Agree Very much Total
Technical assistance Indifferent 1 3 3 3 10
Incentive process Agree 0 3 25 5 33
Teaching and learning ~ \Very much 0 0 5 13 18
Total 1 6 33 21 61

Source: Authors’ own creation.

Chi-square test

Value o] Asymptotic sign (bilateral)
Pearson chi square 28.350 6 0.000
Rationality 26.699 6 0.000
Linear correlation 13.940 1 0.000
N of valid cases 61
Source: Authors’ own creation.

The development of the Internet has affected Considering that the content of entrepreneur-
the learning methods of education, thus affecting ship and management course is very abstract, so
the teaching methods of education. Today’s young students have difficulties in learning, which re-
people are digital natives, so they must receive ed- flects the need to find alternative solutions to this
ucation that meets their needs and interests. There- problem, so teachers need to be trained to use
fore, teachers must adapt to this new learning metaverse to improve the learning process of this
method and be able to meet the digital challenges course. The use of ICT in the classroom is essential.
brought by this new knowledge society™!. Finally, we should know that teachers and students

want to try immersive technology to make the

| agree with the above author that teachers . . -
classroom attractive and stimulating.

must update the use and management of technical

resources according to the needs of the educational Metaverse application analysis. This is a
background. Therefore, we intend to use immer- free, easy-to-access web application that helps the
sive education, in which teachers use these virtual learning process while allowing teachers and stu-
spaces to involve students in the teaching process. dents to create experiences from augmented reality

that are the same as those copied by the metaverse

5. Proposal studio application.
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Inversion

Create an Dot

online account

metaverse on
your phone

We can create:
Scene 3D image video
with text button

[ Release QR code }

Figure 1. To use metaverse.

Source: Authors’ own creation.

One of the benefits of this application is to
create an experience that entrepreneurship and
management teachers can apply, generate creative
skills in designing logos, homogeneity, etc., and
improve advertising and marketing through aug-
mented reality, 2D, 3D, 360 degree images and vid-
eos to interact and improve the learning process.

Create an account. To create a link to your
Facebook app or to sign in to your app from Google
play, you can also use one of the options.

Use the metaverse element. Through the re-
sources provided by metaverse, we can create in-
teractive experience of three-dimensional, two-di-

mensional and 360 degree images, add scenes, but-
tons and text, all of which are based on augmented
reality, and encourage students to promote their un-
derstanding of entrepreneurship and management
topics through collaborative work and project
learning.

Publication. Once our work scenario is de-
veloped, we will start publishing and select the
publishing option. There, we will briefly describe
the work by generating QR code. In order to view
the publishing, we will download metaverse appli-
cation, scan the code on the mobile phone and per-
form the demonstration of the work done.

Table 5. Proposed training workshops

Target Activity Hours Resources Modality
To train teachers in the Dynamic integral 30 minutes Facilitator
use of Metaverse for o .
the teaching and learn- Exhibition content 4.5 hours Platform Zoom, slides Virtual
ing process in the sub- Practical practice 5 hours Metaverse
ject of Entrepreneur-
Final work 5 hours Metaverse

ship and Management.

Source: Authors’ own creation.

6. Conclusions

Today, due to the progress and implementa-
tion of information and communication technology,
education is developing by leaps and bounds and
innovating classroom teaching methods. As stu-

dents want new experience in immersive technol-
ogy, teachers must be trained to adapt to today’s
digital native students.

The survey results show that teachers have
difficulties in using technology, so there is a need
for training in information and communication
technology, virtual platform, use and management
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of these digital educational resources (such as
metaverse) in order to achieve immersive educa-
tion in educational institutions.

These platforms have had a considerable im-
pact on society, enabling us to acquire knowledge
through the Internet and combine them with posi-
tive methods. These methods strengthen learning
through games, use educational software, such as
metaverse, and take the virtual world as metaverse,
to achieve more relevant learning, better under-
stand entrepreneurship and management among
students.

Students also said they wanted to learn about
immersive, augmented reality technologies and be-
lieved that these resources would stimulate interest
in the above topics.
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