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The “metaverse” is a set of virtual spaces where you can create
and explore with other people who aren’t in the same physical
space as you. You’ll be able to hang out with friends, work, play,
learn, shop, create and more.

https://www.npr.org/2021/10/28/105020500/what-metaverse-is-and-
how-it-will-work

3D spaces in the metaverse will let you socialize, learn,
collaborate and play in ways that go beyond what we can
imagine. https://about.facebook.com/meta/
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Horizon Workrooms for VR Remote Collaboration | Mesh for Microsoft Teams aims to make collaboration in

Meta (fb.com)

the ‘metaverse’ personal and fun | Innovation Stories
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https://about.fb.com/news/2021/08/introducing-horizon-workrooms-remote-collaboration-reimagined/
https://news.microsoft.com/innovation-stories/mesh-for-microsoft-teams/
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General English Course Public Speech and Presentation Course
(CEFR A1-A2 level) (CEFR B1-B2)
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* TOEIC Speaking
« NEFEARRICEHT 57 > — b (FLA) (Horwitz et al, 1986)

VRLYAZ

e Students’ Journal with Can-do about VR lessons

Ly A

* TOEIC Speaking
« NEFEARRICET 57 27— b (FLA) (Horwitz et al, 1986)
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Saito, Y. (2021). Potential and Challenges of the Use of VR in English Education

|m|

1|||Tl

2021 KOTESOL International Conference
Saito, Y. (2021). Potential and Challenges of the Use of VR in English Education
KOTESOL Proceedings 202 1 COPYRIGHT © 2022 YUKIE SAITO. ALL RIGHTS RESERVED.
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VREEEIZZHI(B) : VR English lessons

Day 1 : Self-Introduction & Discussion

-Warm up questions

-Discussion such as “Do you think we should get the third
vaccination?”, “Do you think VR will be popular?”

Day 2: Discussion & Debate

-Debate about “Al will help humanity.” , “VR will be used by many
people like the Internet.”

Day 3: Presentation

-Presentation about the lectures including answers to “What
technology have you found the most interesting?” and “What ethical
issues related to the technology need to be considered?”

Copyright © 2022 Yukie Saito. All Rights Reserved.
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