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Part I: Changing the Educational Experience -- Part Il: Influencing Art,
Culture and Society -- Part lll: Engaging Artificial Intelligence and Other
Advanced Technologies.

This is the first research monograph to explore augmented and virtual
reality in the context of the emerging metaverse, and their impact on
the future of education, culture, art, society, heritage, healthcare, and
other areas. It reveals how the two metaverse-enabling technologies
are changing the world we live in by changing the educational
experience, by influencing art, culture, and society, and by engaging



artificial intelligence and other advanced technologies. Dealing with a
wide range of topics, it includes: possible metaverses for education;
designing simulations and effective learning environments in the
educational metaverse; immersive collaborative learning; storytelling
and cinematic virtual reality in metaverses; immersion and sensory
enrichment in the metaverse; archaeology of perception in metaverse
environments; integrating Al and Large Language Models with
immersive technologies; AR-enabled X-ray vision in immersive
environments; metaverse-based approaches in urban planning; and
many others. Written by a team of 46 researchers, practitioners, and
artists from 11 countries world-wide (Australia, China, Estonia,
Germany, Greece, Italy, Norway, Romania, Serbia, Spain, and USA), it
offers readers an international perspective. Intended as a starting point
for exploring augmented and virtual reality in the metaverse context,
this book will be essential reading not only for researchers,
practitioners, technology developers, and artists, but also for students
(graduates and undergraduates), and for anyone interested in the
emerging fields of “metaverse augmented reality” and “metaverse
virtual reality”. .



