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INTRODUCTION





    What is real? How do you define “real”? If you are talking about what you can feel, smell, taste, and see, then real is simply electrical signals interpreted by your brain. So says the character Morpheus, played by Laurence Fishburne in the movie The Matrix.1




    Thinking about what is or is not real, let’s talk about the metaverse. This new buzzword started to be used recently. In general terms, it is a virtual environment in which we can interact with other people and obtain information, products, and services. The term first appeared in the 1990s, originating in science fiction. It later became a genre, used to classify a type of game. More recently, it has become a harbinger pointing to a major transformation.




    Our goal here is to introduce the subject, to offer a basis for addressing trends and taking advantage of them, especially in the school environment (whether in relation to teaching and learning, benchmarking issues, or strategic positioning from the point of view of the institution’s marketing practices). What we have here is a technological application that, even if it is not fully understood, will impact (and already impacts) humankind in a way that no other technology has ever been able to. We can say that the metaverse and the ecosystem of technologies that ensure its existence within the context of Web3 may represent an evolution and can have a greater impact than that of the emergence and popularization of the Internet.




    It is thus necessary to have a general understanding of the metaverse, so that we can situate ourselves and interact using this new trend. By developing the capacity for reflection and adaptation, we gain the power to decide on and avoid being ensnared by passing fads.




    When we talk about reflection and adaptation, we must think about education. What will be the consequences of the metaverse in this field? What will be its impact?




    Consider how the metaverse will affect issues such as: teaching, learning, perception of reality, the school environment, the interaction with classroom topics, the production of content for this type of media, school management, and how old and new problems will be faced amid this new form of social interaction, for example. For this reason, our idea here is to anticipate these issues, so that we can reflect on them and have support to deal with our educational context in the best possible way.




    We have therefore organized the chapters in such a way as to guide the construction of the understanding of the metaverse, as follows.




    

      	Chapter 1—The metaverse: origin, concepts, and trends. In this chapter, we introduce the topic, presenting its history, its relationship with other technologies, and what we can expect from it.




      	Chapter 2—The technological evolution until the metaverse. Here we approach the development of technologies and practices throughout human history. We aim to show an evolutionary inertia or an evolution in the media/technological process and the information and entertainment support that resulted in the metaverse.




      	Chapter 3—School management: what changes with the metaverse? This chapter addresses how schools will have to modernize themselves to keep their business alive. We discuss everything schools need to enter the metaverse and offer some insights about what we can expect in the future. We also present cases and tips on how to use the metaverse in marketing strategies.




      	Chapter 4—Pedagogical applications. In this chapter, we discuss the topic in the school context, analyzing reasons and possibilities for teaching and assessing when and how to use it. We also suggest the use of the topic in the classroom, so that, through transdisciplinary examples and in a practical way, it can be adapted and applied to each school’s distinctive reality.




      	Chapter 5—References for a better understanding of the metaverse. This chapter provides references we have used as well as other references to better understand what the metaverse is. In addition to bibliography, we present audiovisual works to broaden the cultural repertoire for this understanding.




      	Chapter 6—Food for thought. Here we present ideas regarding attention points beyond the matter of technology, from a critical point of view.




      	Chapter 7—Glossary. The main terms that may need clarification.


    


  




  

    1 THE MATRIX. Directed by Lana Wachowski and Lilly Wachowski. Australia; USA: Silver Pictures, Dark Castle Entertainment, 1999 (136 min.).


  




  

    
1 WHAT IS THE METAVERSE?





    “A speech with magical force. Nowadays, people don’t believe in these kinds of things. Except in the Metaverse, that is, where magic is possible. The metaverse is a fictional structure made out of code. And code is just a form of ‘speech’—the form that computers understand.”




    (Neal Stephenson, author of Snow Crash,2 the first person to use the term metaverse)




    1.1 Understanding the word metaverse




    To understand metaverse at first is to look for the formal explanation for understanding the word. The dictionary3 defines it as a noun used in digital technology:




    1. (in science fiction) a shared, realistic, immersive computer simulation of the real world or other possible worlds, in which people participate as digital avatars.




    2. a theoretical or emergent networked online space with digitally persistent environments that people inhabit, as avatars, for synchronous interactions and experiences, accessing the shared virtual space through virtual reality, augmented reality, game consoles, mobile devices or conventional computers.




    Based on this definition, we can understand the metaverse as an environment that allows us to interact in various ways, as follows.




    

      	Browse through the proposed spaces, whether they are 100% virtual or with virtual elements that overlap with reality;




      	Through the information presented, using the exclusive feature of the metaverse, which influences the way in which the content will be conveyed;




      	Socially, ranging from casual encounters to professional meetings, classes, and events, for example;




      	Economically, to offer or acquire products and services.


    




    It should be noted that, due to the interactive freedom the system provides and the degree of autonomy it allows, variations in use may arise, depending on how users interact. In the definition presented above, one word deserves our attention: persistent.




    In the case of computing, this terminology refers to saved and, therefore, constant data. For example, in the old days, every time you started to play any video game, you started from scratch. But, with time, memory cards came along, allowing you to restart the game from exactly where you left off. This also happens when you turn on a game and all rankings, progress trackers, items, and relevant information are stored. This is a way we can visualize data persistence.




    The proposal of the metaverse is that the environment persists—that is, what you do online will remain and continuously change due to the participation of actors that interact, according to regulations in force. We will therefore have a situation that can either run parallel to reality or have points of intersection with reality. This means that the actions that occur in reality affect virtuality and, on the other hand, the actions that occur virtually affect reality.




    In the origin of the word, which comes from Greek, the prefix meta (μετα) means what comes after; in this specific case, transcendent. The suffix verse is associated with the word universe, which would be the junction of oinos (unity) and versus (that which rotates). Therefore, metaverse is a neologism, which can be understood as the evolution of the universe, what comes after what would be the universe.




    However, we cannot discard the use of the suffix meta as it is used in terms such as metalanguage and metanarrative, for example. In this sense, it is a structure turned to itself, a self-reference.




    The word metaverse first appeared in 1992 in the book Snow Crash (STEPHENSON, 1992). It falls under the science fiction genre, more specifically cyberpunk. The story unfolds with the protagonist, Hiro Protagonist, a pizza delivery driver in reality, but who, in the virtual world (metaverse), is a samurai hacker. A virus installs itself in the human brain, just like a meme (an idea based on the book The Selfish Gene by Richard Dawkins,4
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