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THE USE OF THE METAVERSE STUDIO APPLICATION IN FOREIGN
LANGUAGE TEACHING AS AN INNOVATIVE AR TECHNOLOGY

Abstract. The article is devoted to the analysis of the educational potential of the Metaverse Studio
application as an innovative AR technology in foreign language teaching. The research is based on
a literature review, synthesis, generalization, and systematization of the existing research and
personal experience of the use of the software. The presented study proves the efficiency of the
introduction of AR technology in foreign language teaching due to its versatility, immersion and
engagement, motivation, and better learning outcomes it provides. It has been proven and revealed
that the Metaverse Studio application applies to various language aspects such as phonetics,
grammar, and vocabulary. Due to the rich variety of scenes introduced by the aforementioned AR
software, it could be also used as a storytelling tool, puzzle, and trivia games tool as well as the way
of effective introduction or a visual element of a project work via the creation of a media wall.
Moreover, the use of the Metaverse Studio application offers poll features that could serve in terms
of a warm-up at any lesson or topic or as a way for getting quick feedback, or as a reflection tool.
The methodical aspects and the importance of sequencing in terms of the use of the software are
highlighted and presented in the video posted on the author’s YouTube channel. The specifics of the
software’s dashboard mode, storyboard mode, and setup behind the experience of content creation
are visualized and explained in the article. The links to the official website and Metaverse AR
platform YouTube are also provided since the support of the software is not available anymore. The
benefits of the use of AR software in foreign language teaching as an innovative AR technology and
Metaverse Studio application, in particular, are emphasized and arguments in the study.

Keywords: digital literacy; foreign language teaching; innovative technologies, AR technology;
Metaverse Studio application

Introduction. The implementation of innovational technologies in the various spheres
and education in particular is a constant process, which is aimed at increasing the efficiency of
teaching and receiving better learning outcomes. In terms of the digital age and technological
advancement that influenced the transformation of education and resulted in its digitalization
and gamification the use of digital technologies in education as well as digital skills
development became widely analyzed and discussed issue among researchers (Basilotta-
Gomez-Pablos, 2022; Rusudan & Semenist, 2021; Kuzminska et al., 2020; Morze & Buinytska,
2019). The increased interest in the introduction of AR technologies in education specifically
in the field of foreign languages teaching and learning is conditioned by several factors: the
advancement in the technological sphere that presupposes the use of innovative technologies in
teaching and the advantages of the use of aforementioned technologies offer. While
representing digital technologies AR became a powerful tool from all of the immersive
technologies group since it does not require special equipment and the price to introduce them
in education is comparatively low or even free to compare with virtual or mixed reality
technologies. Also, the creation of content is an important criterion that defines the accessibility
of AR to a large group of teachers. Finally, it is hard to overestimate the importance of AR in
terms of the immersive experience, authentic materials, and game modes it offers that had
already been proven to increase students’ engagement and foreign language skills development
(Hein, et al., 2021). Though the positive aspects of the implementation of AR technologies in a
foreign language are analyzed the complete educational potential that is empirically measured
provokes further research on the issue.
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Literature review. Researching the topic of the implementation of AR technologies in
foreign language teaching it is necessary to mention the official documents that support the
digitalization of education and the development of digital skills of pedagogues in Ukraine:
«European Framework for the Digital Competence of Educators» (DigCompEdu 2017),
«Digital agenda of Ukraine-2020», «UNESCO ICT competency framework for teachers»
(2011).

The representation of the digital competence of the pedagogue is developed by Morze
(Morze et al., 2019). The assessment of a modern academic teacher’s digital competence is
offered by Khoruzha (Khoruzha, et al., 2019). The different aspects of professional training of
pedagogues to the use of digital and specifically multimedia technologies were analyzed by
Kosharna (Kosharna & Petryk, 2022) and Petryk (2021).

The complex review of the research between 2000 and 2021 on digital competence
revealed the necessity to improve the assessment of teachers’ digital skills and thus focused on
digital competence as a major one that should be mastered nowadays in terms of the
implementation of digital technologies in education (Basilotta-Gomez-Pablos, 2022). The idea
is supported by Becirovi¢ et al. who reveal the perception of students of technology-based
English language learning (2021). The aspect of the integration of digital technologies in the
classroom among foreign language teachers dwelled upon Thu (2022). The use of digital
technologies in foreign language teaching is revealed in terms of different language aspects.
Thus, Zakian et al. focus on vocabulary acquisition via mobile devices application specifically
digital flashcard applications (2022), Saeedi & Biri investigate the effectiveness of using
sitcoms in teaching grammar (2016).

A systematic literature review of the studies of the use of immersive technologies in
foreign language learning and teaching was offered by Hein (Hein, et al., 2021). It included the
chosen research from 2001 to 2020 and identified the gaps for further investigations such as the
analysis of VR as a complete immersive intervention form. Karacan and Kemal analyzed the
literature on AR technology in language learning and teaching, offered activities enriched with
AR, and emphasized its affordances for language learning though mentioned uninvestigated
didactic potential that prevents its complete integration in the classroom (2021).

Despite the detailed review of the immersive and augmented and virtual reality
technologies the education potential of the AR software in foreign language teaching was not
fully researched, one of the Metaverse studio applications in particular.

Purpose of the article. To give a general overview of the educational potential of the
Metaverse Studio application as an innovative AR technology in foreign language teaching. To
demonstrate the ways of practical use of the experiences created in Metaverse Studio in the
classroom a series of activities is revealed to prove the efficacy of AR software due to its
multiple functionalities.

Research. To achieve the purpose of the article various theoretical methods were used
particularly the literature review and the analysis of the official documents devoted to digital
literacy were taken into account. Synthesis, generalization, and systematization for the
theoretical justification of the use of Metaverse Studio application in foreign language teaching
as an innovative technology were applied in the presented study.

Results of the research. The digitalization of education that occurs allows the
implementation of innovative tools and technologies in the sphere of foreign language teaching
in particular. Therefore, immersive technologies are being integrated into language teaching
more often. Due to the significant shift from face-to-face learning to distance learning in terms
of the pandemic, the use of information and communication (ICT) tools in foreign language
teaching also grows and new modes of teaching, as well as technologies, are introduced.

In general, immersive technologies are represented by two varieties of technologies
virtual reality (VR) and augmented reality (AR) which are also addressed as extended reality
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(XR). Compared with the VR experience the use of AR technologies in foreign language
teaching is more widespread due to the comparatively high affordability of the technology.
Since AR is the mix of real (physical) and digital information translated via technological
devices such as smartphones and not necessarily requiring the use of headsets such as in VR its
implementation in education is analyzed more.

The term “augmented reality” (AR) refers to the use of the contextual layer of information
created by the computer, which is added to the physical world to create an enhanced experience
(Panke, 2020). The learners interact with the offered experience in a real environment using
their fingers, hand, arm, or body to control or move the item.

The AR technology and Metaverse Studio application, in particular, represents the group
of innovative technology since its introduction in education and foreign language teaching
specifically is a rather new experience and the influence of its use is still researched by many
scholars today. Also, in terms of the meaning of the term “innovation,” the use of AR software
changes the learning experience by improving students learning outcomes and the whole
language learning in general due to the level of enhancement, interaction, and motivation.

The modern realities of distance and mixed learning, dealing with digital natives require
new approaches to teaching in general and foreign languages in particular, where the use of
digital technologies became inevitable. The advantages of the introduction of AR in foreign
language teaching have also been proved. The higher level of engagement and motivation
together with increased satisfaction, enthusiasm, and the new mode of interaction with people
and the environment it provides makes the process of learning and memorizing concepts more
efficient (Mozaffari & Hamidi, 2023). While three categories of AR technologies are defined
by scholars creation-based AR is the one that allows the teacher the most variety of options and
creative freedom (Karacan & Kemal, 2021). Metaverse Studio application represents this
category.

Metaverse Studio is a free application that allows teachers to create a unique AR
experience and share it in the classroom via links or the use of QR codes. While available both
on the App Store and Google Play the application interface makes it easy to use by students
themselves as well. It is worth mentioning that though it is still open to use and new experiences
creation they are not supported by the creators of the software anymore. This does not influence
the use of the application since all the necessary information though still could be found on the
official website and the Metaverse AR platform YouTube channel. Despite this fact, the
tutorials that exist reduce the necessity for any kind of support. To create the new experience
web-based version is necessary, while the use of smartphones for students to try the offered
teacher experience would be enough to be involved in AR.

The dashboard and interface of the Metaverse Studio application are simple and user-
friendly (Fig.1). The creation of experience (this is the way the project is called in the software)
reminds the creation of a timeline or storytelling where the order of the events (in the case of
Metaverse linking of the scenes) is the most crucial step of the whole process (Fig.2). There are
a lot of new options on the right-hand side of the page such as to add the new scene, to end the
experience and many others. The full tutorial video on how to create the AR experience to use
in foreign language teaching is shared on the YouTube channel (YouTube, 2022).
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Fig.1. The dashboard of the Metaverse Studio application
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Fig.2. The storyboard of the Metaverse Studio application (creation mode)

The versatility of the Metaverse Studio application allows one to use it for multiple
language skills development and a variety of functions. It could motivate, inform, and test the
specific grammar topic or vocabulary. Moreover, it could offer storytelling or game mode to
proceed. The limits of the users are only those of the individual creative educational scenarios.

Among the scenes offered by the software, there are a variety of types to choose from:
character, text input, request or give the item, webview, YouTube, photo or video portal, wall
and poll, 360 video, or photo scenes. All of them could be integrated to create the experience
to be used in the foreign language teaching and learning process. The additional blocks (save
to wall, save text, record vote, check text response, increment experience property by value,

43



DOI: 10.28925/2414-0325.2023.144 1SSN: 2414-0325. Open educational e-environment of modern University, Ne 14 (2023)

and many others) that are grouped according to the different scenes types such as walls, polls,
text, and many others allow to set up the functions that count points in game mode or check the
text in type-in mode and many others. The generalized methodical aspects that could be realized
with the AR creation-based tool (Metaverse Studio application) are presented in Table 1.

Table 1

The use of the Metaverse Studio application in foreign language teaching

Language aspect

Activity topic | description

Example (Activity QR code)

Phonetics

Fruits | The activity offers to
practice pronunciation of fruits
vocabulary (apple, pear, plum,

watermelon, grape), which is

followed by a YouTube song

Vocabulary

Animals | The activity offers a
test to check the understanding
of animal vocabulary with the
chosen option and the ability of
text input

Grammar

Prepositions of place | The
activity offers a test to check the
knowledge of prepositions of
place

Storytelling

Based on the story
Little Red Riding Hood | The
activity offers a story mode
where the choice influence on
the end of the story, which also
practices decision-making skills

Puzzle Game

No specific topic | The activity
offers an example of a puzzle
that needs to be sold to get to the
end of the game
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Trivia Game Parts of speech | The activity
offers an example of a trivia
game that is based on checking
knowledge on the topic of «Parts
of speech»

Introduction | Project | Media Wall | The activity offers
work an example of getting acquainted
with a new group of students
and reveals creating a media
wall for implementing a project
work.

Warm-up | Poll What is your favorite food | the
activity offers an example of
creating a poll based on the topic
«Food» that is also could be
used as a warm-up activity

The functional feature of the Metaverse Studio application allows teachers to use a variety
of media from the preset library as well as to add extra pictures, audio, or video. The possibility
to add audio is particularly important for language learning in terms of teaching or learning
pronunciation. The audio file could be downloaded both from the computer and immediately
recorded in the software itself. Except for particular English words or sentences, a variety of
kinds of music could be added to the scenes. In the same way, the pictures could be added to
the new experiences either from the library or computer, the option of giving or requesting an
item which is very common for puzzle games requires only the addition of the image to the
base rather than choosing from the library. The ability to link YouTube in the experience makes
it appealing to language teachers, who constantly use the media at their lessons since it saves
time and allows them to omit extra unnecessary information that could appear while opening
the link in the web browser. Also, it is a great way to share the video to be practiced by students
at any time or place by only scanning the QR code.

Except for media setup, the Metaverse Studio application allows one to switch between
AR and background mode which is useful in terms of creating trivia games, where the last one
is more comfortable and appropriate. The software also allows customizing the color of the
background as well as the color and shape of buttons. The ability to add a timer in the trivia
game mode is also unique and allows one to experience real competition during the lesson.

The Metaverse Studio application has a significant didactic and methodical potential
since it allows to incorporate the use of different technologies such as a game, interactive,
storytelling, multimedia, mobile and digital. Moreover, it could offer several modes such as an
explanation or narrative mode, in this case, scenes are connected linearly, and navigating
between scenes is made with the help of the «next» button for instance; competition, game, or
test mode that could have a more complicated sequencing and setup as similar to one presented
in Fig.3 that reveals the setup behind the Puzzle game design in the Metaverse Studio
application or Fig.4 that represents the setup behind Trivia Game design in the Metaverse
Studio application.
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The two unique features of the Metaverse Studio application that could be used in foreign
language teaching-learning are the creation of media walls and polls, which are popular in terms
of warm-up or different project activities. The software allows to set up and calculate of points
or checkup different word entries' spelling that could be useful in assessment as well as
gathering and posting different information on media walls such as quotes, comments, or even
selfies depending on the teacher’s aim, lesson topic and specific tasks offered to the students.

Fig. 4. The setup behind Trivia Game design in the Metaverse Studio application

The advantages of the use of the Metaverse Studio application in foreign language
teaching are its suitability to different learning styles (visual, audial, and kinesthetic), the higher
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level of engagement and motivation, interaction as well as the aforementioned applicability to
teaching different language aspects (phonetics, grammar, vocabulary, and others). The creation
of the specific augmented reality-based learning environment allows for enhanced teaching-
learning experience in a foreign language that is particularly suitable for digital natives students
and modern realities and requirements to education process that mostly occur in distance mode.

There is no similar software that could be compared with or used instead of the Metaverse
Studio application to create a similar experience since it is free and available both for 10S and
Android. The availability of tutorials and a user-friendly interface and design make the creation
process easy and enjoyable. The completed experience is further saved, published, and shared
via link or QR code, which is quick and comfortable. Except for the necessity to create own
experience the Metaverse Studio application contains a wide base of ready-made experiences
that could be already used by foreign language teachers in their classrooms.

Conclusions. The overview of the educational potential of the use of the Metaverse
Studio application in foreign language teaching as an innovative AR technology proves its
multiple functionalities as well as the rich didactic and methodic potential that is revealed within
its use in terms of different language aspects of training (phonetics, grammar, vocabulary) as
well as the possibility of gamification of the learning process by creation of trivia and puzzle
games. The versatility of the aforementioned AR software is provided by the variety of the
initial scenes and additional blocks to choose from for creating learning experiences and the
ability to support multiple creative educational scenarios and the possibility to integrate
multimedia technologies via creating a poll or media wall as well as the use of the audio and
video. To add a point, Metaverse Studio allows using a variety of modes: explanation or
narration, competition, game, or test making it a universal innovative AR tool in the modern
classroom. Due to its rich functionality, it could motivate, inform about a particular topic, test
the specific grammar or vocabulary or engage in storytelling, and finally provide the assessment
tool in the game or competition mode. The article statement considering the multifunctionality
and efficiency of the aforementioned software is supported by the developed exercises
demonstrating the potential of the Metaverse Studio application in foreign language teaching
that are accessed via QR-code and by the link to the methodologic video that demonstrate the
use of the software by the author of the article. The revealed use of the Metaverse Studio
application in foreign language teaching is not limited to that offered in the article and the other
ways to use the software are also possible.

Prospects for further research development. The offered research on the potential of
Metaverse Studio application use in foreign language teaching does not cover all of the aspects
of the topic. Thus, after revealing the different language aspects that could be taught with the
help of the Metaverse Studio application empirical research is necessary to test the future
teacher’s readiness to use the AR software in foreign language teaching and therefore define
the specifics of professional training to its use.
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3ACTOCYBAHHSI JOJATKY METAVERSE STUDIO SIK IHHOBALITAHOT
TEXHOJIOI'Ti JOMMOBHEHOI PEAJTIBHOCTI Y BUKJIAJIAHHI IHO3EMHHUX
MOB

Pyanik FOuis BikropiBHa

KaraunaT megaroriyHux HayK, CTaplIvii BUKJIanad kKadeapu iHO3eMHUX MOB 1 METOJVK 1X HABYAHHS
®DaKynbpTETy MEeNaroTriyHoi OCBITH
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Anotanis. CTaTTs NpUCBAYCHA aHAJI3y OCBITHHOTO MOTEHINAMy mporpamu Metaverse Studio sk
inHOBaIiiiHOT AR-TexHoorIi y BUKIamaHHi iHO3eMHUX MOB. JlociikeHHsT 0a3yeThCs Ha OTJISII
JiTepaTypu, CHHTE3l, y3araJbHEHHI Ta CUCTEMaTu3allii HasBHUX JOCII)KEHb Ta OCOOUCTOTrO
JIOCBi/ly BHUKOPHCTAaHHS O3HA4YECHOI'O IIPOrpaMHOro 3abe3mnedeHHs. [IpencraBieHe AOCIIiIKEHHS
JOBOJHUTH €(hEKTUBHICTh BIPOBAKCHHS TeXHONOTIT AR y BUKIaJaHHS IHO3EMHHX MOB 3aBASKH ii
VHIBepCAILHOCTI, 3ariIHOJICHOCTI Ta 3alydCHOCTi, MOTHBAIII Ta KpalluM pe3ylbTaTaM HaBUaAHHS,
AKi BOHa 3a0e3neuye. byio noBeneHo Ta BUABIEHO, 1o nporpaMa Metaverse Studio 3acTocoBHa 10
pI3HUX MOBHHX AaCIeKTiB, TaKMX SK (OHETHKA, TpaMaTHKa Ta JEKCHKA. 3aBISKH OaraTiit
PI3HOMAaHITHOCTI CIIEH, NMPEACTaBICHUX BHUIE3TaJaHUM IPOrPaMHUM 3a0€3[EUeHHSIM TOTOBHEHO]
peanbHOCTI, HOTO TaK0XX MO>KHA BUKOPHCTOBYBATH SIK IHCTPYMEHT VISl CTOPITENIHTY, TOIOBOJIOMOK
1 IpiOHUIIb, @ TAKOXK SIK CITOCI0 €peKTUBHOTO MOYATKY YPOKY a00 SIK Bi3yaJbHOT'O €JIeMEHTa POOOTH
HaJl MPOEKTOM 3a JOIOMOIOI0 CTBOPEHHS Meaia-cTiHM. KpiM TOro, BHKOpUCTaHHS J0JaTKa
Metaverse Studio nponoHye GyHKIIT OMUTYBaHHS, SKi MOXYTb CIIy>KUTH JUIi PO3MHUHKU Ha Oy/ib-
SKOMY YPOIll YH y KOHTEKCTi Oy/b-sk0i TeMH abo CcriocoOOM OTPUMAaHHS LIBHKOTO 3BOPOTHOTO
3B’S13Ky YW SIK IHCTPYMEHT miisi peduiekcii. MeToiMuHi acrekTH Ta Ba)JIMBICTh CEKBEHYBaHHS B
YMOBaxX BUKOPHCTAHHS IPOIPaMHOro 3a0e3MeUeHHs] BUCBITIICHO Ta MPEJICTABICHO y BiICOPONIUKY,
po3mimenoMy Ha YouTube-kanam aBtopa. Cremudika pexuMy iHpopMariitHoi maHem
MPOTPAaMHOTO 3a0e3ICUCHHs, PeKHUMY PO3KaJpyBaHHS Ta HAIAIITYBAHHS, L0 JISKAaTh B OCHOBI
CTBOPCHHSI KOHTECHTY, Bi3yalli30BaHO Ta MOSICHEHO B cTaTTi. [locmmanas Ha odimidHUI BeO-calT i
mratpopmy Metaverse AR YouTube Takox HamalOThCS, OCKUIBKH MiITPUMKA IPOTPAMHOTO
3abe3reueHHs Olblle He JOCTYMHA. Y JOCIHIPKCHHI HAroJIONIEHO Ta apryMEHTOBAaHO IepeBaru
BUKOPHCTAaHHs IporpamMHOro 3abesmedeHHss AR y BUKIIafaHHI iHO3€MHHX MOB SIK IHHOBaliiHOT
texHouorii AR Ta nporpamu Metaverse Studio 30kpema.

Kawuosi ciaoBa: 1mudpoBa rpaMOTHICTh, HaBYAHHS 1HO3EMHOI MOBH; IHHOBAIIWHI TEXHOJIOTII,
texHojorist AR, nogarok Metaverse Studio
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