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Abstract

The year 2022 has been called the year of “education meta-universe”, promoting human education
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to migrate to the new digital world. As a prototype of the meta-universe, there is a natural correla-
tion between games and learning. Higher education is riding on the meta-universe, with games as
its carrier. The underlying technology unifies the new environment of immersive learning, the poli-
cy support accelerates the layout and development, gives play to the infinite possibilities of me-
ta-universe + gamified learning, and builds a new picture of virtual-reality integration to let the
game return to the essence of education, and truly realize teaching for fun.
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Figure 1. Artificial intelligence (Al+) industry size forecast, 2019~2025
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Figure 2. Daily active users (DAU) of Roblox games worldwide, Q1 2019~Q2 2022
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