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Problems encountered i everyday life often cannot be resolved by knowledge from
individual fields alone, and relying solely on traditional classroom teaching methods
may not yield the most ideal learning outcomes. In such cases, the emphasis on practi-

cal operations and problem-solving skills through STEAM education, along with the



application of new digital technologies, becomes particularly important. The integra-
tion of the educational metaverse with STEAM applications should effectively meet

the needs of contemporary education.

From the perspective of STEAM education, the problems encountered in life are
closely related to the learning process. Science provides methods for solving everyday
problems, while art enhances our quality of life and emotional depth. Implementing
STEAM education in a virtual world not only frees up the learning environment and
breaks the limitations of physical space but also overcomes the difficulties associated
with preparing actual teaching materials and conducting scientific experiments. This
method of teaching helps create a comprehensive learning atmosphere. Through the
educational metaverse, a shared learning platform, we can unlock infinite educational
possibilities, making learning truly endless and fully leveraging the potential of the

educational metaverse.

By integrating science and art within STEAM, students can reflect on and envision the
future societal structure, change their learning methods, and transform ideas and
theories into practical actions. In the post-COVID era, how we address structural
changes in learning and teaching methods, overcome past challenges in STEAM
education, and harness its advantages has become an urgent issue to face and research.
This study compiles and assesses the issues experienced by users of virtual reality and
the educational metaverse platforms during the teaching process and discusses the

integration of the educational metaverse with STEAM applications.



