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Abstract: The study assesses research focuses on the implications in virtual learning for management students and 

collaboration of metaverse into management education for inculcating creative ingenuity and innovation in management 

schools including qualitative assessment methods using cases, a literature-based review and few articles based on creative 

innovation application in management schools. Metaverse applications significantly improves the student's learning 

experience including critical thinking, with problem-solving approach, team collaboration, class engagement, and rational 

decision-making. The advantages and barriers related with the metaverse are addressed whereas valuable insights were 

assessed on metaverse applications for educators, learners and institutions. The research focuses on the mantle of metaverse 

in management education and aims at identifying the gaps, current knowledge implications, and practical applications for 

enhancing the learning experience.  
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1.Overview 

Metaverse ubiquitously has emerged as a revolutionary force poised to revolutionize numerous aspects of human existence. 

Metaverse technology offers a great deal of potential, allowing teachers and students to explore innovative approaches to 

instruction and knowledge acquisition. Traditional business education has traditionally relied on lectures, textbooks, and 

case studies. These approaches are beneficial, they occasionally lack the immersive and experiencing elements required to 

pique students' interest.  

The research aims to delve into metaverse contextually delving into consequences on management education, accentuating 

opportunities and issues it presents. Current applications and prospects, specific valuable insights for effectual intersection 

of metaverse and business education, paves for paradigm shift in pedagogical-based approaches.  

 

Figure 1. Metaverse pedagogy 
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2. Metaverse 

Metaverse imbibes elements of physical -virtual worlds encompassing virtual reality, with augmented reality and online 

platforms, offering a multi-dimensional and interconnected network of experiences. Users can socialize, conduct business, 

attend events, explore landscapes, and create content within this dynamic environment. As a concept, it aims to transcend 

traditional online limitations, providing seamless immersion and connectivity.  

Initially conceived in science fiction, it has become increasingly feasible with advancements in technology, such as virtual 

and augmented reality, and the growing demand for immersive digital experiences. The development of metaverse is 

moulded by the multitudinous connectivity of devices, heightening power of computational competence, and the demand 

for more immersive, riveting and interactive digital experiences. 

3.Ramifications and implications - Management Education 

Despite obstacles, meta-technology can be enhanced to support ethical decision-making simulations, allowing participants 

to navigate through situations with ethical challenges in a realistic and engaging environment. This approach provides a 

secure yet genuine space for practicing decision-making, with immediate feedback on the ethical consequences of their 

actions.  

4. Scrutinizing revolutionary capability of Metaverse for Management Education 

4.1.MOOCS 

Course academies like Coursera, Lynda, edX etc originated platforms providing online courses a learning pedagogy for the 

management students, educators, trainers and institutions as a whole. The MOOCS has been altogether the new content 

delivery platform.  

4.2 Business Simulations- Metaverse 

Learners adroitly role-play in securely authentic setting. Participating in these captivating tasks helps students analytical 

skills ability to solve problems presented by a virtual business setting. 

4.3. Virtual Networking and Collaboration 

Through the validation of virtual connections and immersive experiences, the metaverse is reevaluating networking-based 

collaboration for business education. Through it, students can overcome geographical constraints and engage with peers, 

professionals, and experts anywhere in the world. Students can communicate in real time, brainstorm, and share ideas 

through virtual conferences, workshops, and projects. Using collective intelligence to address challenging corporate 

problems, not only develops creativity and cross-cultural understanding but also strengthens group problem-solving and 

broadens professional networks. 

In a lively and welcoming virtual setting, these cultivate tools to facilitate smooth collaboration, improving teamwork, 

communication, and negotiation abilities.  

 

4.4. Metaverse, Start-Ups and Pitching-presenting Competitions 

Start-up incubators- pitch competitions play a crucial role in nurturing and advancing new businesses. Virtual pitch 

competitions environments give aspiring entrepreneurs participation to delve into the entrepreneurial process, covering 

everything from idea development to market analysis and business planning.  

4.5. Online Marketplaces 

Meta technology online marketplaces are evocative digital platforms where learners delve in experiment models test 

marketing campaigns real-time. This provides secure environment for students to reprise and refine their entrepreneurial 

ideas, encouraging them to think creatively and explore new business approaches. Through participation in these virtual 

marketplaces, business students acquire valuable practical experience and develop the creative thinking and problem-

solving skills essential for thriving in the rapidly changing digital business landscape. 
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4.6. Case Studies as a Pedagogy 

Metaverse, learners innovative approach allows students to analyze, based on ever-changing conditions and market 

dynamics, offering them a deeper understanding of the complexities and uncertainties in today's business world.  

4.7. Sectors-specialized Simulations 

Simulations within metaverse imbibe an immersive - interactive environment where integrates practicality. Participating 

learners in virtually created simulations actively engage in Sector-specific meta simulations imbibe ingenuity in 

management learners.    

4.8. Activity-based Pedagogy 

Using role-playing exercises in metaverse enhances creativity with first-hand involvement of the learner in situations based 

on varied probable futuristic scenarios.  

 

4.9. Virtual Internships 

Virtual internships immersive experience deepening students connect theory with practice, while nurturing their creativity 

and fostering an entrepreneurial mindset. 

4.10. Virtual Mentorship Programs 

Virtual mentorship on varying perspectives for innovative thinking, with practical industry knowledge, enables learners to 

think creatively, adapt to change, futuristic mindset.  

4.11 Innovation  

Entrepreneurship development-based ideation prototype- development, and iterative design processes are digital 

environments, which are encouraging and immersive, students can freely investigate new ideas, question preconceived 

notions, and use technology to solve complex business problems.  

4.12. Virtual Industrial Visits 

Metaverse provides an engaging and dynamic platform that allows students to take virtual tours of well-known businesses, 

sectors, and trade shows. Learners can explore a variety of business environments, watch operational procedures, and 

engage with virtual versions of actual businesses through meta-technology-based virtual tours, which can be a profoundly 

transformative experience. This creative inventive method infuses business education with a fresh degree of inventiveness, 

allowing students to experience a range of industries directly, identify new trends, and examine the tactics used by 

prosperous businesses..  

4.13. Ethics in Metaverse  

Ethical decision-making scenarios -this virtual platform allows business students to imbue simulations that pose complex 

ethical dilemmas, challenging them to navigate circuitous business situations, balance morality considerations, make well-

informed choices in line with ethical principles. Integrating ethicality in possible scenarios metaverse-based business 

education helps educators nurture ethically conscious professionals equipped to reconcile unthought-of challenges. 

Instructors and learners concerns include responsible accountable technology use and privacy scrutiny  
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4.14. Cosmopolitan Business Simulations 

Educators imbibe cultural fluency needed to thrive in the global  business arena. Additionally, metaverse offers a risk-free 

space for students to try multiple virtual approaches.  

4.15. Data Analysis and Visualization 

In management, data analytical - visualization are essential for learners to conjecture strategic outcomes. Integrating 

metaverse introduces an innovative dimension, virtual- datasets, utilize advanced integrated visualization tools to enhances 

students ‘learner –experience’.  

4.16. Consistent Learning  

The metaverse creates an immersive digital circumstance where learners can participate in a variety of virtual resources, 

enabling industry-based advancement of required competence- virtual app-created classrooms, collective webinars with 

interactive technology modules. Furthermore, the educational journey can be tailored to their specified interests and goals. 

Flexibility and specific customization increase engagement, with experience, empowering learners professional 

development. 

5. Case Studies for Assessing Metaverse  

 

5.1: Reverse Innovation using VGIX and VR Technology: Pilot Study at Tuck School of Business 

 

Pilot study at Tuck School of Business centered on transformative ability of Virtual Reality (VR) technology. 2021- 

Pandemic had imposed stringent global travel restriction. So a pilot study through an elective half course was conducted 

using 360VR and 2D cameras withVirtual Global Insight Expedition metaverse technology.  MBA students in the second 

year at Tuck studying “Reverse innovation” were allotted the task of studying the wellness and health related issues that 

Indian families from the lower income economic group faced in the state of Tamil Nadu faced. 

 

VGIX technology was contextualized to demonstrate MBA learners reverse innovation. The videos created were of four 

Indian families at the base of economic pyramid including a- social worker, fisherman, farmer and construction worker. 

The VR videos followed a pattern tracking the life of a fisherman’s family from Tamil Nadu and included aspects of life in 

the village was shown first to the students- including the the aspect of spirituality. VR videos of workplaces and homes 

provided an informative context on the cultural and economic life of the subjects. Further insight was given by Zoom 

interaction with the students and the subjects. 

 

Professor Vijay Govindarajan focused on six parameters for the pilot –learning the concept through discussions in a physical 

classroom, meeting entrepreneurs of Reverse innovation, follow subjects wellness through questions on Zoom, assess 

unmet needs for personal health that companies can find solutions to and finally present the issues to venture capitalists in 

India who could find innovative solutions. 

 

The 30 MBA students found the experience transformative, especially in situations where in person visits and meetings 

were not possible. The VR technology is cost and time effective costing a fraction of what actual on site field visits would. 

However, replacing in person experience is unfeasible and only seeks to provide alternatives to learning. In situations where 

in person visits can be intrusive VR videos are a viable alternative.  

 

Incremental value exists in expanding classroom experiences with meta-technology. With VR360 film usage the learner 

was able to experience context and sub contexts better. Sitting in front of their computers and other devices a learner could 

have visceral experiences across continents that would be very tough to replicate in an analog world. Avatars facilitate 

interaction and optimize interaction. 
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“Observer’s Effect “which can behaviorally impact actual; behavior is eliminated in the meta realm, hence, accuracy in 

information gathering is concise. Repetitive viewing is also possible using the technology which is not possible for in person 

field visits.  

 

5.2: MBA in UPES- A Private university in Dehradun, Uttarakhand 

 

Global companies operating amongst business- technology realm have shifted focus to Metaverse technology development 

since past few years. Management pedagogy in B-schools have adapted courses and electives to prepare MBA students for 

the job roles in Metaverse domain. With Metaverse application spread across service, consulting and manufacturing job 

roles are expected to be in ecommerce and retail, gaming, advertising, telecommunications and numerous other sectors. 

India’s UPES private university pioneered the curriculum on MBA in Metaverse - Web 3.0. with curriculum amalgamating 

meta technology with Edge computing. The job roles are in demand not only from large and mid-size corporations but also 

from startups. Many universities have introduced Metaverse certifications or electives in their curriculum to make MBA 

students market ready.  

 

5.3: Metaverse: Post -pandemic 

 

Metaverse has ushered in several changes in education- with learning being focused on instructor centricity post-pandemic. 

Software platforms have enabled live online sessions, sharing of content and with application of AR and VR learning has 

become borderless global experience. Upskilling and personalization have become key drivers in the space. Metaverse has 

ameliorated geographical distance.  

 

Metaverse Dimensions 

 

 

Source: https://www.ncbi.nlm.nih.gov/pmc/articles/PMC10280453/ 

 

4 -dimensions of Metaverse have now converged forming interlinkages and interwoven metaverse - accessed by academic 

institutions for learner centric applications and businesses. Research by Gocen (2022) determines learning is immersive in 

3D with limits of learning online such as burnout and distraction are removed in the Metaverse experience. Avatars (virtual 

profiles) created for students transform educational information and interaction into “Metaversal teaching”. Learner’s 

characteristics such as race and gender remain behind the virtual avatars that are created and will remove barriers and 

https://www.ncbi.nlm.nih.gov/pmc/articles/PMC10280453/
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disparity in education. 

 

However, this also creates issue as the true identity of a learner may remain hidden to instructor and the peers. This can 

lead to identity confusion and issues in virtual perception. Simulation based technology where reality and virtually created 

worlds coexist are normal for generations who have grown up with digitization and are inherently well versed with 

metaverse experiences. Gen Zers and Yers have online profiles -avatars in the virtual environment for social -professional 

interconnection. The second generation meta verse technology has only extended the virtual presence to education and 

professional contexts. AR and MR tools are especially innovative as physical aspects are added to an existing virtual 

environment for a visual experience. 3D virtual worlds are most sought simulating experiences and applications. Mirror 

world’s virtual mapping have academic and business applications viz Google earth. Such mirror worlds can transcend 

physical dimensions and limitations.   

 

8. Work Extension 

 After studying the cases of metaverse applications in Management Education, the researcher aim to further extend the 

research by focusing on the following applications of metaverse: 

a. Roblox: It is a gaming application, but it can potentially be utilized in the educational field to enrich the curriculum with 

3D adventures for a game-based learning approach. 

b. Universe: This platform is similar to Zoom and google classroom, with advanced features where the teachers and students 

can interact virtually in different avatars. 

c. Spatial: The Spatial teacher-student connection in virtual environment is possible by creating their own space, and 

uploading 3D models and media for learning. VR devices can be utilized to enhance the experience. 

The researcher will focus on the implications of the above applications in teaching pedagogy including cost-effectiveness. 

 

8. Conclusion 

Amalgamating metaverse for business-education undoubtedly will enhance experiential learning, skills upgradation and 

practical understanding of the business in management education giving the wider scope of learning. Few institutes have 

adopted and sooner it will be applicable in all management institutes. Additionally, when metaverse evolves, there's scope 

in exploration and research into its potential in business education.  
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