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INTRODUCTION & AIM METHOD

CONCLUSION

FUTURE WORK / REFERENCES

❖ The ongoing digital transformation within the construction 

and built environment sector necessitates that higher 

education institutions implement innovative pedagogical 

strategies.

❖ Metaverse technologies provide immersive, interactive, 

and experiential learning environments that have the 

potential to improve student engagement and digital 

competence.

❖ Although interest in metaverse applications is increasing, 

there is limited empirical evidence concerning the 

effectiveness of educator training programmes intended 

to facilitate their adoption in built environment education.

❖ This study aims to evaluate the effectiveness of an 

educator training workshop focused on the use of the 

EON-XR metaverse platform, employing the four levels of 

the Kirkpatrick Evaluation Model.

❖ The SMART evaluation statement for the study follows:

Specific: The workshop aimed to train participants (built 

environment educators) in the use of metaverse (EON-XR) 

applications for teaching first-year modules.

Measurable: The workshop was evaluated using the 

following metrics: the number of participants who completed 

the workshop, the participants’ satisfaction with the 

workshop content, and the participants’ ability to apply the 

skills learned in the workshop to the modules they teach.

Attainable: The workshop was designed to be accessible to 

participants with a variety of skills (subject specialisation) 

and experience levels (qualification and years of teaching 

experience) in the built environment.

Relevant: aligns with the institutional and industry clamour 

for construction digitalisation.

Time-related: The workshop was held over three months.

RESULTS & DISCUSSION

✓ Measure student learning outcomes arising from metaverse-
enabled teaching, expand training programmes across additional 
built environment disciplines, and investigate hindrances to long-
term adoption.
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❑ Educators responded positively to metaverse-based 
training.

❑ Training enhanced knowledge, confidence, and digital 
teaching competence.

❑ Participants demonstrated strong intentions to adopt 
metaverse applications in their teaching.

❑ Metaverse integration is perceived to improve student 
engagement and support digital transformation within 
built environment education.
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