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Abstract. The education metaverse will place new demands on teachers. How 
teachers will reshape their roles in order to proactively meet the educational 
metaverse has become a key proposition that needs to be addressed when looking 
into the future of teacher development. Based on social role theory, this article 
explored the intra-role, inter-role and extra-role conflicts arising from teachers' 
orientation towards students, resources and technology respectively, and analyses 
the scope of teachers' role reinvention in the education metaverse: from teaching 
and solving problems to being an emotional and nurturing facilitator, from being 
a provider of knowledge resources to being a designer of knowledge scenarios, 
and from being a user of technology to being a collaborator of multiple technol- 
ogies. The study found that only by adhering to the nurturing role of education 
and exploring its irreplaceability can teachers continue to be self-liberating while 
maintaining the dynamics of education.  

Keywords: education metaverse; social role theory; teacher role; role reinven- 
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1 Introsuction 

The education metaverse creates digital identities for teachers, students and administra-
tors, allowing them to develop formal and informal teaching and learning spaces and 
interact in a virtual world1. It has the potential to change the current shape of education 
and teaching. However, regardless of the form of education and teaching, the teacher is 
the most crucial factor in achieving the desired results2. The teacher is the most critical 
factor in achieving the desired outcomes. 

With the advancement of information technology and digitalisation, the environment 
in which teachers teach is changing dramatically, and the role of teachers is also chang- 
ing. There are studies that suggest what challenges teachers will face in the education 
metaverse and how they will respond to them3. However, there has been no theoretical 
analysis of why and how teachers' roles will change in the context of the education 
metaverse. In view of this, an analysis of the crises teachers will face in the future ed- 
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ucation metaverse from the perspective of their roles will help teachers to clarify their 
roles and respond to the demands of the times. 

2 From teaching and solving problems to emotional nurturing 
ferryman 

2.1 Learner-oriented: intra-role conflict 

There are two main types of intra-role conflict: the conflict between the individual's 
perception of the ideal role and the actual role behaviour, and the conflict between the 
old and the new role when the individual changes roles4 . Since ancient times, teachers 
have played the role of 'preaching, teaching and solving problems'. However, with the 
industrial revolution, the scale of education and the use of technology has degraded the 
role of teachers as 'preachers' and reduced them to the role of single-minded teachers. 

The education metaverse frees teachers from basic, repetitive activities and uses vir- 
tual avatars to answer questions and solve problems for learners or to "teach in dis- 
guise"5. The metaverse of education frees teachers from basic, repetitive activities. 
Thus, teachers who continue to value themselves as merely teaching and solving prob- 
lems will be in conflict with their actual role in it. 

The advent of the education metaverse may reduce the load of teachers, but one of 
their jobs does not disappear, namely the role of the teacher as a preacher. 

2.2 The objective value of moving from being a teacher to an emotionally 
nurturing ferryman  

As an emotional nurturing ferryman to give teaching nurturing sentiment. 
In the education metaverse, the role of the teacher in delivering repetitive lessons 

will be partially 'offloaded' to the virtual teacher. Real teachers may become overly 
reliant on virtual teachers, which will dilute the teacher's pedagogical ethos5 . 

The complex and dynamic nature of the students who are the subject of education 
dictates that the process of delivering education is highly variable. That cannot be 
achieved through pre-defined virtual teachers such as intelligent technology. The edu- 
cation metaverse allows teachers and students to interact physically through wearable 
devices, communicating and interacting with each other as if they were in the real world 
with the addition of 1:1 oriented replica objects. Their facial expressions and behav- 
ioural movements are mapped onto their virtual bodies. Teachers gain insight into stu- 
dents' inner feelings based on their facial expressions and voice intonation, guiding their 
psychologically healthy growth with empathy that avatars do not possess.  

Avoiding the alienation of personality and the dissolution of real human relation- 
ships by indulging in virtual worlds. 

With access to multiple sensory stimuli, real identities and real interactions be- tween 
people will be permeated by the virtual, creating a crisis of personality alienation and 
the dissolution of real human relationships, which will pose a huge challenge to 
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students' worldview and outlook on life. Students are free to edit virtual images or av-
atars, and the anonymity and virtual nature will create barriers to self-identity for learn-
ers. Inevitably, students are confused between virtual and real interactions when faced 
with multidimensional interactions. This is especially true when students are addicted 
to virtual interactions for long periods of time in order to escape from reality, which 
can lead to virtual social vulnerability. Therefore, teachers need to guide students to 
manage the relationship between the virtual and the real so that they do not become 
addicted to the virtual and are unable to cope with the demands of the real world. 

2.3 The way to move from being a teacher to being a ferryman of emotional 
education 

Facing role expectations and adhering to the fundamental task of establishing 
moral education. 

Role expectations are the expectations of individuals or society that individuals 
should take responsibility. The requirements of society for students determine what role 
society expects teachers to assume. 

In this new education environment, teachers need to clarify the relationship be- 
tween education and the Metaverse, always uphold the sentiment of "teaching and ed-
ucating". Firstly, teachers should gain a deeper understanding of the functions and val-
ues of the education metaverse, which itself can be used as a new teaching field to 
compensate for the shortcomings of real education. Secondly, in a field where emo- 
tional education is easily absent, teachers and students should form a close emotional 
community. When teachers and students form an emotional community based on shared 
values and deep interaction, teachers can genuinely feel the inner needs of students, and 
students will become more emotionally dependent on teachers. 

Change the concept of role and carry out a vivid and dynamic teaching design. 
Faced with the expectation of a moral role, teachers need to change their traditional roles 

and use their extensive experience and theoretical knowledge to explore the path of 
'preaching' in order to facilitate a smooth transition. 

It is precisely the education metaverse that supports teachers and students to in- clude 
the body in teaching and learning contexts and to stimulate embodied cognition in stu-
dents. On top of this, teachers need to carefully design the bridge between the virtual 
and the real, otherwise blended learning will degenerate into a copy of the tra- ditional 
classroom, just as it did during the epidemic. However, teachers should selec- tively 
design the ratio of virtual to real teaching content according to the content, the time and 
space in which students live, and the students' grasp of virtual and reality. Design think-
ing is an important literacy in the process of professional development of teachers in the 
age of intelligenc6. 
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3 Moving from knowledge resource provider to knowledge 
scenario designer 

3.1 Resource-oriented: inter-role conflict 

Inter-role conflict refers to the conflict that occurs between the different roles that indi-
viduals take on. The availability and quality of resources has a significant impact on 
the quality of teaching and learning, which is assured when learners have high quality 
teaching and learning resources7. The virtual and real knowledge resources distributed 
in the education metaverse require teachers to design a blend of the two, making it a 
challenge for teachers to take on the role of combining virtual and real resources as 
opposed to the single real resources provided by traditional education or virtual re- 
sources in virtual reality. 

On the other hand, the dimensionality of educational resources in the education 
metaverse has been expanded to three dimensions. In addition to two-dimensional text 
and video, there are also three-dimensional virtual resources in the form of scenes and 
three-dimensional scenarios, i.e. scenarios of knowledge resources. Teachers will there- fore 
gradually move from being providers of knowledge resources to being designers of 
knowledge scenarios. When teachers are responsible for both the output of high qual- ity 
knowledge resources and the design of knowledge scenarios, there may be a conflict of 
roles due to the lack of time for both. 

3.2 A logical progression from knowledge resource provider to knowledge 
scenario designer 

The decentralised nature of knowledge resources. 
In the education metaverse, not only can knowledge resources flow smoothly, but 

even knowledge resources generated in the virtual and real world can be connected to 
each other. With the Learning Data Cloud, the Learning Resources Cloud and the 
Learning Services Cloud, data can be seamlessly transformed and connected from top 
to bottom8. The teacher's role as a provider of knowledge resources will gradually di-
minish and become an exporter of quality knowledge resources, so that learners who 
are not in the same space and time can access knowledge resources for knowledge pro 
cessing and construction. 

Knowledge-like scenarios. 
The education metaverse uses computer graphics technology to restore the reality of 

teaching and learning to the virtual world in a highly consistent manner or to present 
students with scenarios across time and space. Knowledge patterns are transformed 
from flat and three-dimensional to scenarios that enrich students' access to different 
representations of knowledge. With expanded reality, students use avatars to gain au-
thentic learning experiences whether in virtual or realistic scenarios, and the multichan-
nel encoding of visual, auditory and tactile information helps learners to internalise the 
acquired information. Thus, when teachers are faced with new representations of 
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knowledge, they need to design scenario-based knowledge resources without com-
pletely abandoning traditional ways of presenting knowledge. 

3.3 The path from knowledge resource provider to knowledge scenario 
designer 

avoiding character disorientation and digging into content suitable for knowledge 
scenarios. 

Teachers are faced with an education metaverse that includes both virtual learning 
resources, physical resources and digital resources, which can be a 'sea of resources' for 
teachers with limited time and energy to navigate9. They are required to sift through the 
vast amount of resources to find quality knowledge resources, taking into account the 
cognitive characteristics and needs of students, and to design knowledge content that is 
appropriate to the context. For the education metaverse, scenario-based knowledge can 
be classified as the middle level of the Dyer's Tower of Experience , while scenario-
based knowledge resources can be manipulated, interacted with and given feedback by 
students, thus gaining the experience of 'doing'. 

The other scenario-based element is the linking of lived, meaningful knowledge sce-
narios from students' existing experiences, through which the learning content is 
bridged to the students' context, allowing them to discover the tacit knowledge of their 
culture and the outside world in a lived scenario. The teacher's role is to tap into the 
knowledge in the lived scenarios that can be connected to the students and de- signed 
for scenarios. 

alleviate role overload and develop a shared concept of teacher and student co- 
creation. 

Role overload is a paradoxical situation that occurs when expected of a role than the 
role can handle, and there is not enough time and energy to balance tasks10. .In an edu-
cation metaverse where knowledge is being updated and iterated at an accelerated rate, 
it is a burden for teachers to take on the screening of knowledge resources and the design 
of knowledge scenario-based content. The virtual learning resources and learning envi-
ronments in the metaverse are not fixed and can be modified and remodelled by the 
learners11. 

Firstly, teachers should become the 'knowledge media' of students in the education 
metaverse, acting as a channel and intermediary for the transmission and acquisition of 
knowledge12 . Students can also create and adapt existing knowledge resources to gen-
erate new ones. The increased participation of students will motivate them to become 
producers of knowledge and foster their creativity. 

Secondly, teachers and students can form a community of co-creation and co- learn-
ing in the process of designing knowledge scenarios together. Students could de- sign 
life-like knowledge scenarios based on their context. By combining the two, not only 
can the knowledge content be linked to life, but they can also learn and collaborate to-
gether to achieve teaching and learning. 
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4 Moving from technology user to multiple technology 
collaborator 

4.1 Technology-oriented: extra-role conflicts 

Extra-role conflict is a conflict that occurs between two or more role-players and takes 
the form, among other things, of a lack of common understanding of a particular role by 
occupants of different role positions4 .In the education metaverse, forming real teachers, 
avatar teachers, virtual teachers, etc. serving one student, i.e. a many-to-one concentra-
tion. 

However, virtual teachers, robots and intelligent learning companions will take their 
place in the education metaverse, creating a sense of role squeeze for teachers. The 
teacher's original role of teaching and learning and providing knowledge re- sources 
will be partially transferred to the technology, and the roles played by the teacher and 
the technology will not be aligned or the division of labour in the whole process of 
teaching will be inappropriate or blurred, resulting in extra-role conflict be- tween the 
teacher and the intelligent technology, leading to role confusion for the teacher. 

4.2 The trend of the times from technology users to multiple technology 
collaborators 

From technology use to human-machine collaboration. 
The advent of the artificial intelligence era has overturned the perception of technol- 

ogy as a mere tool for teachers, forcing them to move from being users of technology 
to a collaborative human-machine approach. Teachers, however, are often between the 
extremes of still using AI as a tool and giving up the main body of teaching to AI, 
unable to carry out reasonable human-computer collaboration. For one thing, educa- 
tional subjects, forms, systems, services and governance are all undergoing the reshap- 
ing effects of AI to varying degrees13 .While teachers' attitude towards AI is still at the 
stage of technology users, and human-computer collaboration is at a weak intelligence. 
Secondly, teachers have completely 'ceded' the role of education to AI. With the support 
of AI, the role of the teacher in technology-oriented education must still be clarified, so 
that human-computer collaboration can move towards a strong intelligence. 

From human-machine collaboration to multi-technology collaboration. 
Teachers in the education metaverse will additionally collaborate with humanoid 

technologies such as their avatars, students' avatars, as well as humanoid technologies 
such as brain-computer interface technologies and interaction technologies. The role of 
the teacher will move from human-machine collaboration to a role of collaboration with 
multiple technologies. 

The education metaverse allows teachers and students to create their avatars, ei- ther 
using a 1:1 image of the avatar generated by digital twin and rendering technol- ogy, or 
freely creating and editing the avatar. The greatest advantage of using avatars is that 
teachers and students can learn out of time and space, and the addition of sen- sory 
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technology and whole-body interaction allows teachers and students to synchro- nise 
their teaching and learning with that of the real world in terms of sight, sound, touch 
and smell. With the use of avatars, the teacher's avatar can stealthily observe group 
activities to keep abreast of learning progress and difficulties, or open up a sep- arate 
virtual seminar room to interact with learners on a one-to-one basis to answer questions 
and solve problems14 . 

Enhanced role-playing and increased coordination between the real body and the 
incarnation. 

Role-playing refers to the behaviour of people according to their particular position 
and situation. Education metaverse provides a field in which they can role-play. With 
the stronger the role-playing ability the less time and effort required and the less role 
conflict generated, and the greater the opposite15. The education metaverse can simulate 
real-life teaching and learning scenarios, and teachers can use their avatars to teach their 
students' avatars in simulated educational sessions in virtual scenarios, exercising their 
ability to respond to teaching and developing their own teaching resourcefulness. 

When teachers have limited time and energy, they may allow the avatars to take over 
the tasks they have set for themselves. The tracking of student progress, collection of 
assessment data, etc. can be replaced by an avatar. The relationship formed between the 
incarnation and the student is not the same as the teacher-student relationship formed 
between the teacher's real body and the student. The incarnation is ultimately tech-
nologically generated, which is embedded in the teacher-student interaction can only 
be subordinated to the teacher-student relationship, and cannot be 'reversed' 16. Teachers 
need to define the distribution of tasks between the real and the avatar in their role-play-
ing attempts, and to enhance the coordination between the real and the avatar. 

Training role skills to enhance synergy between teachers and non-humanoid tech- 
nology. 

Role skills, which are the sum of personality traits s for a person to practice their 
role17 . Both the digital and information revolutions are transforming all sectors, and 
the education sector is probably the last to be transformed. The reason is that teachers 
are not yet equipped to collaborate with the products of educational technology. 

Firstly, teachers need to perceive technology in a fundamentally rational way, not 
from the perspective of 'technological determinism' or 'technological uselessness', but 
from the practical perspective of education itself, ensuring that the subject and object 
are not reversed. The key to mitigating role conflict for teachers themselves is subjec- 
tive effort18. Teachers should have a subjective inclination to engage in human-com-
puter collaboration, to actively integrate technology into the whole of education, and to 
develop holistic values and literacies of human-computer collaboration. 

Secondly, teachers need to receive professional skills training to improve their 
knowledge and proficiency in using the underlying technologies. Before the education 
Metaverse has arrived, they should exercise their practical skills. Virtual reality teach-
ing can be used as a prototype of the education Metaverse. Teachers can first explore 
how to create virtual scenarios and design teaching strategies for virtual reality in order 
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to prepare for the design of educational scenarios that integrate reality and reality in the 
education Metaverse. 

5 Conclusion 

Although the education Metaverse has not yet arrived, gradually universities and enter-
prises are joining hands to create education Metaverse platforms, develop education 
Metaverse products, which will accelerate the implementation of the ed- ucation me-
tauniverse. Therefore, teachers should be aware of the role change and up- date their 
educational expertise in the present. In the future, we can try to build an ed- ucation 
system and teacher training standards for teachers in the education metaverse era from 
the education metaverse ecosystem. 
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