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I, Preliminaries

1. Metaverse
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[1].

HEeRH = T3} R o w5733 (Augmented
Reality), lo|Z=27)(Life Logging), A-2AAI(Mirror Worlds), 7}
FAAI(Virtual Worlds)2 EFEH1]. o] T 7PAAE §2x
AR 73] AAE YA dlefEl 2 FEste] 7] Sl
252 go| ool o R, B ol X8 ALfek(Gather
Town)[2] EH3Zo] 7o) STt

2. PBL (Project-Based Learning)
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[3]oW= &8t ==z w¥=Ee] PBL(Problem-based
Learning) 713 Z2AER] w0l skeaas BA ek 23
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IS I3k
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[, PBL for Game Production in Gather Town
Platform
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Fig. 3. Team Project

Fig. 4. Team Meeting
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IV. Conclusions
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