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INGILIZCE OGRETMEN ADAYLARININ METAVERSE ORTAMINDA
INGILiZCE OGRETIMINE YONELIK TUTUMLARI

Cagla Ceren KEBECI*

OZ: Son zamanlarda ingilizcenin sanal gergeklik teknolojileri
kullanilarak ~ dgretilmesine  yonelik caligmalar  giderek
artmaktadir; ancak alanyazin incelendiginde metaverse
ortaminda Ingilizce 6gretimi kapsaminda yapilan ¢alismalarin
sayisinin halen sayica az oldugu goriilmektedir. Bunlar goz
oniine alindiginda ¢aligmanin amaci Ingilizce &gretmen
adaylarimin metaverse ortaminda Ingilizce Ogretimine iliskin
goriislerini aragtirmaktir. Bu kapsamda Tiirkiye’deki bir devlet
iiniversitesindeki 13 Ingilizce 6gretmeni adayryla nitel bir
calisma yiriitilmiis ve veri toplama islemi odak grup
goriismeleri araciligiyla yapilmistir. Katilimcilarin segiminde
adaylarin goniilliligi esas alinmistir, ayrica amagli 6rnekleme
veri toplama yontemi benimsenmistir. Odak grup goriismesi
yoluyla toplanan veriler igerik analizi kullanilarak analiz
edilmigtir. Arastirmanin bulgularina gére metaverse ortaminda
Ingilizce dgretimine dair katilimcilarin hem olumlu hem de
olumsuz goriisleri bulunmakla beraber olumsuz temalar daha
one ¢itkmaktadir. Ayrica katilimeilar Tiirkiye’de metaverse
ortaminda Ingilizce 6gretimine iliskin bazi endiselerini dile
getirmislerdir.  Bununla  birlikte, katilimcilarin ~ gogu
kariyerlerinin ilerleyen donemlerinde metaverse ortaminda
Ingilizce dgretmeye yonelik olarak dengeli bir entegrasyonu
savunurken, bazi katilimcilar ise geleneksel yontemlere baglh
kalmak istediklerini ifade etmislerdir. Sonug olarak, bu ¢alisma
ingilizce ogretimi alanmna metaverse’iin  dahil edilmesi
konusunda giincel ve kapsamli bir bakis agisi saglamanin yani
sira gelecekteki arastirmalar igin 6neriler sunmaktadir.

Anahtar kelimeler: metaverse, sanal diinya, ingilizce 6gretimi,
egitimde teknoloji entegrasyonu, sanal evren, Ingilizce
ogretmen adaylari

ABSTRACT:Recently, the studies on teaching English via
virtual technologies have been increasing; however, to the
author’s knowledge studies in the existing literature concerning
the metaverse are still not at a desirable level. Thus, the aim of
this case study is to investigate the pre-service teachers’ views
on incorporating the metaverse into English language teaching.
To accomplish this aim, 13 pre-service English language
teachers are interviewed employing a focus group discussion.
Purposive sampling is adopted to select the participants. The
data gathered through the focus group discussion are analyzed
using content analysis. The findings of the study indicated that
there were both positive and negative views of participants
considering the incorporation of the metaverse into English
language teaching. Also, it was found that participants expressed
some concerns about employing the metaverse in teaching in
Turkiye for several reasons. In addition, most students
advocated a balanced integration for applying the metaverse in
their future teaching concepts, while some were opposed to it. In
conclusion, this study can provide an up-to-date and
comprehensive perspective on the issue of integrating the
metaverse in the field of English language teaching, as well as
offering insights, suggestions, and recommendations for future
research.
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GENISLETILMIS OZET
Giris

Son yillarda Bilgi ve Iletisim Teknolojilerindeki (BIT) yenilikler, sanal diinyalarm da
kullaniminin artmasi ile ¢evrim i¢i egitim kavrammi orgiin egitim alaninin Otesine tasiyarak giincel
teknolojilerin egitime entegrasyonunu saglamistir. 3 boyutlu sanal diinyalar, katilimcilarin gergek zamanl
olarak birbirleriyle etkilesimde bulunmalarina ve olusturduklar1 avatarlarii (dijital temsilcilerini)
kullanarak ger¢ekte i¢inde bulunmadiklari bir diinyada var olma deneyimi yasamalarina olanak saglayan
bilgisayar tabanli bir ortam olarak tanimlanabilir (Schroeder, 2014, 1996; Kim, Lee ve Thomas, 2012).
Bununla birlikte, sanal diinyalarda katilimcilar, tasarimci tarafindan ortaya koyulan nesneler ve kosullarla
es zamanli bir iletisimde bulunabilirler. Egitimde sanal diinyalarin kullanimi, katilimcilarin herhangi bir
sinirlama olmaksizin olusturulan evrende diger katilimcilarin avatarlart ile iletisim kurmalari, belirli
gorevleri tamamlamalar1 ve hedef dilin killtiiriine ait 6gelerin 6grenilmesi gibi durumlar nedeniyle pratiklik
saglamaktadir. Ayrica sanal diinyalar 6zgiin bir ortamda Ogrenmenin gergeklesmesini desteklemesi,
durumsal ve deneyimsel 6grenmeyi gelistirmesi nedeniyle birgok bransta egitim amagli da kullanilabilir.
Bu sanal ortamlar metaverse’ler olarak da adlandirilabilir dolayisiyla tek bir metaverse evreninin olmadigi,
farkli kullanicilar ig¢in farkli amaglara hizmet eden birgok farkli evrenin var oldugu ileri siriilebilir.
Ornegin; Second Life (SL), Opensim, Active World, Quest Atlantis, Fuvle, Celestia, Stellarium ve Cubix
Editor gibi egitim baglaminda kullanilan bircok metaverse evreni bulunmaktadir (Demirer ve Erbag, 2016).

Alanyazin incelendiginde, sanal diinyalar aracihigiyla ingilizce 6gretimi konusuna yénelik son
yillarda yapilmis pek ¢ok ¢alisma bulunmaktadir (Arslantas ve Tokel, 2018; Bamanger ve Gashan, 2019;
Berns, Gonzalez-Pardo ve Camacho 2013; Chen, 2016; Chen ve Kent, 2020; Dalgarno ve Lee, 2010;
Garrido-1fiigo ve Rodriguez-Moreno, 2013; Grant, Huang ve Pasfield-Neofitou, 2013; Giizel ve Aydin,
2016; Kaplan-Rakowski, 2011; Molka-Danielsen ve Deutschmann, 2009). Ancak alanyazinda metaverse
ad1 altinda metaverse evreninde Ingilizce 6gretimi iizerine yapilan yeterli calismaya rastlanmamistir.
Dahasi mevcut olanlar ya yazarin belirli bir alandaki yansimalarina (Ortega-Rodriguez, 2022) ya da is
birligine ingilizce gretiminde sanal diinyalara atifta bulunan metaverse uygulamalarma odaklanmaktadir
(Suzuki vd., 2020). Ancak sorun, alanyazinda var olan ¢aligmalarin metaverse kavrami adi altinda direkt
olarak sanal diinyalar ifade etmesidir yani bu iki kavramu tek bir ¢at1 altinda birlestirmesidir.

Dolayistyla Ingilizce 6gretiminde metaverse kavramiyla ilgili ¢alismalarin eksikligi géz oniine
alindiginda, bu ¢aligma, Ingilizce 6gretmen adaylarinin metaverse baglaminda Ingilizce 6gretmeye yonelik
tutumlarini incelemeyi, olasi sonuglarla birlikte metaverse'in Tiirkiye'de uygulanabilirligini aragtirmayi ve
gelecekteki Ogretmenlik kariyerlerinde metaverse’ii uygulamaya yonelik goriislerini analiz etmeyi
amaclamaktadir. Bu amaclar dogrultusunda, ¢alismada asagida verilen sorulara cevap aranmaktadir:

1. Ingilizce dgretmeni adaylarinin metaverse ortaminda Ingilizce dgretimi konusundaki tutumlar
nelerdir?

2. Ingilizce dgretmeni adaylarmin metaverse’te ingilizce 6gretiminin Tiirkiye'de uygulanabilirligine
yonelik tutumlari nelerdir?

3. Ingilizce 6gretmeni adaylarinin gelecek kariyerlerinde metaverse’te ingilizce 6gretmeye yonelik
goriisleri nelerdir?

Yontem

Bu caligmada, katilimeilarin bakis agilarma iliskin verilen konu hakkinda goériigsmeler yoluyla
derinlemesine bir analiz yapmak icin nitel arastirma yontemi olan vaka ¢aligmasi benimsenmistir. Bu
calisma, Tirkiye'deki bir devlet liniversitesinde 2021-2022 egitim-0gretim yilmin ikinci déneminde
gerceklestirilmis olup calismaya 4. sinif 13 Ingilizce dgretmeni adayr katilmistir. Katilimeilarm segimi,
amagli 6rnekleme yontemiyle yapilmis ve katilimcilar goniilliiligii esas alinmigtir. Goriisme esnasinda
katilimcilarin  anonimligini korumak i¢in katilimcilara rastgele numaralar verilmistir. Verilerin
toplanmasinda yar1 yapilandirilmis odak grup goriismesi teknigi benimsenmistir. Katilimcilar
uygunluklarina gore 3 gruba ayrilmis ve arastirmaci tarafindan hazirlanan 4 gdriisme sorusu katilimcilara
sunulduktan sonra katilimcilarin da izni ile goriisme kayit altina alinmistir. Her odak grup goriismesi
genellikle grup basina 35 dakika siirmiistiir. Veri analizi, timevarimsal nitel igerik analizi yoluyla yapilmig
olup, tiim gruplarla goriistildiikten sonra veriler yaziya dokiilerek kodlar, kodlarla iligkili alt temalar daha
sonrasinda ise de ana temalar belirlenmistir. Veri giivenirligini saglamak adina bir devlet iiniversitesinde
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gbrev yapmakta olan Ingilizce 6gretmeninin destegiyle kodlar tekrar gozden gecirilmis ve arastirmacinin
kendi saptadigi kodlarla karsilagtirilmistir.

Bulgular ve Tartisma

Metaverse ortaminda Ingilizce 6gretimine yonelik katilimcilarin tutumlarma odaklanan birinci
aragtirma sorusunda, odak grup gériismelerinden elde edilen veriler ile ¢esitli temalar belirlenmistir. Kimi
temalar metaverse’iin uygulanmasina dair Ingilizce 6gretmen adaylarmin olumlu goriislerini yansitirken
kimi temalar ise olumsuz goriiglerini ifade etmektedir. Katilimcilar tarafindan metaverse’iin olumlu yanlari
olarak dile getirilen temalar arasinda metaverse’iin 6gretmen ve 6grencilerin teknolojideki yeniliklere ayak
uydurmasina olanak saglamasi ve bu sayede Ingilizce 6gretmen adaylarmin metaverse'ii Ingilizce 6grenme
ve 6gretme konusunda yenilikei bir yaklagim olarak benimsedikleri sonucuna varilmigtir. Ayrica geleneksel
sinif ortaminda Ogretmenin sinifa getirebilecegi durumlarin sinirhi oldugu ancak metaverse’te hem
deneyimsel 6grenmeye hem de gercek hayata yonelik materyallerin dahil edilerek 6grenmeyi daha kalici
hale getirmek icin olusturulan bir dizi esnek gorevin bulundugu katilimeilar tarafindan ifade edilmistir. Bu
sonuclar, Choi ve Kim (2017) ve Krokos, Plaisant ve Varshney (2019) tarafindan gergeklestirilen
aragtirmalarin bulgulart ile de benzerlik gostermektedir. Bununla birlikte katilimcilar metaverse’iin
ogrencilerin kiiltiirleraras1 iletisim yetkinliginin arttirilmasina katki sagladigimi ve esnek Ogrenmeyi
destekledigini belirtmislerdir. Bu sonuglar, Zheng (2020)’nin verilerini destekleyici niteliktedir.
Katilimcilar, metaverse’iin 6grencilerin hedef dile maruziyetinin arttirilmasinda destekleyici bir roliiniin
oldugunu da savunmuslardir. Metaverse’lin oyunlastirilmis 6gretimi benimsemesinden dolay1 6grenciler
icin motive edici oldugu ve bu hususta da teoriden pratige gecisi kolaylastirmayi sagladigi da katilimcilarin
dile getirdigi olumlu goriisler arasindadir. Dahast metaverse’iin motive edici 6zelligi alanyazinda yapilmis
olan bir¢ok ¢aligmada da ortak bulgu olarak kargimiza ¢ikmaktadir (Allcoat vd., 2021; Limniou, Roberts
ve Papadopoulos, 2008; Shim vd., 2003).

Bununla birlikte katilimcilar bazi temalarda metaverse’e yonelik olumsuz gorislerini de dile
getirmislerdir. Katilimcilar, 6gretmenlerin ve velilerin metaverse’te Ingilizce 6gretimine yonelik ¢ekimser
davranabileceklerini belirtmiglerdir. Diaz (2020) tarafindan da ortaya konuldugu iizere, odak grup
goriismesinde katilimeilar metaverse’te Ingilizce 6gretebilmek icin 6gretmenlerin, anlamli bir 6grenme
ortaminin olugmasi i¢in de 6grencilerin bir egitime tabii tutulmalar1 gerektigini ifade etmislerdir. Kimi
katiimcilar ise, Ortega-Rodriguez (2022)’in de ifade ettigi lizere Ogrencilerin gerceklik algisini
kaybedebilecekleri ve metaverse ortaminda uygunsuz igeriklerle karsilasabilecekleri endisesini dile
getirmislerdir. Ogrencilerin bu tarz problemlerle karsilasmamasi icin alinabilecek tedbirlerin ve giivenlik
onlemlerinin de metaverse ortaminda pek yeterli olmayabilecegine yonelik endiselerini belirtmislerdir.
Buna ek olarak 6grencilerin fiziksel sagliklarinin da fazla bilgisayar ortamima maruz kalmaktan dolayi
zaman i¢inde bozulabilecegini savunmuslardir. Ingilizce 6gretmen adaylari, metaverse’iin geng 6grenenler
tarafindan kullanilmasi ve metaverse ortaminda katilimeilarin kendilerini avatarlari ile temsil etmeleri
hususlarinda ise hem olumlu hem olumsuz gériis belirtmislerdir. Sonug olarak, metaverse’te Ingilizce
ogretimine yonelik odak grup goriismelerden olumlu ve olumsuz temalar elde edilmistir, Bununla birlikte
katilimcilarin metaverse’te Ingilizce gretimine yonelik tutumlarmda olumsuz temalarmn daha baskin
oldugu goriilmiistiir. Bu durum, 6grencilerin gelencksel 6gretme ve 6grenme aligkanliklarina bagl
olmalarindan ve yeni teknolojilere adapte olabilme, esnek bir 6grenme ortamina katilmay1 deneyimleme
konularinda ise ¢ekimser davranmalarindan kaynaklaniyor olabilir.

Ingilizce gretmen adaylarmin metaverse’te ingilizce 6gretiminin Tiirkiye'de uygulanabilirligine
yonelik tutumlarina odaklanan ikinci arastirma sorusunda ise, katilimeilarin Tiirkiye'nin egitim alanindaki
gelismelere ayak uydurmak i¢in zamana ihtiyaci oldugunu ve gesitli kosullar nedeniyle Tiirkiyenin bu
teknolojiyi kullanmaya heniiz hazir olmadigi katilimcilar tarafindan dile getirilmistir. Bunun baslica
sebeplerinden biri, dgretmenlerin Bilgisayar ve Iletisim Teknolojileri araglarinin kullanimi konusunda
yeterince yetkin olmamasi olarak belirtilmistir. Ayrica, bazi 6gretmenlerin geleneksel dgretim yontemine
tamamiyla sadik kalmayi tercih ettikleri de bazi katilimcilar tarafindan ifade edilmistir. Arastirma
sorusunun bulgular1, katilimeilarin Tiirkiye'nin metaverse ortaminda Ingilizce 6gretimi i¢in heniiz hazir
olmadig1 konusunda hemfikir oldugunu goéstermektedir.

Ingilizce 6gretmen adaylarinin gelecek kariyerlerinde metaverse’te Ingilizce 6gretmeye yonelik
tutumlarina odaklanan ti¢lincii aragtirma sorusunda ise katilimcilarin gogu metaverse’ii dengeli bir sekilde
kullanmaya yonelik olumlu tutumlarini belirtmiglerdir.
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Sonug

Ozetle, metaverse’iin Ingilizce Ogretimine dahil edilmesi konusunda ingilizce &gretmen
adaylarinin ¢esitli goriisleri bulunmaktadir. Ancak katilimcilardan bazilari metaverse’li deneyimlemeye
daha istekli iken, bazilar1 geleneksel 6gretim yontemlerine bagh kalmayi veya metaverse’e daha dengeli
bir sekilde yaklasmayi tercih etmektedir. Bu sebeple, metaverse’te Ingilizce dgretiminin uygulanmasina
yonelik bazi1 énerilerde bulunulabilir. Ornegin; hizmet igi egitimlerde gretmenler teknolojinin kullanimi
ve Ingilizce 6gretimine dahil edilmesi konusunda bilgilendirilmelidir. Ayn1 zamanda, smiftaki her
6grencinin birbirinden farkli oldugu bilinci de 6gretmenlere kazandirilmalidir. Bu sayede dgretmenler bazi
ogrencilerin dijital unsurlarin entegrasyonuyla daha iyi 6grenebilecegini, bazilarinin ise geleneksel 6gretim
yontemlerini daha c¢ok tercih edebilecegini fark edebilir. Bunlara ek olarak, egitimde teknoloji
entegrasyonu hakkinda bilgi sahibi olmak, 6gretmenlerin kendilerini giincel tutmalar1 ve mesleki
gelisimlerine katkida bulunmalar1 agisindan 6nemlidir. Bu nedenle, Ingilizce 6gretimine metaverse’iin
dahil edilmesi, 6gretmenlerin kendilerini gelistirmeleri ve yenilik¢i yaklagimlara daha agik olmalari
hususunda iyi bir adim olabilir.

INTRODUCTION

In recent decades, innovations in Information and Communication Technologies (ICT) have focused on
virtual worlds, expanding the concept of online education far beyond the field of formal education. 3D
virtual worlds (VWSs) can be described as a computer-based setting that allows participants to interact in
real-time and have the experience of being present in a world they are not actually in by using avatars,
which are placeholders they construct (Kim, Lee, & Thomas, 2012; Schroeder, 1996). According to them,
virtual worlds offer chances for real-time communication within a purposely constructed environment with
objects and conditions created by the designer. According to Kim et al., (2012, p.3), the virtual world is "a
new computer medium that allows many users to simultaneously access the same computer-generated space
as virtual placeholders called avatars" (as cited in Grant, Huang & Pasfield-Neofitou, 2013). Those avatars
allow participants to experience a fully immersive world where they can perform different tasks with their
representatives. Those tasks can be designed by the teacher as well as designed by the participants. The fact
that the metaverse provides this flexibility in preparing the tasks can enhance both students’ creativity and
learner autonomy, which was also supported by the findings of the research carried out by Yeh & Lan
(2018). Furthermore, as stated by Mayrath, Sanchez, Traphagan, Heikes & Trivedi (2007), it is imperative
to provide guidance to the world in order to establish a more meaningful learning environment or evaluate
the meaningfulness of a learning space. Assigning tasks to participants can enhance their critical thinking
skills and motivation levels in a virtual environment. In the environment, selected tasks were considered
by the teacher in terms of the availability to the real world and the applicability as well as course outcomes
and the needs of the participants.

In the educational context, using virtual worlds is practical as participants can engage in a virtual
world without any boundaries. VWSs can be used in many branches for educational purposes as they provide
learning in an authentic environment and enhance situational and experiential learning. These virtual
environments can be referred to as metaverses. Therefore, it can be asserted that there is not only one
metaverse but there are metaverses serving various aims for different participants. For instance, there are
several VWSs utilized in the educational context, such as Second Life (SL), Opensim, Quest Atlantis,
Celestia, Stellarium, and Cubix Editor (Demirer & Erbas, 2016).

According to the study carried out by Kim, Ke & Paek (2017), it was found that integrating
Opensim can enhance students’ motivation level on the way of learning English. In the study of Zheng,
Young, Brewer & Wagner (2009) on Quest Atlantis, it was stated that participants who engaged in the
virtual world with authentic tasks improved their critical thinking levels. Additionally, participants were
provided with an opportunity to develop their reading and writing skills through the use of authentic
language. Celestia is a 3D virtual game that incorporates gamification into language learning. Stellarium,
similarly, can be utilized for vocabulary development and can be integrated into Content-Based Instruction
(CBI) to facilitate teaching with various embedded topics. While Cubix Editor allows participants to form
3D objects, it can facilitate students’ spatial ability and creativity, as stated in the study of Cristou et al.,
(2007). Along with those VWSs, Second Life, the most prominent virtual world, was introduced in 2003 by
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Linden Lab (Linden Lab, 2013). It allows participants to engage in a 3D virtual world with placeholders
and makes them experience the VW with various meaningful tasks.

In addition to virtual reality, teachers can benefit from augmented reality (AR) and mixed reality
(MR) that can be combined into the theme of extended or cross reality (XR), the so-called the metaverse in
the teaching process. The metaverse refers to immersive technologies representing and projecting data
(Mystakidis, 2022). Augmented reality is a setting that combines the actual and the virtual world by
allowing participants to interact in real time (Goémez & Palomo, 2016). AR enhances the physical
experience by incorporating digital inputs and virtual features into the real world (Ibafiez & Delgado-Kloos,
2018). In the existing literature, many studies are carried out on teaching English towards integrating
augmented reality (Alsowat, 2017; He, Ren, Zhu, Cai & Chen, 2014; Liu & Tsai, 2013; Tsai, 2020). Also,
the fact that AR generally does not require any additional equipment such as glasses or headsets and is
easily accessible via phones provides advantages in terms of usage. Mixed reality is a term used for a
technology combining both AR and VR. Physical interaction with virtual items in the real world is possible
using MR, although it, like VR technology, requires glasses (Yusoff, Ibrahim, Zaman & Ahmad, 2011). It
can be said that integrating MR into education is an effective teaching style (Ke, Lee & Xu, 2016). When
it comes to the term metaverse which has emerged lately and is very popular these days, can take its place
among XR technologies in the grouping.

Looking at the meaning of meta and verse, it is a combination of “the prefix “meta” (meaning
“beyond”) and the suffix “verse” (shorthand for “universe”)” (Dionisio, Burns & Gilbert, 2013, p.6). The
metaverse is a three-dimensional virtual world where the participants from the real world interact with
avatars simultaneously. There are numerous metaverses, from CitySpace, which appeared between 1993
and 1996, to one of the most popular ones, Second Life, developed in 2013. The world of technology has
been using these platforms for years without identifying them as “metaverses”.

In teaching English through virtual worlds context, lots of studies on virtual reality have been
conducted in recent years (Arslantas & Tokel, 2018; Bamanger & Gashan, 2019; Berns, Gonzales- Pardo
& Camacho, 2013; Chen, 2016; Chen & Kent, 2020; Dalgarno & Lee, 2010; Garrido-Ifiigo & Rodriguez-
Moreno 2013; Grant et al., 2013; Guzel & Aydin, 2016; Grant et al., 2013; Kaplan-Rakowski, 2011; Molka-
Danielsen & Deutschmann, 2009). However, under the name of the metaverse, there has been a lack of
studies in the English language teaching field. To the author’s knowledge, there have not been many studies
on the metaverse in recent years. Moreover, the existing ones either focus on the author's reflections on the
given field (Ortega-Rodriguez, 2022) or the application of the metaverse referring to the VWSs in
collaborative projects (Suzuki et al., 2020). However, the problem is that the concept of the metaverse used
here refers to the virtual worlds under the name of the metaverse. The actual meaning of the metaverse,
which is an immersive world requiring the use of VR glasses, is not meant in the studies. Thus, considering
the lack of studies on this new concept in English language teaching, this study aims to examine the pre-
service EFL teachers’ attitudes towards teaching English via the context of the metaverse, investigating the
applicability of the metaverse in Tirkiye with the possible outcomes and analyzing their opinions on
applying the metaverse in the future teaching career.

In line with these purposes, the present research study addresses the following questions;

1. What are the attitudes of pre-service EFL teachers on integrating the metaverse into English
teaching?

1.1 What are the pre-service EFL teachers’ attitudes towards the applicability of the metaverse-based
English teaching in Turkiye?

1.2 What are the pre-service EFL teachers’ opinions on applying the metaverse in their future teaching
context?
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METHODOLOGY

Research Design

The present study adopts the qualitative research method of a case study. The qualitative method
is used in this study to make an in-depth analysis on the given issue concerning the participants’ views via
interviews. According to Flyvbjerg (2011, p.301), a case study is an intensive analysis of a single example,
referring that “Case studies are intensive. Thus, case studies compromise more detail, richness,
completeness, and variance”. Moreover, the qualitative research method is employed as it deeply explains
human behavior patterns by focusing on experiences and attitudes by making them explain “how, why, or
what they were thinking, feeling, and experiencing at a certain time or during an event of interest” (Tenny,
Brannan & Brannan, 2022, p.1).

Participants

This study took place in the second semester of the academic year of 2021-2022 at a state
university in Tirkiye. Participants are the 13 EFL pre-service teachers from the English language teaching
program. The participants all have experience teaching English through practicum courses. The selection
of participants was done by employing purposive sampling, and the volunteerism of the participants was
taken as a basis. Numbers were given to protect the anonymity of the participants.

Data Collection Tools

Semi-structured focus group interviews were adopted to collect the data. Focus group interviews
are an interview method in which a group of participants selected by the researcher engage in a collaborative
discussion, think critically, produce various arguments for each other's ideas, and discuss these arguments
on a specific topic (Gibbs, 2012). Thus, in order to employ focus group interviews in this study, the
participants were divided into three groups according to their convenience time, four interview questions
prepared by the researcher were presented to each focus group and audio recorded with the participants'
permission. The focus group interviews generally took 35 minutes per group.

Data Analysis

Data analysis was done through inductive qualitative content analysis. Qualitative content
analysis is defined as “a research method for the subjective interpretation of the content of text data through
the systematic classification process of coding and identifying themes or patterns” (Hsieh & Shannon, 2005,
p.1278). After interviewing all the groups, data were transcribed, and the codes were identified, then they
were included in the themes. To provide reliability, with the support of an in-service teacher in the
department of English language education, the codes were reviewed again and compared with the ones
determined by the researcher herself.

RESULTS AND DISCUSSION

1. Attitudes of Participants on Teaching English in the Metaverse

In line with the first research question, which attempted to investigate participants' attitudes,
several themes were emerged from the focus group interviews and they were categorized as seen in Table
1 and Table 2.

Table 1.
Perceived positive attitudes of participants towards integrating the metaverse into English language
teaching

Themes Representative excerpts
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Suitability for being
innovative

“It is a good technology to keep up with the developing era.” (P1) “New
generation love engaging in the technology thus for being innovative it can be
helpful.” (P2) “Itis a great innovation.” (P3) “It is not an option but a necessity
for teachers to be innovative for our era.” (P6) “New generation was born into
that technology so as language teachers we need to adjust ourselves.” (P2)

Suitability for experiential
learning and authentic tasks

“The metaverse can be the best option for experiential learning because we
can not exhibit every situation that we want in our traditional classroom.
Moreover, teachers can create authentic real-life problems to evoke students’
critical thinking skills.” (P1) “It allows students to learn within a meaningful
context.” (P12) “Real life-oriented tasks will take students’ attention.” (P2) “It
is good for students to experience the tasks.” (P7)

Suitability for developing
Intercultural
Communicative Competence
(ICC)

“When we teach language, we also expose students to the culture and traditions
so with the metaverse we can teach different cultures, traditions, lifestyles so
the world will be less racist.” (P1) “It promotes the cross-cultural
communication.” (P8) “It enhances the ICC level of students.” (P5) “It is good
for ICC levels of participants.” (P7)

Suitability for task flexibility

“Teachers can create contexts similar to a real-life environment.” (P4)
“Teachers can create whatever task they want based on their imagination.”
(P1) “They can be in anywhere they want as there is no limitation.” (P13)
“There are lots of options for creating tasks.” (P4) “It serves a ubiquitous
teaching environment.” (P10) “I do not think that it can be adapted to any unit
in the MoNE book such as “Facts about Tirkiye.” (P14, P2) “We can create
tasks on the things we can not take in a classroom environment.” (P11) “Tasks
are time-saving for the teacher.” (P11) “There is teacher freedom for creating
tasks, it is like participating in an Erasmus program for students.” (P7)

Suitability for motivating
participants

“It is a motivating tool.” (P8) “It enhances students’ motivation.” (P5) “It can
not be denied that this new world will be motivating.” (P6)

Suitability for young
learners

“I would use it with the young learners to make the structures more concrete
with the tasks.” (P2) “I think it can be more effective with young learners.”
(P12)

Suitability to expose
participants to the target
language

“They can communicate with native speakers and they can be exposed to
language more.” (P13) “They can practice the all skills of language (P8) They
can encounter with natives and make practice.” (P4) “They can get the accent
easier for being exposed to the target language.” (P1) Students can interact
with other people so it enhances the exposure.” (P6) “Communication is easier
in a virtual environment.” (P9) “Students will be more exposed to the English.”
(P11)

Suitability to provide the
transition
from theory to practice

“Participants need to use the grammar structures that they learned to
communicate with other users in the world so it will be a transition from theory
to practice.” (P13)

Suitability for gamified
teaching

“Learners will feel themselves as in a game.” (P6) “It is like a game.” (P9)

Suitability for avatar use

“Avatars are beneficial for seeing their reflection.” (P11). “Avatars are
sensible especially for shy students.” (P2)

Table 2.

Perceived negative attitudes of participants towards integrating the metaverse into English language

teaching

Themes

Representative excerpts

Problems in teacher &
parent preferences

“We may have problems with the consent from the parents to participate
students into the metaverse.” (P4) “Traditional teachers may not want to
integrate the metaverse into ELT.” (P12)

Problems in teacher &
student training

“Teachers themselves do not know how to use technology properly.” (P5) “We
need to prepare our students before making them use the metaverse.” (P4)
“Teachers are not compatible enough about technology.” (S12) “We need to
train teachers.” (P3, P11)
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Problems in psychology of =~ “Learners can exhibit abusive behaviors towards others such as cyberbullying

users so it can be harmful to their psychology.” (P1, P9) “They may lose their sense

of reality.” (P1, P10, P11) “Users’ attention span can be less day by day.” (P7)

Problems in setting “You can not really control your students and they may come across with
boundaries, management inappropriate contexts.” (P2, P5) “There is no limitation in this virtual world,
and security it is hard to control students and too much freedom harm students.” (P8)

“Participants may encounter with bad examples.” (P4) “Students can face with
the violence or abusive behaviors.” (P9) “Teachers do not have any control
when students face with people with bad intentions.” (P5) “There can be some
security problems.” (P7, P11) “You can not manage students as you do in the
traditional classroom.” (P3)
Problems in accessing “Our students have problems in accessing the technological materials.” (P4)
materials/ expenses “Accessing the headsets is the greatest problem as they are expensive.” (P13)
“Materials are expensive.” (s12, P2, P10, P14) “It may not be possible for each
person to meet its expense.” (P6) “As the materials are expensive, I do not
think that everyone can buy it.” (P7, P11)

Problems in using with “I would be super careful to use it with young learners.” (P11) “Young ones
young learners can face with inappropriate context also they can use the sense of reality.”
(P11) “Young ones might consider it as a game and may not take it seriously.”

(P3)
Problems in using avatars “Avatars may limit the real communication between students (not seeing each

other face to face).” (P13) “Young age groups may lose their sense of true self
by adopting their avatars too much.” (P12). “Avatars can be confusing for the
teacher as you do not know which one belongs to which student.” (P11)

Problems in physical health ~ “It may reduce physical activities that will result in problems in health.” (P1,
P4) “They just sit in real life so being exposed to the metaverse may harm their
physical health.” (P1) “They may have eye problems and headache.” (P4)
“They may face with VR sickness.” (P11) “It can make students’ body lazier.”
(P10)

As shown in Table 1, participants have some positive attitudes towards integrating the metaverse
into English language teaching. Considering the benefits of teaching English via the metaverse, several
themes are encountered multiple times in the table. For instance, it can be concluded that participants
advocate the fact that the metaverse allows teachers and students to keep up with the innovations in
technology. P6 added, “For the teacher, it is not an option but a necessity to be innovative to catch the
today’s era.” Similarly noted by P2, “Being innovative and adjusting ourselves is important for language
teachers as new generation were born into that technology and it is what they got used to.” Thus, it can be
concluded from the comments that pre-service teachers are aware of the value of being innovative. They
perceive the metaverse as a new approach to learning and teaching English.

Moreover, in the traditional classroom environment, the situations that the teacher can bring into
the classroom are limited. However, the metaverse provides a range of flexible tasks that the teacher creates
both to stimulate students’ critical thinking abilities and to make the learning more permanent with
including the authentic and real-life oriented materials. It is in line with the findings of the study by Krokos
et al. (2019), asserting that the students taking part in the virtual reality experiments remembered more
information and applied what they had learned better. According to Choi & Kim (2017), the metaverse
enhances students’ engagement in the experiential context, such as visiting museums. Also, participants
asserted that the authentic tasks in the metaverse prepare students for appropriate situations in case they
encounter similar circumstances in the real world. P1 stated the following;

“The metaverse can be the best option for experiential learning because we can not exhibit every situation
that we want in our traditional classroom. Moreover, teachers can create authentic real-life problems to
evoke students’ critical thinking skills as well as their creative side”.

Along with experiential learning, task flexibility is another theme that was stated by the
participants. The abundance of options offered within the learning spots in the metaverse gives teachers the
opportunity to develop or modify the tasks. As stated by P1 and P4, “As long as teachers use their
imagination they can create limitless tasks and they can get facilitated from the options for creating tasks
in the metaverse.” In contrast to positive statements, some of the participants advocated that some of the
units in the MoNE book can not be adjusted into the metaverse as they reflect culture-specific elements of
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Turkiye. As P14 and P2 stated the following “I do not think that it can be adapted to any unit in the MoNE
book such as “Facts about Turkiye.”

In addition to the task flexibility, participants asserted that the metaverse environment allows
students to gain and develop their intercultural communicative competence. Zheng (2020) advocates that
the metaverse provides gaining a cultural understanding of the target language. In the metaverse, students
will be exposed to cross-cultural elements which result in being aware of that culture's norms and traditions.
Also, being familiar with the living style of the target culture results from communicating with the natives
of that specific culture. Thus, it can be concluded that the metaverse not only allows students to develop
their ICC level but also makes them exposed to the target language as well as its cultural elements. As
stated, “When we teach language, we also expose students to the culture and traditions so with the
metaverse we can teach different cultures, traditions, lifestyles ...” (P1). “They can communicate with
native speakers, and they can be exposed to the language more” (P13). “Students can interact with other
people, so it enhances the exposure “(P6). Moreover, participants agreed on the fact that the metaverse can
be seen as a motivating tool, and it includes the gamified aspects, which will result in the students perceiving
English as a game rather than a necessity or a compulsory course given by an authoritative teacher. Allcoat
et al., (2021) advocated that the use of virtual worlds in teaching enhances students’ motivation and so it
has an influence on the academic achievement levels of students. Also, in the study of Shim et al., (2003),
it was concluded that participants find a virtual setting to be intrinsically motivating. Similarly, Limniou,
Roberts & Papadopoulos, (2008) advocated that virtual worlds are more engaging and motivating compared
to the traditional classroom environment and the 2D worlds.

Along with the positive statements of participants, there are several negative themes encountered,

as shown in Table 2. Those perceived themes include the problems in preferences of the teacher and the
parent, teacher & student training, psychology of the students, creating boundaries, accessing materials,
and the physical health of the users. The majority of participants were in agreement that teachers and
students need to be trained since they might not be familiar with the term or how it is incorporated into the
teaching of English. Participants also stated that teachers' technological literacy needs to be improved to
integrate such technology into their teaching process. Diaz (2020), stated that adaptation to virtual worlds
requires having knowledge on the ICT skills and their management so the activities to train teachers are
important.
Besides, some of the participants asserted that integration of the metaverse may not be a good idea for
students’ psychological well-being, advocating that they can face inappropriate contexts as well as the
threat of losing their sense of reality. In line with the findings of the present study, Ortega-Rodriguez (2022)
stated that the “development of the metaverse could blur the boundaries between the real and virtual worlds.
This suggests there is a need to design and develop an ethical code to act as a guide to using the metaverse
with greater safety” (p.12). However, in the study of Grant et al., (2013), students felt secure in the virtual
setting and at ease communicating using their avatars which is not expected considering the findings above.
Also, participants stated that eye problems, headaches, and sickness resulting from the excessive use of VR
glasses can cause physical issues affecting the physical health of the students in addition to their mental
health. Moreover, all of the participants stated that teachers can not hinder students’ encounters with
abusive or inappropriate contexts so it leads to some problems in controlling the students. P5 added that;

“As a teacher, I want to have the authority of my class, and | am in favor of the traditional thinking style.
In the metaverse, | can not provide my authority so | am sure that it will make me stressed just in case they
are exposed to the abusive behaviors of the other users”.

Similarly, some of the students expressed their concerns about the teacher and parent preferences.
As P9 noted, “Some of the parents do not allow teachers even take the pictures of students, in this case, I
do not think that all the parents will have the consent on the participation of their child into the metaverse”.
In addition to this, P12 stated, “Some of the traditional teachers may not want to integrate the metaverse
into the teaching process”. Those findings reveal that there are several opinions on the integration of the
metaverse resulting from the different thinking styles and the characteristics of the participants. While some
prefer mentioning the positive themes, some insist on focusing on the negative ones.

In addition to the positive and negative statements of the participants, there are some controversial
opinions regarding using avatars and employing the metaverse on young learners. While some of the
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participants asserted that the use of avatars is helpful for students to see their reflection, some of them
objected to this idea, advocating that avatars hinder the natural communication between the students and
are not the same as seeing one another face to face. Similarly, on the issue of employing the metaverse on
young learners, some of the participants said that the tasks in the virtual world can help to make the language
structures more concrete, and it is helpful for young learners as they may not perceive the abstract structures.
However, some of them argued against this point of view stating that young learners are more vulnerable
to the inappropriate context and they may face the dangerous people that will result in the problems in their
psychology. Furthermore, young ones can lose their sense of reality, leading them to believe that they are
simply avatars rather than humans.

1.1 Attitudes of Participants on the Applicability of the Metaverse in Tlrkiye

According to the second research question focusing on the participants’ attitudes on employing
the metaverse in English language teaching in Turkiye, nearly all of them stated that there are some
problems in integrating the metaverse, sharing the same negative opinions with some parts of the first
research question. All of the participants asserted that Turkiye needs time to keep up with the advancements
in the educational field considering the metaverse. The majority of them claimed that due to several
circumstances, Turkiye is not yet prepared to employ such a technology. One of the leading reasons stated
by the participants is the fact that teachers are not competent enough in the use of ICT tools and having the
knowledge on the integration of such technological tools into teaching. Also, it was stated by some
participants that some of the teachers are in favor of the traditional teaching method. Thus, even if the
metaverse technology were completely accessible to everyone, there would be some instructors resisting
being innovative and continuing to insist on the traditional methods. They claimed that more teacher
familiarity with the metaverse in Turkiye is necessary in order to include such technology in language
learning and teaching. Therefore, participants indicated that Turkiye needs more time to adjust and keep up
with the new technologies in the metaverse field. Lastly, one of the participants added P2;

“There are lots of children in need of special education in TUrkiye. In the case of switching into the
metaverse, it might be challenging and discouraging for them. Considering the classrooms in Tirkiye, there
is a high possibility of having a child with special education so those children are not participating the
class just because of their features would not be fair”.

The findings of the research question indicate that the participants agree that Turkiye is not yet
ready to teach English over the metaverse. Also, certain problems, including the teacher training and the
thinking style of the teachers, need to be solved to incorporate such a technology into English teaching.

1.2 Attitudes on Participants on Applying the Metaverse in Future Teaching Context

In the last research question investigating the EFL pre-service teachers’ opinions on applying the
metaverse in their future teaching context, there are several views that participants hold, and their opinions
generally differ from each other in terms of the frequency of integration of the metaverse. Most of them
stated that they would not use it constantly as follows: P3: “I love technology, so | would integrate the
metaverse into teaching. However, | wouldn't use it all the time since | want to manage my classroom and
| believe it is challenging to do so while using the metaverse full-time". P11: “I would want to use it for
being an innovative teacher but | would prefer to use it occasionally since | am the kind of educator that
prefers to interact with students in person”. PT: “I would mostly use it to make students experience the
real-life oriented tasks”. P8 “If I had the opportunity, I would use it in a balanced way”. P5: “I would use
it but I have some concerns on the classroom management. Thus, not using it constantly makes more sense
to me”. P2: “I would use it in a balanced way with the young learners as they need more concrete items in
teaching, | think that the metaverse can aid it”. P12: “I would incorporate it into my lesson for young
learners, but | feel anxious that they would lose their sense of reality and believe they are just avatars.
Therefore, it is preferable to use it in a balanced way .

In contrast to the participants advocating the integration of the metaverse in a balanced way, only

one of the participants expressed her determination to integrate the metaverse into English teaching full-
time.
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“I would absolutely utilize it full-time if | had sufficient financial support. It's a great concept, and | can't
wait to give it a try. | would try it right away if | could. It should be used by all English teachers, especially
if they want to catch up with the time” (P6).

Contrary to those who wanted to use the metaverse full-time and part-time, some participants
refused to integrate the metaverse into language teaching and learning as follows: P10: “I do not think I
want to use it in the future because | really do not trust the media and |1 am not in favor of leaving the
classroom walls that much”. P14: “I would not use it because I do not think that it is a long-lasting process.
1 feel like it will be over once you take off your VR glasses”. P9: “I am not planning on using it as | do not
find it reliable. There are lots of people in the world and my students can face with the dangerous ones”.

CONCLUSION, IMPLICATIONS AND LIMITATIONS

The present study aimed to investigate pre-service teachers' attitudes towards integrating the
metaverse into the English language learning and teaching process via focus group interviews. Considering
the research questions one by one, several themes were identified by employing the content analysis. It was
found that participants had both positive and negative opinions on incorporating the metaverse. For the
positive themes, participants stated that the metaverse allows teachers to be innovative and provides
preparing classroom materials and tasks in a flexible environment. Also, it was asserted that students would
engage in authentic tasks, which would result in exposing them to experiential learning. In this way, it was
mentioned that students will be more exposed to the target language and the speakers of that language,
which will also lead students to develop intercultural communicative competence. Moreover, it was
indicated that the metaverse helps students to internalize the given tasks and also enhances the transition of
the newly received inputs from theory to practice in an authentic environment. As the last positive theme
mentioned by the participants, it was indicated that the metaverse environment motivates students as it
serves as a tool for gamified learning. For the negative themes, participants asserted the problems in training
the teachers, convincing the traditional instructors to adopt the metaverse, and setting boundaries for the
students. In addition, it was mentioned that participants are worried about students’ mental well-being and
physical health. Coming to the controversial themes, while some of the participants stated that employing
the metaverse on young learners would be their priority, some of them advocated the opposite opinion.
Opponents asserted that the metaverse can be harmful to young learners’ psychology by exampling the use
of avatars. They stated that they were worried that young learners would adopt avatars too much, resulting
in losing their sense of reality. On the other hand, some of the participants stated that employing the
metaverse can be better for the young ones to understand the abstract items. Moreover, using avatars can
be beneficial for youngers to see their reflection.

In conclusion, although there are positive themes, considering the other research questions in the study
showed that the negative attitudes of participants are more dominant towards teaching English in the
metaverse. It might result from participants’ overdependence on traditional teaching and learning habits.
Also, learners’ characteristics may have an influence on their choices for not being ready to adopt the
metaverse teaching. The fact that the education system in Turkiye is mostly pen-and-paper-oriented can be
another reason for the dominance of negative attitudes. In relation to the second question concerning the
feasibility of implementing the metaverse in Turkiye, the overwhelming majority of participants expressed
their opinion that it does not seem possible in the near future due to many issues relating to teacher training
and Turkiye's current state of readiness. Furthermore, it can result from the teachers' lack of proficiency in
utilizing ICT tools and their reluctance to include technology in English language teaching, as this requires
abandoning the traditional way of teaching and leaving the habits behind. Therefore, it may be asserted that
participants need to observe the extensive utilization of the metaverse in order to convince themselves to
integrate this newly developed technology into English teaching. Concerning the last research question
focusing on applying the metaverse in future teaching contexts, most of the participants stated that they
would prefer integrating it in a balanced way. This can be due to the desire of the participants to retain the
authority that they are familiar with from the traditional classroom setting. At the same time, this may be
because students have not yet experienced this technology and are not entirely sure what they will
encounter.

To sum up, there are several opinions on integrating the metaverse into English language teaching
and learning. However, while some of the participants are more willing to experience the metaverse, some
of them prefer sticking to the traditional way of teaching or approaching it in a balanced way. Thus, there
can be some implications to take into account. For instance, in in-service training, teachers should be
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informed about the use of technology and its integration into English language teaching. At the same time,
the awareness that every student in the class is different from each other should be brought to the teachers.
In this way, teachers can realize that some of the students learn better via the integration of digital elements,
while some of them are more in favor of traditional teaching methods. In addition to them, having
knowledge about technology integration is important for teachers in order to keep themselves up-to-date
and not to hamper their professional development. For this reason, the metaverse integration into English
teaching can be a good step for teachers to develop themselves and take a step towards more innovative
approaches.

Furthermore, this study has potential limitations, and it can be recommended for future studies to
enhance the sample size, obtain the opinions of in-service English teachers, develop a scale on teaching
English in the metaverse environment to collect both quantitative and qualitative data, conduct a pre-test
and post-test in order to see whether the participants' opinions change after attending English teaching
classes in the metaverse environment to better understanding the research topic.
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