Pengembangan Metaverse Space
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Asset Lain

1 Scene 2 Copyright berupa gambar dan dapat diupload serta
ditempatkan pada posisi yang dikehendaki.
2 Scene 3 Competency map berupa animasi dan dapat diupload

serta ditempatkan pada posisi yang dikehendaki
OO @ DU®

Back Exit



Oo®

Pengembangan Metaverse Space

Scene 4 Sejarah dan macam game berupa video dari
YouTube. Video tersebut didownload dan disimpan pada
harddisk komputer. Untuk mengetahui nomor berapa topik
tersebut, diperlukan label yang ditempatkan dekat dengan
video. Label dibuat merupakan gambar dan diupload dengan
cara yang sama.

Scene 5 Karakteristik game dan desain karakter berupa
video dari YouTube.

Scene 6 Metode pengembangan game berupa teks dengan
format PDF. Teks ini dapat dilihat semua mengklik tanda panah
pada tampilan PDF.

Scene 7 Dasar pemrograman ActionScript 3.0 berupa teks
dengan format PDF

Scene 8 Operasi logika dan matematika berupa teks dengan
format PDF

Scene 9 Visualisasi desimal ke biner berupa video yang
diambil dari NFT pada NFT marketplace OpenSea, dapat
dilakukan dengan cara mengklik ikon Add content (+) di bawah
tengah, maka akan muncul pilihan asal objek, yaitu NFT
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Pengembangan Metaverse Space

Scene 10 Membuat game puzzle berupa video yang diambil
dari NFT OpenSea.

Scene 11 GameMaker Studio berupa teks dengan format PDF
Scene 12 Menggerakkan objek dengan keyboard berupa
video yang diambil dari NFT OpenSea.

Scene 13 Menggerakkan objek dengan mouse berupa teks
dengan format PDF

Scene 14 Text berupa teks dengan format PDF.

Scene 15 Game platformer berupa video dari YouTube.

Scene 16 Game sliding puzzle berupa video yang diambil dari
NFT OpenSea.
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Share Metaverse Game
Programming

Pengembangan Metaverse Space
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Share Space
Klik ikon Share > Copy URL.
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METAVERSE-BASED
RESEARCH

Psychosociological Issues in Human

Resource Management

Management Issues in the Metaverse

Education Issues in the Metaverse

Information Technology Issues in the Metaverse
Health Issues in the Metaverse

Communication Issues in the Metaverse
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Psychosociological Issues in Human Resource
Management

Virtual Human Resource Management in the Metaverse:
Immersive Work Environments, Data Visualization Tools
and Algorithms, and Behavioral Analytics

Research type

Literature review

Researcher

Katarina Zvarikova, Juraj Cug, and Steve Hamilton

Objectives

The analysis highlights that brands and companies can harness virtual avatars
across immersive work environments, enhancing employee productivity and
virtual team performance by integrating workplace technologies.

Findings

Remote work apps, sensory algorithmic devices, and decision intelligence and
modeling by showing that virtual avatars as remote workforce can deploy data
mining techniques, metaverse-related technologies, and collaboration tools to
optimize performance parameters. .

Source
https://www.proquest.com/openview/44a4483d9941d28111849124d46a8f47/1.pdf?pg-
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Metaverse-based Research

Working in the Metaverse: Virtual Recruitment, Cognitive
Analytics Management, and Immersive Visualization Systems

Research type

Literature review

Researcher

Pavol Durana, Tomas Krulicky, and Edward Taylor

Objectives

With increasing evidence of workplace technologies on blockchain-based
metaverse platforms, there is an essential demand for comprehending
whether extended reality technologies can drive significant levels of work
efficiency and productivity in the metaverse economy through intensive
immersions.

Findings

These prior findings were cumulated indicating that metaverse employee
socialization entails immersive job training, remote working, and virtual work
meetings.

Source
https://www.proguest.com/openview/945bf80bb6ca98077b588d5e73729b86/17?pg-
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Management Issues in the Metaverse

Does Economic Policy Uncertainty Affect Cryptocurrency
Markets? Evidence from Twitter-Based Uncertainty Measures

OO

Research type

Case Study

Researcher

Wanshan Wu, Aviral Tiwari, Giray Gozgor, Huang Leping

Objectives

Using daily data from August 9, 2015, to July 7, 2020, this study examines
the effects of economic policy uncertainty (EPU) on the returns of four
cryptocurrencies: Bitcoin, Ethereum, Litecoin, and Ripple.

Findings

These results are robust to different measures of Twitter-based EPU and
different econometric techniques. Potential implications, including the
COVID-19 era, are also discussed.

Source
https://www.researchgate.net/publication/352366340 Does Economic_Policy Uncertainty Affe

ct_Cryptocurrency Markets Evidence from_ Twitter-Based Uncertainty Measures
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Metaverse-based Research

Virtual Marketplace

OO

Research type

Case Study

Researcher

Toshiya Kaihara

Objectives

e-Marketplace server for B2B EC with multi-agent paradigm, named market-
oriented programming, that mediates amongst unspecified various
companies in the trade, and demonstrate the applicability of the economic
analysis to this framework.

Findings

The proposed server facilitates a sophisticated e-Marketplace, which
conducts a Pareto optimal solution for all the participating business units, in
the coming agile era.

Source
https://www.researchgate.net/publication/222523357 A study on_virtual market model for e-
Marketplace server
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Metaverse-based Research

Advertising in the Metaverse: Opportunities and Challenges

Research type

Literature Study

Researcher

Bassant Eyada

Objectives

Explore the potential of advertising within the metaverse universe, the
challenges it would face, the virtual strategies that can tie in with the real
world, and how brands can forge their own virtual pathways in relation to
consumer behavior.

Findings

- Realistic brand placement

- Contextual advertising

- Create insentives to encourage real-life buying

- Advertise and sell virtual product

- Create virtual venue

Source
https://www.researchgate.net/publication/367173681 Advertising in the Metaverse Opportunit
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Metaverse-based Research

Immersive Employee Experiences in the Metaverse: Virtual Work
Environments, Augmented Analytics Tools, and Sensory and
Tracking Technologies

OO

Research type

Literature Review

Researcher

Daniel Carter

Objectives

Showing that virtual work environments as computer-generated reality
spaces integrate digital twinning, remote collaboration tools, productivity
software, and wearable self-tracking devices.

Findings

Text mining and analytics, data visualization tools, behavioral algorithms,
cognitive computing systems, and metaverse technologies can optimize
operational workflows and value creation across virtual workplaces

Source
https://www.proquest.com/openview/6fa26c8553f4bb6e9be9fef3b75ff6b2/17?pg-
origsite=gscholar&chl=2045093
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Education Issues in the Metaverse

Virtual learning model for metaverses

Research type

Research and development

Researcher

P. D. Ariyadewa, W.V. Wathsala, V. Pradeepan, R.P.D.D.T. Perera,
D.A.S. Atukorale

Objectives

To build a complete model for virtual world based learning process. The
learning model is an abstract which describes how learning process
involves tasks and object is organized.

Findings

The ongoing work presented here is focused on filling the void in virtual
world based learning models.

Source
https://lwww.researchgate.net/publication/251969835 Virtual learning_model for metaver
ses
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Metaverse-based Research

Using avatars and virtual environments in learning:
What do they have to offer?

Research type

Case study

Researcher

Garry Falloon

Objectives

explores the potential of avatar environments to act as powerful
communication mediums for students to display knowledge and
understanding, and engage in the development of ‘higher order thinking
skills, such as interpreting, analysing, evaluating, synthesising and
solving complex problems’.

Findings

The study indicates that the extent to which this can occur is reliant upon
the pedagogical approach and stance of the teacher in terms of their
views on ‘ownership’ of learning, and their adoption of organisational
structures such as collaborative groupings.

Source

https://www.academia.edu/4937397/Using_avatars _and_virtual_environments_in_learning
_What_do_they have to_offer
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Metaverse-based Research

A Metaverse: Taxonomy, Components,
Applications, and Open Challenges

Research type

Case study

Researcher

Sang-Min Park, Young-Gab Kim

Objectives

First, this study analyzed hardware components, software
components, and contents into component levels to create

an immersive experience in the Metaverse.

Second, this study analyzed user interactions, implementations, and
applications into approach levels to provide a stable experience in the
Metaverse.

Findings

We summarize the limitations and directions for implementing the
immersive Metaverse as social influences, constraints, and open
challenges.

Source
https://ieeexplore.ieee.org/stamp/stamp.jsp?arnumber=9667507
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Information Technology Issues in the
Metaverse

Artificial Intelligence for the Metaverse: A Survey

Research type

Case Study

Researcher

Thien Huynh-The, Quoc-Viet Pham, Xuan-Qui Pham, Thanh Thi
Nguyen, Zhu Han, and Dong-Seong Kim

Objectives

To explore the role of Al in the foundation and development of the
metaverse.

Findings

Most of the current metaverse projects limit users to explore, own, and
customize things in the virtual world.

In many Al-aided services and applications in the metaverse, the
decisions are made by Al agents.

Source
https://www.researchgate.net/publication/358761974 Artificial Intelligence for the Metav
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