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Metaverse, Art and Design In order to conduct an investigation regarding the virtual world, with a strong
Practices, Virtual World, focus about metaverse, as an unfolding platform for artistic expressionism
within Pakistan’s rapidly advancing digital landscape. The latest
advancements in digital tools, virtual reality, and enveloping technologies have
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organically altered how artists conceptualize, manufacture, and present their
work, expanding innovative possibilities beyond the limitations of physical
media. For the purpose of data collection and analysis qualitative research

Article History

Received: 12 February 2026
Accepted: 23 March 2026
Published: 10 April 2026

methodology was put in action, data collection was carried out with the help
interviews using ten multimedia artists and art educators in Lahore as sample,
boosted by an extensive review of scholarly literature. The data analysis
demonstrates that the metaverse offers an unlimited creative environment that
facilitates interactive, immersive, and different forms of wvisual expression.
However, participants-identified considerable challenges, including ethical
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issues related to authorship, intellectual property, and originality; deficiencies
in digital skills and literacy; and network barriers that impede equitable access
to emerging technologies. The findings concluded underscore both the
metamorphic potential and the socio-technical obstacles associated with
utilizing the virtual world as an artistic medium in Pakistan. The conducted
study concludes that, despite the fact the metaverse presents unparalleled
opportunities for creative innovation, its effective association necessitates
ethical frameworks, educational reforms, and enhanced digital accessibility to
promote inclusive and responsible artistic participation.

INTRODUCTION

Art has revolutionized with the help of
innovative technology with every passing era. A
fast revolution of digital gadgets and

experiences. These immersive environments
rave viewers to act as participants, in order to
diminish the lines between creator and observer.
In order to captivate the art world, the most

advancements in techniques, artists have gained
exceptional freedom to push and experiment on
the boundaries of inventive expression. These
technologies have given birth to the emergence
of entirely new shapes of art, such as generative
art, digital painting and interactive installations,
which in the previous eras were far from our
imagination. The advancement and expansion
of virtual reality (VR) has emerged a pathway for
the artists to develop immersive worlds that
charm the audiences and offer multisensory

innovative mode of innovation is the metaverse.
The metaverse, is defined as an interconnected
and expansive virtual environment that is
capable of blending digital and physical worlds,
it then on the contrary offer’s audiences and
artists special chances for in-the-moment
communication, artistic cooperation, and
creative exploration. The use of metaverse is
becoming increasingly popular with time and
many experts believe that it has the potential to
completely transform the artistic world by
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making it more dynamic, accessible, and
interactive than it has ever been.

the implementation of metaverse in our
everyday existence has raised certain concerns
about its effects on the society. There are dangers
to not only physical but mental well-being as
well, which includes the risk of social isolation,
diminished in-person interactions, and an
excessive dependence on virtual experiences.
Extended engagement in digital environments
may lead to a disconnection from reality which
lays a role in diluting conventional social
connections. As we find ourselves on the ledge
of this new phase, it is important to reflect on
whether we are genuinely ready to accept life in
the shoes of metaverse and to carefully consider
the challenges, implications, and responsibilities
that are apart of this technological advancement.
In today's time where technological
advancements are emerging with every passing
day, the concept of the metaverse has taken an
emergence as a provocative possibility. an
extensive playground is offered to the artists and
designers to push their boundaries of creativity
in order to redefine the way of experiencing
visual expression with the help of the virtual
world. The concept Metaverse is basically a
virtual digital world that focuses on social
connection in a parallel, sciencefictional
alternate world, and futuristic. It is a concept
that is being heavily funded by Tech giants such
as OpenAl and META, as per Mark Zuckerberg
it is also believed that every human interaction
will shift to it soon as well. 3D virtual and
augmented reality technology granted artists and
designers a chance to create their imaginations,
without any limitations; with the help of
metaverse anything can be created, even those
things can be created which have limitations in
the real world due to natural scientific laws, and
the real wonder is that a person can
simultaneously experience their creativity in real-
time.

Examining the metaverse's transformative
potential for artists, designers, and educators is
the goal of this topic's exploration in art and
design. Artists and educators may embrace new
tools and platforms, adjust to changing
technologies, and help shape the future of
artistic expression by comprehending the
importance of the metaverse. It also gives birth
to questions related to collaborative methods,

ethical issues, and changing function of art
institutions in today’s digital world. Keeping this
in view the main goal of the whole investigation
is to encourage artists to interact with metaverse,
take advantage of its potential, and rethink the
limits of design and art.

LITERATURE REVIEW

Communication has been an important factor
to gain the advancement and growth of human
society all throughout history. It is an innovative
technology that has improved from primitive
symbols to contemporary universal alphabets,
which then enables individuals to interact and
share knowledge and ideas. There are bundle of
symbols and signs, such as visual, verbal,
graphical, and linguistic representations. People
have been able to connect with others in society
and remove  boundaries  thanks to
communication. People used to live in tribes
throughout the early stages of human
civilization, and because language limitations
made communication difficult, information was
not shared or exchanged. However, as spoken
languages evolved and were adopted by various
tribes, tribal alliances were forged, which
resulted in the unification of civilization.

The quick development of civilization was
greatly aided by communication.
Communication methods were employed by
ancient monarchs to stay in control. In a same
vein, prophets disseminated divine teachings
throughout society by virtue of their special
divine communication skills. The world
improved as a result of this information and idea
exchange, which also strengthened human
unity. Societies were able to grow and advance
through excellent communication, which is still
a vital instrument for human growth today.
Humans rely heavily on their sense of vision and
learn from didactic images within their
environments. For this reason, in traditional
educational environments, educators care about
visual representation. “Visual mind is more than
a communication system. The visual mind is also
avaluable cognitive system,” Dake (1999). When
people respond to visual symbols, they not only
look at the colors, sizes, and shapes of the
symbols, but they also make connections
between the visual symbols and their
experiences. According to Morgan and Welton
(1992), image creators need to convey messages
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in a way that viewers can focus on the message,
interpret it, understand it, and possibly act on it.
Image creators should make messages as clear as
possible because, if the image creator is sending
the message without the viewer understanding
the message, they are not communicating. Visual
symbols are also used as a way of communication
from which the human brain can interpret or
relate easily; they can be in the form of linguistic,
verbal, graphical, and pictorial representations.
When people respond to visual symbols, they
not only look at the colors, sizes, and shapes of
the symbols, but they also make connections
between the visual symbols and their personal
experiences.

Human communication is limited, and it relies
on creating an image in the minds of others to
convey meaning. However, this process is subject
to various forms of distortion, and
interpretation is required for effective
communication (Stern & Robinson, 1994).
While an image in Second Life may help the
viewer reproduce the intended concept, without
interpretation, they may never fully understand
its meaning. Communication occurs when
viewers receive, learn, and understand the
intended meaning of images, and automatic
cognition can only build new knowledge based
on prior experience. Due to regional limitations
in experience, people may not automatically
make sense of this global culture. Furthermore,
images carry meaning, but the same shapes,
colors, and compositions may hold different
meanings in different cultures (Arnheim, 1970).
Visual communication can only be successful
when both the communicators and viewers
connect the same meanings to the same images.
Without this shared understanding, viewers
must construct their own meaning, which can
lead to communication failure = when
communicating visually with people who have
dissimilar cultural or personal backgrounds.
Intellectuals from the Age of Enlightenment put
forth the concept of a single, global world in the
18th century. Despite being regarded as
impractical at the time, this concept gained
credibility as science and technology advanced.
Modern society has invested a lot of money in
creating sophisticated
technologies, which have led to the creation of
tools for communication that span continents.
As a result, individuals are now closer to one

communication

another and cultures may now be shared
globally. Due to these inventions, the globe has
become a global village.

In the 1980s, the Internet was invented as a way
to connect multiple computers and servers for
improved communication. The internet has
since become known as a "Second Life," it is an
online platform for people to socialize,
communicate, and share data. Today, nearly
75% of the global population has access to the
Internet, surpassing the number of people with
access to clean water, as reported by the World
Health Organization in 2018. Because of the
internet, humans have been able to transfer and
access information in a way that has made the
concept of a unified world a reality. However,
the internet cannot be considered an alternate
reality due to the limitations it has compared to
reallife experiences. So, to overcome the
limitations of the second life, a new technology
has emerged in the 21" century, known as the
metaverse. One of the most recent technological
advancements that has been gaining popularity
is the concept of the metaverse. The metaverse is
a shared virtual space that is created by the
union of physical and virtual reality. It is a virtual
world where people can interact with each other
in real-time, and where physical and virtual
objects can coexist. With the development of the
metaverse, it has become possible to experience
art and creativity in a completely new way.
Rockstar, a game design industry, has already
shifted its games to the metaverse, where a
person can adopt his/her character in it and can
play the game in real-time. Not only has the
game industry started to move into the
metaverse, but fintech companies are investing
in a metaverse land registry known as Earth 2.
They believe that the real estate value of the
metaverse will be more than that of actual land.
McDonald’s, a fastfood company, recently
launched its food delivery service in the
metaverse in 2022. Anything ordered in the
metaverse will be delivered to a person’s actual
address.  With  this advancement and
adaptations, a lot of questions still need to be
answered, such as who will control the
metaverse, what will be the rules and
regulations, what will be the eligible age to be in
it, what will happen to our real body and world,
and most importantly, are we going to be
immortal?
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METHODOLOGY

This study employed a qualitative research
design to explore how the virtual world—
particularly the metaverse—functions as a
platform for artistic expression within Pakistan’s
evolving digital landscape. The methodology
used for this study analysis was qualitative. This
technique was chosen as it plays a role in
facilitating a  comprehension of artists'
experiences, perceptions, and interpretive
processes, all of these are crucial to studying the
development of digital practices. The aim of this
research is to determine how virtual
environments influence artistic expression, what
kind of practical and ethical issues are given rise,
and what skills are important for interacting
with immersive technologies effectively. As a
part of sample ten participants from Lahore were
selected with pertinent expertise in digital tools
and conceptual engagement. Apart from that
their virtual creative environments were chosen
using a technique of deliberate sampling from a
target group of creative visual practitioners, for
example multimedia artists, art teachers and
digital designers. In order to gather data semi-
structured interviews were constructed which
promoted open-ended conversation while still
adhering to the main research topics.

The data was complemented by a deep analysis
of literature that played a role in provided
theoretical underpinnings in visual
communication, virtual environments and
digital culture. With the permission of the
concerned interviewee their 30-to-45-minute
interviews were recorded before being
transcribed verbatim for analysis. In accordance
with Braun and Clarke's six-step approach the
collected data was analyzed which included
becoming familiar with transcripts, creating and
improving themes, coding significant units, and
combining insights into a coherent story.
confidentiality, Informed consent, respectful
participation, and fair representation of answers
were used to place ethical concerns at the
forefront. The research acknowledges a bundle
of limitations, like limited geographical scope,
limited sample size, and changing nature of
metaverse technology, which msy have an impact
on the applicability of the findings. Apart of
these limitations, the study provides significant
insights in the possibilities and difficulties

involved in using virtual worlds as creative
platforms in Pakistan.

Type of Research:
Qualitative Research.

Research Questions:

1. How does virtual world act as a platform
for artistic expression

2. how does virtual world influence the
creative process and outcomes?

3. What are the ethical implications and
considerations  associated  with  artistic
expression and visual design in the virtual world
and how they differ from those in traditional
artistic contexts!

Objectives:

The objectives of the paper are the following:

o Explore the concept of the virtual world
and its potential as a platform for artistic
expression and visual design.

o Examine how the virtual world can
expand the boundaries of artistic expression and
visual design.

) Assess the ethical considerations and
implications associated with artistic expression
and visual design in the virtual world.

o Identify the skills and competencies
required for artists and designers to effectively
navigate and leverage the virtual world for
creative purposes.

The main target of this article and study is to
comprehend the virtual world as a new medium
for artistic expression and visual design
investigation so that emphasis is laid on its
promise, difficulties, and ramifications for the
designers and artists in Pakistan's quickly
changing digital scene.

Significance:

This research offers its researcher an in-depth
analysis of the virtual world as a new and
innovative medium for creating exceptional
expression and the investigation of visual design.
It brings to light on how the virtual world has
developed the ability to transform Pakistani
artistic traditions in a completely different
manner. Pakistani designers and artists get an
opportunity to find new opportunities in order
to push the limits of their creativity by utilizing
and comprehending the potential of the virtual
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world. A critical evaluation has been given to the
ethical issues and consequences with respect to
artistic expression and visual design in today’s
virtual world. This article examines the
difficulties that arise with navigating this digital
environment, highlighting the significance of
moral judgment and responsible artistic
practices in Pakistan.

Instruments:

The two main tools utilized in this study in order
to complete collection of pertinent data and
insights were interviews with experts of the
concerned industry and a thorough literature
review. These techniques were carefully selected
to guarantee a thorough investigation of the
subject, serving as the basis for discussion and
analysis.

The primary source of direct information and
experience in artistic expression and visual
design within the virtual world came from
interviews conducted with experts in the field.
Significant  insights into the potential,
challenges, and implications of employing the
virtual world as a platform for artistic expression
were gleaned from collaborative and structured
conversations with seasoned professionals. The
research findings were supplemented by these
interviews, which provided a more profound
understanding of the practical aspects, emerging
trends, and industrial perspectives.

A literature review was also conducted to
compile data from academic publications,
books, research papers, and reputable online
sources. This thorough review of the literature
made it possible to conduct a thorough analysis
of the theoretical frameworks, conceptual
underpinnings, and earlier research related to
the virtual world. A  comprehensive
understanding of the topic was gained through a
critical examination of relevant research sources.

Population and Sampling:
The target population consisted of creative
visual practitioners, including:

. Multimedia artists

. Digital designers

. Art educators

. Practitioners engaged in VR/AR digital
art

Individuals with a background in digital tools or
a theoretical understanding of immersive virtual

environments were selected through a purposive
sampling method. The study's research
questions  benefited  substantially ~ from
participants' contributions.

The sample was comprised of ten art educators
and creative professionals from Lahore,
Pakistan. Individuals were selected based on
their desire to participate in in-depth interviews
and their engagement with digital creative
activities.

Limitations:

) The study's scope was limited due to
time, mobility, and resource constraints to
practitioners in Lahore.

o As metaverse technology is still in its
developmental stages, participant experiences
may vary significantly and may not accurately
represent long-term adoption trends.

o The sample size, although suitable for
gaining in-depth qualitative insights, does not
accurately represent the entire national creative
community.

Despite these limitations, the research provides
valuable insight into the early-stage perceptions
and opportunities associated with virtual artistic
environments in Pakistan.

DATA ANALYSIS

A thematic analysis framework was used to
evaluate data collected through semi-structured
interviews with ten multimedia artists and art
teachers in Lahore. Using this method,
researchers were able to find common themes,
conceptual understandings, and underlying
assumptions regarding virtual environments as a
means of creative expression. Interview
transcripts were repeatedly checked for
familiarity and key ideas coded, grouped into
thematic categories, refined, and finally grouped
into major themes that reflected participants'
overall experiences, following Brown and Clark's
six-step approach.

The study identified five main themes: (1)
creativity in virtual worlds, (2) changes in artistic
processes, (3) ethical issues and ownership
challenges, (4) skills and competencies required
for digital engagement, and (5) structural
barriers and challenges in Pakistan. Taken
together, these topics provide deep insight into
how creators perceive and interact with the
evolving digital world.
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Coding Table (Thematic Analysis)
Table 1. Coding Framework for Qualitative Data Analysis

Initial Codes

Condensed Codes /
Meaning Units

Emerging Categories

Final Themes

“No boundaries in
virtual art”

Virtual world
physical/material limits

removes

Freedom of creation

1. Creative Potential of

the Virtual World

“I can build anything I | Imagination  as  the | Immersive creative

imagine.” primary driver of creation | possibilities

“The audience can | Interactive and | Spatial immersion

walk inside my work.” | experiential art

“Digital tools changed | Workflow Shift in  creative | 2. Transformation of
how I start my work.” | transformation process Artistic Processes

“Al helps but does not
replace the artist”

Al as a supportive tool

Meaning-making still
human-centered

“We collaborate more
online now.”

Collaborative creativity

Global interaction &
digital co-creation

“People can copy your | Digital plagiarism | Ownership 3. Ethical Considerations
art easily online.” concerns vulnerability & Ownership Issues

“No laws for digital art | Legal gaps in Pakistan Absence  of IP

here” frameworks

“Al-generated work—
who owns it!”

Authorship ambiguity

Ethical dilemmas in
virtual art

everything now.”

clarity

“Knowing software is | Technology alone | Need for critical | 4. Skills & Competencies
not enough.” insufficient thinking for Digital Engagement
“Storytelling is | Emphasis on conceptual | Narrative-driven

digital art

“Teachers need digital
training too”

Skill gap in educators

Digital literacy needs

“VR headsets are too
expensive here.”

Cost barriers

Accessibility issues

5. Structural Barriers in
Pakistan

“Students outside big
cities cannot

participate.”

Urban-rural digital divide

Inequality in digital
access

“Internet speed limits
what we can do”

Infrastructure problems

Technological
constraints

“This is the future for | Optimism about the | Positive outlook 6. Future Possibilities &
artists.” metaverse Outlook

“Pakistan can lead if | Need for institutional | Vision for

trained well.” support advancement

1. The Virtual World as a Limitless Creative
Platform

A prominent theme emerging from the
interviews was the perception of the metaverse
as a vast, limitless space for creative exploration.
Participants referred to the digital realm as an
“infinite canvas” where creativity can flourish
without the limitations of matter, gravity, size, or
expense. Artists showed excitement for the
immersive potential of digital and augmented
reality, enabling creators to build complete

worlds, settings, and storytelling spaces for
audiences to explore. One participant stated, “in
the metaverse, imagination is the only limit. I
can create things I could never make with my
hands.” This sentiment reflects a shared belief
that digital systems enable modes of visual
narration, spatial alteration, and interactive art
exhibits that are impossible in the physical
world. The digital landscape thus enhances
creative liberty and introduces a fresh dimension
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for sensory involvement, audience engagement,
and experiential art creation

2. Transformation of Artistic Processes and
Creative Workflows

The second theme works on highlighting the
shifting nature of artistic production as a result
of integration of digital technologies.
Participants continuously stated that tools such
as Artificial Intelligence generators, VR
sculpting programs, 3D modeling software and
immersive interfaces are significantly altering the
creative process. While some selective artists
articulated apprehensions related to the
potential  erosion of the “handmade
authenticity” inherent in traditional forms of
art, a considerable number acknowledged that
advancements in  technology  expedite
workflows, introduce innovative methodologies
for conceptual development and broaden
stylistic avenues. One of the educators
remarked, “Al is capable of assisting the ‘how’,
but the artist still works on defining the ‘why’.
The real message remains a human endeavor.”
This differentiation sheds light on the
participants’ conviction that technological
innovations augment technical capabilities
without supplanting artistic intention or the
processes of meaning-making. Apart from that
metaverse facilitates collaborative creation and
real-time integration of audiences, thereby
empowering  artists to  connect  with
international peers, obtain immediate feedback
and participate in  cross-cultural digital
initiatives. Consequently, the artistic process is
transitioning from a solitary, hybrid, physical
undertaking to a dynamic and participatory
digital experience.

3. Ethical Considerations, Ownership Issues,
and Authenticity Concerns

The ethical ambiguities surrounding intellectual
property (IP) in virtual worlds were a major
source of worry for nearly all participants. Many
respondents were unclear about how artworks
could be protected in an environment where
sharing, copying, and alteration are
commonplace. One artist expressed concern
that digital work would be replicated without
due credit, saying, "There is no obvious means
to preserve digital art in virtual places here."
Participants also raised concerns around

authorship, authenticity, and Al involvement.
"Anyone may reproduce your work and claim it."
Concerns were raised over how to preserve
uniqueness in digital spaces, who should be
given credit when portions of the artwork are
produced by machines, and what legislative
actions could safeguard Pakistani artists' rights.
These issues highlight the urgent need for more
precise moral guidelines, legislative frameworks,
and policy development in order to protect
digital creative work. The results suggest that
artists may be hesitant to fully participate in
metaverse-based creation in the absence of such
mechanisms.

4. Skills, Competencies, and the Evolving Role
of the Artist

The changing skill requirements in the field of
digital creativity were another important issue.
Participants acknowledged that working in
virtual creative environments requires not only
software technical proficiency but also a solid
conceptual grasp, adaptability, and narrative
skills. Critical thinking is more important than
ever, according to a number of educators.
"Mastering tech is basic, but making meaningful
art in the metaverse takes good narrative," said
one educator. This emphasizes how important it
is for artists to develop multidisciplinary abilities
that include digital literacy, visual design, user-
experience considerations, and technological
fluency. While some seasoned artists had trouble
transitioning to digital tools, younger artists
were perceived as more flexible. The findings
also show that in order to adequately prepare
students for their future artistic pursuits,
Pakistani art education must progress to include
courses on VR/AR environments, digital ethics,
creative coding, and immersive design.

5. Structural Barriers and Challenges in the
Pakistani Context

The next subject highlights the infrastructural
and socio-economic boundaries unique and
innovative to Pakistan. Individuals have
highlighted confined get right of entry to
excessive-velocity net, up to date hardware, VR
equipment, and specialized education as main
obstacles to adopting metaverse-based totally
practices. These challenges expand disparities in
creative possibilities by creating a digital gap
between urban and non-urban creatives.
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"Metaverse is not only about creation; it is also
about who can come up with the money for the
instruments to produce,” one respondent noted.
Additionally, interviewees mentioned the lack of
institutional support, uneven levels of virtual
literacy, and the general public's limited
awareness of developing technologies. These
difficulties suggest that systemic improvements,
such as financing for technology infrastructure,
educational packages, and public access to
virtual assets, are necessary for Pakistan to
embrace the digital world as a vital creative
platform.

6. Future Possibilities and Outlook

Regardless of the obstacles, the final topic
highlights a strong sense of hope regarding the
future of digital art and digital spaces in
Pakistan. Participants viewed the metaverse as an
exciting opportunity for creative innovation,
cultural narration, and global recognition. They
expressed optimism that enhanced educational
opportunities, institutional involvement, and
advancements in technology could allow
Pakistan to contribute significantly to worldwide
digital art movements. Interviewees felt that with
adequate support, the metaverse could
transform not just artistic practices but also
education,  collaboration, and  cultural
preservation.

Summary of Thematic Findings

The thematic analysis demonstrates that while
the virtual world provides a lot of creative
possibilities, its very successful adoption in
Pakistan very much depends on addressing the
issues of infrastructure, ethics, and technicality.
However, artists recognize the transformative
power of immersive digital environments and
emphasize the need for legal protection,
training, and equitable access. When taken as a
whole, the findings present a nuanced
understanding of how Pakistani creators
navigate  emerging  digital  landscapes—
excitement  with  uncertainty,  balancing
innovation with caution and opportunity with
structural limitations.

DISCUSSION

The adaptation of technology is very much
essential nowadays to be a part of this world; it
is accepted that technology has taken over the

natural living of human standards. This change
is not a new thing in our civilization; with time,
people and society gradually change, but now,
when we are heading towards the 22" century,
technology is rapidly overcoming our behavior.
Almost everything is shifted towards digital
mediums, and when we get used to it, then a new
upgrade takes place, and we have to adopt that
change as well. The learning process of humans
has enormously increased; we can’t just survive
on a single skill, we need to constantly refresh
our skills constantly otherwise society will leave
us far behind.

Digitalization has indeed caused a major shift in
various fields, including art, banking, and
libraries. In the past, artwork was mainly created
through traditional methods such as painting,
sculpting, and drawing, which required a great
deal of time and effort to produce a masterpiece.
However, with the emergence of digital
technology, art can now be produced with just a
click, using Digital media or other Artificial
Intelligence tools. This has led to a decline in the
traditional forms of art, and artists and
instructors have had to adapt to the new
technology to remain relevant and keep up with
the changing times.

Virtual Reality Metaverse is an alternate visual
world ~ which is another technological
breakthrough, not only has our digital directory
been shifted in it, but also our minds, body
avatars, and even currency have been shifted.
With the help of artificial intelligence, a person’s
profile, behavior, and interests can be identified
within a blink and can be replicated. Similarly, a
person can choose his/her body as a virtual
representation known as an avatar, it can be
non-judgmental and can be anything, even a
person can adopt an animal body if he/she wish.
Metaverse sounds exciting and scary at the same
time. The breakthrough in metaverse technology
came when a tech company named Oculus
invented digital gloves in 2014 which enabled
people to feel the tangible virtual material in the
metaverse, with high-tech smart sensor
technology a person can experience the surface
present in that other world, with this
breakthrough a lot of giant techs have started
funding the metaverse projects and are believing
that artificial virtual world will be the new
parallel world in future.
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As Taylor (2000) states, “Everything that we
create somehow affects everything around us.”
This new technology is also affecting the way we
teach and how we acquire knowledge. Distance
learning is an excellent example of this concept,
a person now has excess to top universities and
college degree programs irrespective of where
he/she is placed. When education takes place in
the virtual world, who the instructor is and who
the students are is not as obvious as in a real-life
educational environment. So, “Education for
all” will become a reality in the virtual world,
and as seen in the COVID-19 pandemic, all
education was shifted online within a moment.
Yes, it is difficult for the older generation at first
to adopt it, but with time, they will adopt the
change.

The findings from interviewers suggest that
teaching skills aren’t as important in metaverse
as teaching critical thinking is, according to
them, skills can be taught and the 3D images can
automatically be created with advanced artificial
pre-set templates, but the real challenge for local
artists will be that what should be created and
how it can affect the society as a whole, with
metaverse technology all boundaries of
limitation will be eliminated and everyone is
going to have equal opportunities to contribute
in it.

Metaverse allows students and teachers to meet
digitally, regardless of their location. This
functionality can lead to improved education for
those willing to engage with it. Art educators can
create virtual landscapes based on their lesson
plans, offering a more immersive learning
experience as opposed to reading from a book.
Incorporating virtual reality in schools provides
benefits over traditional models by allowing
children to virtually visit historical places or
conduct practical experiments in a safe virtual
environment. Educators can create learning
activities that make use of hand movement, like
teaching pupils sign language or how to write.
Muscle memory is formed during virtual
experiences and can be applied in the real world.
Safety is yet another important component that
can be marketed by metaverse learning
environments which play a hand in allowing
educators to put a stop to or at least decrease
bullying, control student interactions, or
separate children for punitive purposes by
adjusting permissions in the virtual space. In this

structure, children are able to focus on learning
without any distractions. Apart from that virtual
reality classrooms present some provocations,
like accommodating children with disabilities
such as vision impairment or hearing, which
may not be easily communicated, as they are not
able to use the headsets to enter the metaverse.
The term Metaverse, also called the third virtual
world, gives rise to a bundle of other queries like
our preparedness to live in this virtual world.
Although the metaverse offers exciting
opportunities  for  entertainment,  social
interaction and art it also presents new
challenges and risks. the prospective impact of
the metaverse on our physical and mental health
is the main concern. Experts are on the
argument that spending too much time in the
metaverse could lead to a separation from reality
and an increase in social isolation. With the
advancement in technology, it has become all
the more vital to consider the implications of
living in a virtual world and to consider the fact
that if we are truly ready for the next phase of
technological advancement. As the investigation
on the metaverse goes on, we must guide ethical
considerations to ensure that this digital
platform remains a space of artistic respect and
integrity. Queries like intellectual property,
authenticity, and the preservation of artistic
value need attention, as of today, Pakistan lacks
the rules and regulations for the virtual world.
The metaverse will function as a platform that
uplifts and supports local artists while also
defending their rights because it strikes a balance
between ethical standards and the freedom of
artistic expression. The Metaverse aims to depict
the rise of technology art, where cutting-edge
platforms and tools serve as a foundation for
local young artists to experiment with cutting-
edge media and methods. With the aid of
augmented  reality and  virtual reality
technologies, young artists can create hybrid
artworks that engage viewers on multiple sensory
levels by fusing traditional and digital elements
in interactive experiences, immersive
installations, and dynamic visual narratives.

We must give education and digital literacy top
priority if we are to fully embrace the metaverse
in Pakistan. This will require providing
individual artists with the necessary knowledge
and skills. To create a metaverse that is
consistent with our shared goals and values,
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educators, artists, tech developers, legislators,
and the general public must work together. In
addition, the digital divide is a crucial factor.
Not everyone has equal access to the
infrastructure and resources required to fully
engage in the metaverse, despite the fact that
technology is still developing quickly. In order to
ensure that everyone has access to the metaverse
and to stop additional social injustices, closing
the gap is crucial.

In a futuristic alternate reality, the Metaverse is
a virtual world that emphasizes social
connections and provides countless
opportunities for creativity and exploration. It is
possible to create a completely new way of life in
this world, just as Adam and Eve did when they
first arrived and established a new civilization.
The Metaverse has enormous potential to
completely transform how we interact,
communicate, and live. However, we must
proceed cautiously as we enter this virtual world
to make sure that we are raising rather than
lowering human experience and standards. We
could soon build a metaverse for Pakistani artists
where the limits of creativity are pushed by
resolving issues, closing the digital divide, and
promoting responsible participation.

CONCLUSION

Digital art and virtual reality in particular have
transformed the art world and created new
avenues for artistic expression. The newest
technological advancement that has captured
the attention of designers and artists is the
metaverse, a shared virtual environment that
blends virtual and physical reality. It pushes the
boundaries of creativity and produces a fresh
canvas for artistic investigation. For educators,
designers, and artists, the metaverse has
transformative potential. Local artists can adapt
to new technologies and help shape Pakistani art
expression in the future by embracing new tools
and platforms. The metaverse gives artists a huge
playground and enables them to produce an
entirely immersive experience that captivates
viewers in a novel and thrilling way. The
metaverse has the power to change how we
perceive artistic creativity and to redefine the
parameters of art and design.

However, people are concerned about the
impact of the metaverse on our society. We may
become disconnected from reality and

experience loneliness if we spend too much time
in the metaverse. We must consider what it
means to live in a digital world and whether we
are truly ready for this new technological era. In
order to maintain the metaverse as a place where
art is respected and valued, we must also
consider ethical issues. Finding a balance
between allowing artists to express themselves
freely and adhering to ethical standards requires
careful consideration of issues like ownership of
ideas, being truthful, and preserving the value of
art.

Recommendations:

1. Enhance Digital Literacy and Skill
Development:

Including digital art training, 3D modeling, and
VR/AR tools in the art and design curriculum,
as well as providing workshops to assist
educators and artists in acquiring the skills
needed for virtual creative environments.

2. Establish Ethical and Legal
Frameworks:

To safeguard digital artists and promote ethical
creative practices in the metaverse, explicit
policies  regarding intellectual  property,
authorship, and Al-generated content should be
developed.

3, Improve Technological Infrastructure
and Access:

Increasing access to high-speed internet, offering
reasonably priced digital tools, and establishing
community-based digital labs are all ways to
lower  barriers and encourage greater
involvement in virtual art.

4. Promote Institutional Collaboration
and Public Engagement:

fostering collaborations between tech firms,
academic institutions, and cultural
organizations, as well as planning virtual
exhibitions and awareness campaigns to
promote digital art research, visibility, and
public comprehension.
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