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Abstract:The digital transformation of education and the in-depth advancement of “Artificial Intelligence +
Education” have provided new technological conditions for reconstructing teaching scenarios in the history
discipline. Metaverse Education (MetaEd), integrating extended reality, artificial intelligence, low-code scenario
construction, and multi-user online interaction, can transform historical knowledge into learning experiences
characterized by spatiality, interactivity, and contextuality. Based on the Educational Framework for Immersive
Learning (EFiL), the Cognitive Affective Model of Immersive Learning (CAMIL), and the SAMR model,
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and focusing on core concepts such as presence, agency, and social presence, immersive learning scenarios
including “Life of Ancient Humans,” “The Battle of Red Cliffs,” and “Qin’s Unification” were constructed in
conjunction with history classroom practice at Sun Wui Commercial Society Chan Pak Sha School. Teaching
observations were conducted through both hybrid learning and fully virtual learning modes. The practical results
indicate that MetaEd scenarios help enhance students’ situational interest, interactive participation, and learning
engagement, while also providing a relatively low-pressure interactive space for students who are less willing to
express themselves. In addition, spatialized, task-based, and gamified scenario design helps reduce the difficulty
of understanding abstract historical knowledge and promotes students’ transition from passive reception to
active exploration. Meanwhile, further improvement is still needed in areas such as device comfort, long-term
evaluation of learning effectiveness, data security, and ethical governance. Overall, MetaEd provides a referential
practical pathway for immersive, personalized, and intelligent history teaching.
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