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Metaverse is being used for various fields including education. Focusing on the positive integration
of metaverse and disaster education, we propose Evacuation Training in Metaverse (ETM) and
prototype a ETM system. In addition to fundamental metaverse functions (e.g., simultaneous access
by many users), the ETM system provides evacuation training functions: (1) suddenly a disaster
occurs in the metaverse (3D virtual world) and an evacuation training begins, (2) disaster situations
are expressed based on a scenario focusing on situational and audiovisual realities, (3) non player
characters are generated (displayed) during the evacuation training, and (4) an opportunity for users
to reflect on their evacuation (training) is provided after the evacuation training. The ETM system,
prototyped using Unity and Photon, is supposed to be mainly used with head mounted displays such
as Meta Quest 2.
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