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Course Description:

The metaverse is generally understood as a large-scale collection of virtual experiences that
users can visit through their digital avatars. This special topic aims to cover the emerging field of
the metaverse from technology to applications. The course will first introduce the technologies
supporting the metaverse, with a specific focus on immersive technologies such as augmented
and virtual reality, before discussing content creation and ownership. Topics covered will include
digital twins, 3D scanning, 3D scene design, blockchain and NFTs, AR/VR, and avatars. The
course will also include hands-on practice through labs, as well as a final project for students to

apply their knowledge.

Course Learning Outcomes:
By the end of the course, students will be able to:
1. Develop a broad understanding of the metaverse as an emerging field from a dual
technology/design perspective
2. Develop capability to design digital experiences driven by an understanding of the
underlying technology
3. Acquire practical skills to design new experiences in current and future metaverse

platforms
Grading:
30% Assignments and Labs 30%
Project 55%
Presence and participation 15%
100%
Topics:

1.Introduction to the Metaverse
2.The Human Perceptual System
3.Virtual Reality

4.Augmented Reality

5.Designing immersive experiences
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6.3D scanning and digital twins
7.3D modelling
8.Blockchain and NFTs

9.Avatars — Creation and Interaction
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