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ABSTRACT:

Background: Metaverse which is one the contemporary technologies that is shaping the way information is acquired
and managed in the digital ecosystem entails the acquisition of special skill for both the librarians and the library user
to be able to harness the gain of digital togetherness and the associated experience.

Purpose: This study is an enquiry into ascertaining the views of librarians as it concerns the need for metaverse in
libraries and meta-literacy for librarians and library users in this era of metaverse.

Methods: The study used descriptive survey research design approach. The sampled population for this study was
850 selected through purposive sampling technique. The primary instrument used in this study for data collection is a
questionnaire structured according to the modified Likert scale on four point rating while data collected were analyzed
using frequencies, simple percentiles and presented in tables.

Results: It was discovered that the librarians were aware of the potentials of metaverse towards effective library
services and that the potentials of the technology requires that both librarians and library users need to be meta-literate
for them to gain the prowess to adeptly interact with digital information within the digital world of metaverse.
Conclusions: The optimal utilization of the metaverse technology in libraries of any sort depends on the meta-literacy
skills acquired or possessed by both the librarians and library users. This is because without such skills, both librarians
and library users cannot navigate and understand what happens within the digital ecosystem.

Keywords: Metaverse, Librarian, Library User, Meta Literacy, Information and Communication Technology, Virtual

Reality

1. Introduction

Man after creation has remained an enquirer trying
to get the best out of his environment by applying
knowledge as to harnessing the best around with a view
to making life better. The quest to make the best out of
life, has resulted in man applying scientific knowledge
that has resulted to a global digital ecosystem in which
the world is ruled by information propelled by the emer-
gence of information and communication technology
(ICT) and powered by computers. The irony of it all is
that we are today living in a dynamic digital ecosystem
in that no decade passes without an invention of a new
technology with each coming with both sides of the

coin (beautiful and ugly sides).

In recent time, more so after the insurgence of covid-19
and the associated social distancing, various technolo-
gies came to lime-light which has seen the birth of
new concepts and terms with different approaches to
making life more realistic, easy and pleasant. To this
end, the world is not only talking of ICT but it is
also today talking of new technological sensations like
simulation of the human brain also known as artifi-
cial intelligence (Al), blockchain, avatar and one of
the latest in the vocabulary of information communi-
cation technology, metaverse. As revealed by Tucci
and Moore, the metaverse bubble popped in late 2022,
about the time ChatGPT captured the world’s attention
(1].
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Ultimately, metaverse is perceived as the next evolution
in social connection and the successor to the mobile
internet. Like the internet, the metaverse will help one
connect with people when not physically in the same
place and get one even closer to that feeling of being
together in person. While the internet is a network of
billions of computers, millions of servers and other
electronic devices that allow users can communicate
with each other, view and interact with websites, and
buy and sell goods and services. The metaverse doesn’t
compete with the internet. While the internet is used
primarily for browsing, the metaverse offers a more
immersive experience where people can "live" to a
degree in virtual spaces. The growth of the internet has
spawned many services that are shaping the metaverse
indicating that metaverse builds on internet thus does
not compete with it [2].

As asserted by Lubetsky in a talk at the MIT Platform
Strategy Summit, the metaverse remains a domain
of niche applications, used by consumers for enter-
tainment and gaming but stopping well short of an
all-encompassing virtual reality, controlled by large
competing ecosystems such as the Apple and Android
meta worlds with limited interoperability and it is a
dynamic, open and interoperable space, much like the
internet but in 3D [3], while Kristensson describes it
as a merging of virtual, augmented and physical reality
so that we can engage in the digital world as in the
physical world [4] and to Walsh, it’s a vision for a net-
work of digital worlds through which we will navigate
seamlessly using virtual reality (VR) and augmented
reality (AR) devices to connect with others [5]. The
implication is that Virtual reality (VR) and augmented
reality (AR) are two technologies considered particu-
larly important to the development and growth of the
metaverse as VR is a simulated 3D environment that
enables users to interact with a virtual surrounding in
a way that approximates reality as perceived through
our senses. This approximation of reality is now typi-
cally accessed through a VR headset that takes over a
user’s field of vision. Haptic, including gloves, vests
and even full-body tracking suits, enable more lifelike
interaction with the virtual environment and AR is

less immersive than VR. It adds digital overlays on top

of the real world using digital rendering tools. Users
can still interact with their real-world environment.
The game Pokémon Go is an early example of AR.
Google Glass and head-up displays in car windshields
are well-known consumer AR products. As averred by
Tucci and Moore Visions of a parallel digital universe
where humans can experience life in ways both akin to
and not possible in the real world aren’t new as they
predate the internet [1]. The only thing that is novel
is the concept of a blended physical and digital reality
which became more tangible in recent decades as tech-
nological advances from the near-universal adoption
of mobile phones and rollout of high-speed internet to
popular games such as Pokémon Go made the meta-
verse seem less far-fetched.

With Virtual Reality (VR) technology becoming more
prominent, there is this hike that there is need for the
application of metaverse in libraries if one considers
its benefits to both libraries and librarians. Despite
the recent popularity in the virtual landscape and the
associated prospects for libraries, there are notable
challenges for libraries if it is to be effectively utilized
in libraries that call for librarians and library users
acquiring the desirable new skills and metaverse profi-
ciency. One thing that calls to mind in this situation
is for librarians and users to incorporate meta-literacy
which explains the needed skills for individuals to excel
in the present global digital ecosystem as the skills
are embodiment of digital literacy, critical thinking,
ethical information usage as well as full understanding
of global information dimension. It is against this
backdrop that Ajani et al emphasized the need for
librarians and library users to explore the dynamics
of metaverse and its capability to replete with large
amount of information storage as meta-literacy skill
is what librarians and users cannot do without in the
present digital age [6].

There are also research based evidences in recent time
unfolding the prospects of metaverse in libraries among
them are Lam who addressed complexities of embed-
ding VR technology as one of the key technologies
driving the metaverse into library education and train-
ing initiatives [7], Jin and He who explored how the

metaverse might augment information retrieval and
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access [8] as well as Pu et al., that looked into the
potential of virtual reality (VR) technology in enrich-
ing library programmes and services and concluded
that VR technology holds the capability to elevate var-
ious aspects of library engagement, including virtual
reference services, immersive tours of library spaces,
and the creation of virtual learning environments [9].
Regardless of these notable prospects metaverse tech-
nology has for libraries, it is pertinent to state that
the technology also came with its own hydra-headed
challenges such as safeguarding user privacy among
others which librarians must also battle with if the gains
of the technology are to be harnessed to the fullest.
It is in view of the above there arise, the need for
meta-literacy for librarians and library users and since
metaverse and its associated technologies have great
potentials to restructure library services and programs
there is also the need for new windows for changing
user interactions. In all, librarians have always been
at the forefront of providing access to information and
going by the highlighted benefits, do one assumes that
the metaverse opens up new avenues for expanding this
accessibility. If this assertion should hold in libraries
of developed nation can this be said to be same in
developing nations like Nigeria and are librarians and
users alike equipped in skills to manage and utilize this
technology. It is in view of this and as result of existing
knowledge gap of the subject area in this part of the
globe, that this study has become imperative with area
of concentration being Nigeria and while librarians

form the population of study.

2. Objectives of the Study
The principle objectives of this study are to:

I Ascertain the benefits of adopting metaverse in

libraries

II Determine the need for fostering meta-literacy

among librarians and users and

III Identify challenges that will militate against uti-

lization of metaverse in libraries.

3. Review of Literature

3.1. Conceptual Overview

3.1.1. Metaverse

Going down the memory lane, the recent hype around
the metaverse could be traced back to the 20th century
to be precise in 1992 when the word “Metaverse” a
combination of the words “meta” and “universe”, was
introduced by Neal Stephenson into the lexicon, albeit
in a fictional setting in his dystopian sci-fi novel Snow
Crash describing a virtualized environment where
people gained status based in part on the technical
skill of their avatars. In addition to popularizing
the concept of digital avatars, the novel’s depiction
of a networked 3D world is said to have influenced
real-life web programs, including Google Earth and
NASA World Wind [10]. Another novel that made
metaverse famous was Ernest Cline’s Ready Player
One, published in 2011 and later made into a movie by
Steven Spielberg. It depicted a future where people
escape real-world problems by entering The Oasis; a
virtual world accessed using a VR headset and haptic
gloves that provide tactile sensations. Such haptic
feedback also became a key metaverse building block.
Apart from fiction, the foundational technologies
supporting an actual metaverse date back to the 1960s.
The metaverse’s legacy includes two other hype waves
that are all but forgotten, the first one in the early
2000s when use of the pioneering Second Life virtual
community plateaued after initial growth, and the
second in 2010 when the first VR headsets proved
not to be the gateway to the metaverse that inventors
anticipated. Both busts led to significant technological
advances, though [11].

To this end, the metaverse is seen as a groundbreaking
advancement in digital technology and experiences
and has the prowess to virtually, interconnect the
universe where individuals can seamlessly work, play
and socialize. In this expansive domain explains
Accenture, the physical and digital realms overlap,
enabling people, avatars and digital personas to engage
in a wide range of activities. Powered by Web3 and
built on artificial intelligence (AI) and emerging 3D

visual technologies, the metaverse’s unique blend of
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the physical and digital realms is known as the Internet
of Place. Using technologies like augmented reality
(AR) and virtual reality (VR), the metaverse also
seamlessly generates digital replicas of real spaces
called digital twins, which can be used to simulate
scenarios and optimizations before implementing
them in the real world [12].

While Gartner describes metaverse technologies
in terms of "tech themes," which include spatial
computing, digital humans, shared experiences,
gaming and tokenized assets [13]. Forrester Research
characterizes metaverse tools as "enablers of 3D
development environments with the importance lying
in its potential to redefine the way we live, work
and connect while fostering unprecedented levels of
collaboration and connectivity by breaking down
geographical barriers. The metaverse is also defined
as the convergence of physical and virtual space
accessed through computers and enabled by immersive
technologies such as virtual reality, augmented reality
and mixed reality. Described by proponents as the
next iteration of the internet, this 3D virtual world is
envisioned as a persistent, collective, shared space
where digital facsimiles of ourselves, or avatars, move
freely from one experience to another, taking our
identities and monetary assets with us [1]. It is also
defined as a virtual space where people can interact
with each other and the digital world in a variety of
ways, including work, play, and socializing. It’s a
network of digital worlds that can be accessed through
virtual reality (VR) and augmented reality (AR)

devices. In all, the metaverse is powered by artificial

intelligence (Al), Web3, and 3D visual technologies.

It’s built on the idea of the Internet of Place, which
is where the physical and digital realms overlap. The
metaverse could have a significant impact on how
people interact with each other, technology, and the
world around them [2]. Metaverse therefore is a
virtual world in which users can interact with each
other and their surroundings much realistically than
in traditional virtual world [15]. In all, VR and AR

are technologies considered particularly important in

the development and growth of the metaverse [11].

The emphasis is that VR enhances the metaverse

experience by offering immersive environment,
enhanced creativity and transformation of the digital
ecosystem [31]. In a broad term, the metaverse is a
rapidly evolving concept that envisions a seamless
convergence of augmented reality (AR), virtual reality
(VR), and the physical world.

immersive and interconnected digital realm where

It offers users an

they can interact, socialize, and transact in ways that

transcend the limitations of traditional online platforms.

3.1.2. Meta-Literacy

Meta-literacy will be better understood if discussed
from the perspective of Digital Literacy. According
to American Library Associations, digital literacy was
initially focused on digital skills and stand-alone com-
puters but with the emergent of the internet and social
media [14] its use has shifted some of its focus to
mobile devices and to other evolving definitions of
literacy that recognize the cultural and historical ways
of making meaning, though, digital literacy does not
replace traditional methods of interpreting informa-
tion but rather extends the foundational skills of these
traditional literacies [16]. Invariably, digital literacy
should be considered a part of the path towards ac-
quiring knowledge. Digital literacy is further seen
by ALA as an individual’s ability to find, evaluate,
and communicate information using typing or digital
media platforms [14]. It is a combination of both
technical and cognitive abilities in using information
and communication technologies to create, evaluate,
and share information [16]. While UNESCO defined it
as the ability to access, manage, understand, integrate,
communicate, evaluate and create information safely
and appropriately through digital technologies for em-
ployment, decent jobs and entrepreneurship [17].

The whole idea is embedded under competences that
are variously referred to as computer literacy, Informa-
tion Communication Technology literacy, information
literacy and media literacy. As noted by International
Telecommunications Union, digital literacy consists
of equipping people with ICT concepts, methods and
skills to enable them to use and exploit ICTs [18].

The related concept of information literacy consists of

© 2025 Author(s). This article is published under the CC-BY license at http://jpr.vyomhansjournals.com.



ONWUBIKO Emmanuel Chidiadi

Grad.J.InteR3, 2025, Vol.03, No. 01 36

providing people with concepts and training in order
to process data and transform them into information,
knowledge and decisions. It includes methods to search
and evaluate information, elements of information cul-
ture and its ethical aspects, as well as methodological
and ethical aspects for communication in the digital
world. Digital literacy has been further explained as the
ability to navigate, assess, and use digital information
and communication technologies successfully which
are all included in the concept of digital literacy and
involves a collection of socio-emotional, technological,
and cognitive abilities that enable people to actively en-
gage and interact seamlessly in the digital environment.
Beyond technological competence, digital literacy in-
cludes media literacy, information fluency, and critical
thinking in a digital environment without be stuck [19].
On the other hand, meta-literacy as it concerns the li-
brarians should be within the context of the metaverse,
which is a domain encompassing the utilization and
generation of information in the digital era. Beyond
conventional literacy abilities, meta-literacy encom-
passes critical thinking, ethical information utilization
and collaborative content creation. Particularly within
the metaverse, meta-literacy stands as a pivotal asset
for librarians, equipping them with knowledge on how
to adeptly navigate and produce digital material that
can boast accessibility, reliability and pertinence for

information.

3.2. Theoretical and Empirical Framework

Metaverse per-se is a holistic term used to define an
artificially designed virtual environment that is formed
as a result of the marriage between virtual and physical
realities. It functions as a dynamic digital ecosystem,
harnessing state-of-the-art technologies that converge
in a digital realm that mirrors the physical world,
and can be navigated using avatars. Fundamental to
this digital realm is Web3 technology, a decentralized
foundation that guarantees secure controls over digital
identities and assets. Ultimately, metaverse enhances
connectivity as it allows for an unprecedented global
connectivity, bridging distances for collaboration, in-

novation and social interaction, immersive experiences

as a canvas for boundless creativity that caters to di-
verse human needs and desires, brings about economic
opportunities as Industries from entertainment to edu-
cation will be reshaped and entrepreneurial ventures
empowered and continuous evolution on the ground
that this an ongoing journey of technological advance-
ment that demands a culture of adaptation and learning.
The importance of this technology lies in its potential
to redefine the way we live, work and connect. It
fosters unprecedented levels of collaboration and con-
nectivity by breaking down geographical barriers. And
businesses can tap into a global talent pool and remote
socialization, which can spur economic and personal
growth.

Writing on areas the metaverse can be used in libraries
in the provision of services and experiences, Google
hinted that it could be used for virtual services in that
Libraries can offer virtual reference services, virtual
tours, virtual exhibitions, and virtual learning spaces,
in events where Libraries can host Library and Infor-
mation Science conferences and other events in the
metaverse, in education and training through which
Libraries can provide LIS education and training in
the metaverse, provision of services for people with
disabilities as this can be easily done in the metaverse
[2]. The metaverse can also create immersive and in-
teractive learning environments that can help students
learn more efficiently as well as that the metaverse can
provide access to resources and consultation services
and interaction with other users as Users can interact
with other users and staff in the metaverse. This implies
that the metaverse is a virtual shared space where users
can interact with each other and with virtual objects.
There are also research based evidences in recent
time unfolding the prospects of metaverse in libraries
among them are Lam who addressed complexities of
embedding VR technology as one of the technologies
considered particularly important to the development of
metaverse into library education and training initiatives
[7], Jin and He who explored how the metaverse might
augment information retrieval and access [8] as well as
Pu et al. that looked into the potential of virtual reality
(VR) technology in enriching library programmes and

services and concluded that VR technology holds the
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capability to elevate various aspects of library engage-
ment, including virtual reference services, immersive
tours of library spaces, and the creation of virtual
learning environments [9]. The whole idea is that
metaverse strength lies on VR and AR technologies
as their application heightens the place of metaverse
and makes it what it is as everything about metaverse
is built around virtual reality (VR). On what metaverse
mean for the average user, Tucci and Moore reveal that
on the positive side, an immersive metaverse enables
humans to go where they were never able to go before,
including outer space and that with metaverse, online
social connections can also become much richer while
on the other hand, the bad behavior witnessed on social
platforms has the potential to be magnified in a virtual
world, and metaverse usage could be addictive to some
people [1].

Furtherance, within the libraries operations space, the
use of metaverse has created new window for engaging
with library users which on the other hand, enhances
access to information. In this vein noted Pu et al.,
the application of virtual reality (VR) technology has
created that enabling virtual learning environment,
enough space to tour the library environment as well
as the provision of virtual reference aid. The emphasis
is that by capitalizing on these services enabled by the
application of VR, library users experience are likely
to be enriched and with this libraries and their services
are made more accessible the greater number persons
[9]. Suffice to say, that libraries are best framed to
leverage on the gains of metaverse with a view to en-
hancing information services to users and access to
information and that VR has what it takes to enhance
library services as they concern, virtual reference aid,
all round library tour and favorable and conducive
learning environment. Metaverse is also seen as a
viable tool for information retrieval and accessibility
as it is asserted to that VR has the potential to make-
up library client experience [8]. In his contribution,
Kinkade emphasized on the importance of transparent
data collection and utilization policies, accentuating
the user experience and exploiting VR technology to

amplify information accessibility [21], while Gallagher

et al., noted that metaverse also enriches virtual refer-
ence services, enabling users to interact with librarians
within a 3D setting, fostering tailored support [22].
This experience added Frye et al., guides users on a
journey through a virtual campus and into the library,
creating an interactive and immersive avenue for famil-
iarizing themselves with library offerings [23].

In all, one notable benefits of integrating the metaverse
into libraries as revealed by Ajani et al., is its poten-
tial to significantly enhance user engagement in that
traditional libraries are known from time immemorial
to be synonymous with quietness, solitary spacious,
little or no interaction and collaboration between users
[6]. To this end, the metaverse, with its immersive and
interactive nature, provides an opportunity to redefine
the library experience. With metaverse library users
can get involved in virtual meetings, attend lectures
and also participate in collaborative projects within
the digital realm of the metaverse. Furthermore, the
metaverse allows libraries to host virtual events and
exhibitions, reaching a global audience without the
constraints of physical space. This increased accessi-
bility promotes inclusivity and allows individuals from
diverse backgrounds to participate in library activities,
fostering a more connected and dynamic community
[30]. This benefit in particular favors persons who as a
result of distance or geographical location may find it
difficult to have physical access to a traditional library.
In addition, the metaverse enables libraries to curate
dynamic and interactive exhibits, transforming static
information into immersive experiences and library
patrons can explore historical archives, virtually visit
distant libraries, and engage with digital collections in
ways that go beyond the limitations of physical space.
The underlying factor is that the metaverse presents
libraries with an opportunity to create immersive learn-
ing environments that cater to diverse learning styles.
This is built on the fact that virtual classrooms and
interactive simulations can enhance educational ex-
periences, providing a more engaging and effective
way for users to acquire knowledge [24] and under this
type of environments, users can participate in virtual
discussions, conduct experiments, and explore educa-

tional content in ways that transcend the traditional
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boundaries of a physical library.

As regards to meta-literacy for Librarians and Users,
the growth of Virtual Reality (VR) technology did
heighten the potential applications of the metaverse
and its noted benefits to libraries and their librarians.
As the metaverse, continues to expand its landscape,
there came to lime-light its numerous prospects and
bottlenecks for libraries, which requires that for librari-
ans and library users to remain relevant, need to acquire
the desired new skills and be more proficient in tandem
with the trending technology. In this regard the prime
consideration in metaverse landscape is the inclusion
of meta-literacy which will allow librarians and library
users to acquire skills and proficiencies that are very
necessary and important for anyone to thrive in today’s
digital ecosystem. It is on this ground that Ajani et al.
opine that librarians and library users need to navigate
the dynamism of metaverse and its ability to replete
with copious information stores, meta-literacy stands
as an indispensable skill [6].

Considering the benefits of metaverse to libraries the
need for fostering meta-literacy skills among librarians
and library users in this era of metaverse technology
becomes imperative as conventional literacy compe-
tencies have proved inadequate to navigate the intricate
and ever-evolving digital terrain as meta-literacy is an
embodiment of many proficiencies, which include, crit-
ical thinking, ethical information use and collaborative
content creation of which are of paramount importance
to both librarians and library users in this present global
digital ecosystem. As stated by Mackey and Jacobson;
Hodges and Blythe, it is imperative for digital librarians
to forge partnerships with educators and information
specialists as to fostering critical thinking, collabora-
tion and ingenuity through immersive and interactive
learning experiences within virtual learning settings
[25, 26]. Above all, in this present dispensation, li-
brary users need to acquire meta-literacy proficiencies
if they are to adequately maneuver through and access
resources in the VR era.

Meta-literacy skills also stand as key agents for fa-
cilitating the effective and eflicient utilization of the
metaverse within library services. These skills there-

fore hold paramount importance for library users, as

they form the bedrock for proficiently accessing and
leveraging digital resources. Besides, meta-literacy
skills are equally indispensable for the creation and dis-
semination of digital content, productive collaboration,
and meaningful participation in online communities.
The above assertion is further buttressed by Behling
and Critten as well as Lee and Paik (2021) in their
different studies on the transformative influence of
meta-literacy-based information literacy initiatives on
undergraduate students emphasized the indispensable
nature of cultivating these skills within the library users
[27, 28].

However, there are some challenges to using the meta-
verse in libraries, including limited access and avail-
ability of resources, Information overload, Technical
skills, Ethical considerations, and Digital divide. On
the challenges noted Tech Target, no matter what form
the metaverse takes, cyber security challenges and pri-
vacy challenges loom as major concerns and that the
current lack of privacy regulations for the metaverse
presents many risks for businesses and users, including
the misapplication of current privacy regulations, such
as GDPR, intrusive and extensive data collection, is-
sues concerning data rights and ownership, exploitation
of minors and User-to-user privacy [29]. One other
most serious ethical issue related to the use of VR and
other extended reality technologies highlights Tech
Target centers on the exposure of individual mental
models. The concern is that VR software can tap into
the subconscious thought processes of a person by mon-
itoring eye movements and other involuntary reactions,
revealing inner thoughts that can influence decisions
[29]. This insight enables the software to make highly
accurate predictions about human decision-making,
raising concerns about potential misuse by companies.
Ethicists point out that mental model could also be
used as public training data.

According to Tella et al., Virtual Reality (VR) and Aug-
mented Reality (AR) technologies as key technologies
driving the metaverse require significant computing
power and network capabilities [24]. The challenge
is that many libraries, especially those facing inade-
quate funding, may struggle to invest in the necessary

hardware and software to support a seamless metaverse

© 2025 Author(s). This article is published under the CC-BY license at http://jpr.vyomhansjournals.com.



ONWUBIKO Emmanuel Chidiadi Grad.J.InteR?, 2025, Vol.03, No. 01 39

Table 1: Benefits of adopting metaverse in libraries

Items SA A DA SDA Mean
F Yo F Yo F Yo F Yo

Integrating the metaverse into libraries has | 320 | 39.02 | 270 | 3293 | 76 | 9.27 | 154 | 18.78 | 2.92
the potential for significantly enhancing
user engagement

With its immersive and interactive nature, | 540 | 65.85 | 280 | 34.15 | ##% | sk | ks | keek 3.66
metaverse provides an opportunity to rede-
fine the library experience

Users can engage in virtual meetings, at- | 610 | 74.39 | 120 | 14.63 | 66 | 805 | 24 | 2.93 3.6
tend lectures, and participate in collabora-
tive projects within the digital realm of the
metaverse

Metaverse can allow libraries to host virtual | 820 | 100 | #¥% | ckik Joskskk | sk ) oskdkok | ok 4
events and exhibitions, reaching a global
audience without the constraints of physical
space

Metaverse will increase accessibility pro- | 820 | 100 | ##% | k% ) skdk |oskkk | sk ok 4
motes inclusivity and allows individuals
from diverse backgrounds to participate
in library activities, fostering a more con-
nected and dynamic community

The metaverse presents libraries with an | 770 | 81.71 | 40 | 4.88 | #*%* | #¥*% | ]( 1.22 391
opportunity to create immersive learning
environments that cater to diverse learning
styles

The metaverse will enable libraries to cu- | 670 | 81.71 | 30 | 3.66 | 81 | 9.88 | 39 | 476 | 3.62
rate dynamic and interactive exhibits, trans-
forming static information into immersive
experiences

Through virtual libraries, users can access | 820 | 100 | #*%% | ks ) sk | ks ) ook | ok 4
a vast array of digital resources, including
books, articles, and multimedia content,
from anywhere in the world

Users can explore historical archives, virtu- | 440 | 53.66 | 320 | 39.02 | 33 | 4.02 | 27 | 329 | 343
ally visit distant libraries, and engage with
digital collections in ways that go beyond
the limitations of physical space

In these environments, users can participate | 820 | 100 | % | ks ) sk | ok ) ok | ok 4
in virtual discussions, conduct experiments,
and explore educational content in ways
that transcend the traditional boundaries of
a physical library

Libraries in the metaverse can offer per- | 700 | 85.37 | 120 | 14.63 | ##% | kx| sk | owkk 3.85
sonalized learning experiences, adapting
content to individual preferences and learn-
ing objectives which can lead to a more
efficient and enjoyable learning process, ul-
timately promoting a culture of continuous
learning within the community

*Key: SA = Strongly Agree, A = Agree, DA = Disagree, SDA = Strongly Disagree *Mean Benchmark = 2.50
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experience for their users and above all, ensur-
ing compatibility and interoperability between various
metaverse platforms poses a technical challenge. While
the metaverse holds the promise of expanding access
to information, Ajani et al., argue that implementing
metaverse raises concerns about digital inclusion and
accessibility as not all individuals have access to the
required devices or reliable internet connections to
participate fully in a virtual library experience [6].
The authors further argue that this digital divide may
disproportionately affect marginalized communities,
exacerbating existing inequalities in access to educa-
tional and informational resources. Libraries must
address these accessibility challenges by considering
alternative means of providing metaverse experiences,
such as offering hybrid services that combine virtual
and physical components. Within this context, Tella
et al., underscore the fact that while the metaverse
offers a platform for pioneering library services, dispar-
ities in access to requisite technology and equipment
can curtail some users’ full engagement in the virtual
sphere [24]. In concurrence, Behling and Critten draw
attention to the potential inundation of information
within the metaverse, which may overwhelm digital

librarians and users alike [27].

4. Methodology

The study adopted descriptive survey research design
with the aim of collecting data on and describing in a
systematic manner the characteristics features and facts
about a given population. This type of study is only
interested in describing certain variables like dependent
and independent variables in relation to the population.
The sampled population for this study was 850 selected
through purposive sampling technique among 7850
registered librarians in Nigeria from different types of
libraries in Nigeria with the exception of the school
librarians since no primary or secondary school in
Nigeria can boast of a certified librarians. The sampled
librarians were identified and selected with the help
of Librarians’ Registration Council of Nigeria list
of certified librarians in Nigeria as at 2023. The
breakdown shows that academic libraries form 548 of

the respondents; public libraries —222, special libraries

—40 and national library—30 respondents. The primary
instrument used in this study for data collection is the
questionnaire. Apart from section ‘A’ of the instrument
which dealt with demographic data the other aspect of
the instrument was structured according to the modified
Likert scale on four point rating scale. On this scale,
the average mean cut off is 2.50, in which case, an item
is accepted if it is 2.50 and above and rejected if it is
below 2.50 hence the decision rule. The questionnaires
were administered through email and returned 93%.
The implication is that a total of 850 questionnaires
were administered and only 820 were returned. Data
collected were statistically analyzed using frequencies,

percentile and mean (x) and presented in tables.

5. Analysis and Interpretation of Data

Going by the data collected and displayed in table 1
indicate that the librarians are pretty abreast with the
benefits of metaverse in libraries as the 820 respondents
representing 100% strongly agree that with metaverse
technology adopted in libraries, it can allow libraries
to host virtual events and exhibitions, reaching a global
audience without the constraints of physical space,
increase accessibility promotes inclusivity and allows
individuals from diverse backgrounds to participate
in library activities, fostering a more connected and
dynamic community, users can access a vast array
of digital resources, including books, articles, and
multimedia content, from anywhere in the world and
users can participate in virtual discussions, conduct
experiments, and explore educational content in ways
that transcend the traditional boundaries of a physical
library. Another 100% strongly agree or agree that the
immersive and interactive nature of metaverse provides
an opportunity to redefine the library experience and
with it, libraries can offer personalized learning experi-
ences, adapting content to individual preferences and
learning objectives which can lead to a more efficient
and enjoyable learning process, ultimately promoting a
culture of continuous learning within the community.

As shown in table 2 the 820 respondents or 100%
strongly agree that there is need for eta-literacy for both
librarians and library users as conventional literacy

competencies are inadequate to navigate the intricate
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Table 2: Need for Fostering meta-literacy skills among librarians and library users

Items SA

A DA SDA Mean

F %o

F %o F %o F %o

Conventional literacy competencies | 820 | 100
are inadequate to navigate the intri-
cate and ever-evolving digital terrain
Meta-literacy encapsulates a spec-
trum of proficiencies, encompassing
critical thinking, ethical information
use and collaborative content cre-
ation

It will help librarians to forge partner-
ships with educators and information
specialists

To fostering critical thinking, collab-
oration and ingenuity through immer-
sive and interactive learning experi-
ences within virtual learning settings
Meta-literacy proficiencies will aid
library users to adeptly maneuver
through and access resources in the
Virtual Reality (VR) era

It will help users acquire the ability
to appraise resource quality, ensure
credibility, and engage ethically
Meta-literacy skills stand as pivotal
agents for fostering the effective uti-
lization of the metaverse within li-
brary services

Meta-literacy skills are equally indis-
pensable for the creation and dissem-
ination of digital content, productive
collaboration, and meaningful par-
ticipation in online communities

770 | 93.9

450 | 54.88

370 | 45.12

820 | 100

820 | 100

820 | 100

685 | 83.54

Hekok Heskock kekok kekok Hskok kokok 4

sk ek dekeok sk

50 6.1 3.94

220 | 26.83 | 110 | 13.41 | 40 | 4.88 | 3.32

259 | 31.59 | 70 | 8.54 | 121 | 14.76 | 3.07

ek sk skskosk ek ek skskosk 4

ek ek ks ek ek shskosk 4

Hekok Hekock kekok kekok Hskok kokok 4

shskosk ek ek skskosk

135 | 16.46 3.84

*Key: SA = Strongly Agree, A = Agree, DA = Disagree, SDA = Strongly Disagree

and ever-evolving digital terrain, Meta-literacy pro-
ficiencies will aid library users to adeptly maneuver
through and access resources in the Virtual Reality
(VR) era, It will help users acquire the ability to ap-
praise resource quality, ensure credibility, and engage
ethically and that Meta-literacy skills stand as piv-
otal agents for fostering the effective utilization of the
metaverse within library services. Whereas, 685 or
83.54% of the respondents strongly agree and the 135
or 16.46% agree that Meta-literacy skills are equally
indispensable for the creation and dissemination of
digital content, productive collaboration, and mean-
ingful participation in online communities, the same

100% strongly agree and agree in the proportion of 770

*Mean Benchmark = 2.50

and 50 respectively that Meta-literacy encapsulates a
spectrum of proficiencies, encompassing critical think-
ing, ethical information use and collaborative content
creation.

The data in table 3 reveal that the 820 respondents or
100% strongly agree that Lack of robust technologi-
cal infrastructure, Unreliable internet connectivity to
participate fully in a virtual library experience, Copy-
right and intellectual property issues become more
complex in the digital realm and that Metaverse raises
significant privacy and ethical concerns related to user
data and virtual interactions as well as Access to requi-
site technology and equipment can curtail some users’

full engagement in the virtual sphere. 430 or 52.44%
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Table 3: Challenges
Items SA A DA SDA Mean
F %o F Y%o F Yo F Yo

Lack of robust technological infrastructure | 820 | 100 | *%% | kkk ) sk | ks sk ) ook 4
Lack of significant computing power and | 430 | 52.44 | 128 | 15.61 | 190 | 23.17 | 131 | 1598 | 3.19
network capabilities skill to manage VR
and AR technologies
Inadequate funding, that libraries cannot | 213 | 25.98 | 82 10 | 340 | 41.46 | 185 | 22.56 | 2.89
afford the needed hardware and software
May lead to denial of digital inclusion and | 420 | 51.22 | 270 | 32.93 | 50 6.1 80 | 9.77 | 3.26
accessibility
Unreliable internet connectivity to partici- | 820 | 100 | ¥k | ksl oskdor ek ) ok | ook 4
pate fully in a virtual library experience
Copyright and intellectual property issues | 820 | 100 | #¥* | ks ) sk | skwsk ] sokx ) skorok 4
become more complex in the digital realm
Metaverse raises significant privacy and | 820 | 100 | #¥% | ckssk ) sk | skork ) sk ) skrek 4
ethical concerns related to user data and
virtual interactions
Access to requisite technology and equip- | 820 | 100 | *%* | ks ) kR | sk sk ) ook 4
ment can curtail some users’ full engage-
ment in the virtual sphere

*Key: SA = Strongly Agree, A = Agree, DA = Disagree, SDA = Strongly Disagree

strongly agree and 128 which stand for 15.61% agree
that lack of significant computing power and network
capabilities skill to manage VR and AR technologies
is another challenge. On the other hand, 525 of the
respondents representing 64.02% did not agree that
inadequate funding as result libraries cannot afford the
required hardware and software is a challenge. This im-
plies that the respondents do not believe that libraries in
Nigeria are all that underfunded rather the issue, is that

of misappropriation of fund by library management.

6. Discussion of Results

The outcome of this study did reveal that librarians
in Nigeria in the first instance are pretty conversant
with metaverse technology as they did agree that the
adoption of metaverse in library operations will among
other things, allow libraries to host virtual events and
exhibitions, reaching a global audience without the
constraints of physical space, increase accessibility
promotes inclusivity and allows individuals from di-
verse backgrounds to participate in library activities,
fostering a more connected and dynamic community,
users can access a vast array of digital resources, in-

cluding books, articles, and multimedia content, from

*Mean Benchmark = 2.50

anywhere in the world and users can participate in
virtual discussions, conduct experiments, and explore
educational content in ways that transcend the tradi-
tional boundaries of a physical library as well as that
the metaverse presents libraries with an opportunity to
create immersive learning environments that cater to
diverse learning styles. This result is not far from the
view expressed by Google, where it was hinted that
metaverse could be used for virtual services in that
Libraries can offer virtual reference services, virtual
tours, virtual exhibitions and virtual learning spaces,
in events where Libraries can host Library and Infor-
mation Science conferences and other events in the
metaverse, in education and training through which
Libraries can provide LIS education and training in the
metaverse and provision of services for people with
disabilities [20].

The study further discovered that librarians realized
the need for meta-literacy for themselves and the li-
brary users (see table 2). According to the finding, they
strongly agree that meta-literacy is necessary as conven-
tional literacy competencies are inadequate to navigate
the intricate and ever-evolving digital terrain and that

meta-literacy proficiencies will aid library users to

© 2025 Author(s). This article is published under the CC-BY license at http://jpr.vyomhansjournals.com.




ONWUBIKO Emmanuel Chidiadi

Grad.J.InteR3, 2025, Vol.03, No. 01 43

adeptly maneuver through and access resources in the
Virtual Reality (VR) era. Besides, It will help users
acquire the ability to appraise resource quality, ensure
credibility, and engage ethically and that meta-literacy
skills stand as pivotal agents for fostering the effective
utilization of the metaverse within library services as
well as that meta-literacy encapsulates a spectrum of
proficiencies, encompassing critical thinking, ethical
information use and collaborative content creation.
The outcome of this study further collaborate the po-
sition of Mackey and Jacobson; Hodges and Blythe
who assert, that it is imperative for digital librarians
to forge partnerships with educators and information
specialists as to fostering critical thinking, collabora-
tion and ingenuity through immersive and interactive
learning experiences within virtual learning settings
and in this present dispensation, library users need
to acquire meta-literacy proficiencies if they are to
adequately maneuver through and access resources in
the VR era [25, 26]. The above assertion is further
buttressed by Behling and Critten as well as Lee and
Paik in their different studies on the transformative
influence of meta-literacy-based information literacy
initiatives on undergraduate students emphasized the
indispensable nature of cultivating these skills within
the library users [27, 28].

The study also identified some of the challenges that
may militate against the adoption and utilization of
metaverse in libraries in Nigeria and by extension mak-
ing the acquisition of meta-literacy proficiencies as
bridge too far. Among the challenges identified are,
lack of robust technological infrastructure, unreliable
internet connectivity to participate fully in a virtual
library experience and above all the copyright and intel-
lectual property issues that have become more complex
in the digital realm and that metaverse raises significant
privacy and ethical concerns related to user data and
virtual interactions as well as Access to requisite tech-
nology and equipment that can curtail some users’ full
engagement in the virtual sphere among others. This
discovering is in tandem with the assertion of Tella
et al., that Virtual Reality (VR) and Augmented Re-
ality (AR) technologies require significant computing

power and network capabilities [24] and Tech Target

that declares that no matter what form the metaverse
takes, cyber security challenges and privacy challenges
loom as major concerns and that the current lack of
privacy regulations for the metaverse presents many
risks for businesses and users, including the misappli-
cation of current privacy regulations, such as GDPR,
intrusive and extensive data collection, issues concern-
ing data rights and ownership, exploitation of minors

and User-to-user privacy [29].

7. Conclusion and Recommendations

From the outcome of this study, it is emphatic that there
are many benefits associated with metaverse and which
are at the beck and coin of Libraries considering the
fact, that metaverse do create communal digital space
and serves as the core centre of information. Of course
not everyone will desire, or be able to, take advantage
of the metaverse and concerns have been raised that this
will further widen a digital divide that was exacerbated
in the COVID-19 pandemic by inequitable access to
the internet. On the other hand, the optimal utilization
of the metaverse technology in libraries of any sort de-
pends on the meta-literacy skills acquired or possessed
by both the librarians and library users. This is because
without such skills, both librarians and library users
cannot navigate and understand what happens within
the digital ecosystem. Furtherance, the possession of
meta-literacy skills equips both librarians with critical
thinking, digital citizenship, and ethical information
utilization abilities which are necessary to transverse
the metaverse space. It is against this backdrop that
librarians felt that there is every need for librarians and
library users to possess meta-literacy skills or proficien-
cies if they are to type fully into the gains of metaverse.
As identified, it may not be so easy to acquire consid-
ering the numerous challenges identified (see table 3).
Be that as it may, librarians and library users have no
option than to adapt to the trend and have themselves
regularly trained in line with unending technological
changes and the metaverse’s ongoing evolution if they
are to remain relevant and capable enough to deliver on
regular basis the dividends of contemporary informa-
tion and communication technologies to their teeming

clients. The implication is that regular trainings and
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back-ups from library management can assist both the
digital librarians and library users in being up-to-date
with technological advancement and for the librarians;
they will be competent in providing all the desirable
and needed resources and services to their library users.
Besides, by acquiring meta-literacy proficiencies, both
librarians and users will have the withal to navigate and
interact with digital information within the metaverse
space thereby tapping to the fullest its accrued poten-
tials. Inasmuch as they are identified challenges that
may hinder the adoptions of metaverse in libraries in a
country like Nigeria, it is imperative for librarians not
to wait for such technologies to be introduced in their
libraries before they think of acquiring the necessary
skills if they really want to continue to be relevant
in ever dynamic digital ecosystem, they should rather
be prepared and not to be found wanting in a case of
a sudden demand for technological driven librarians.
Based on the findings of this study, the following sug-
gestions are proffered to facilitate the acquisition of
meta-literacy skills for librarians and library user in

metaverse world:

I In line with the changing world as has been
emphasized; it behooves libraries and their man-
agement to make it a point of duty and a necessity
to update the knowledge of their librarians on
regular basis through training and re-training
according to technological trends. In the con-
text of metaverse, the digital librarian should
be continually exposed to training on the latest
on meta-literacy skills and the digital librarians
should in-turn train the library users on the skills
of utilizing metaverse in information services.
These trainings may come in the form of work-
shops, webinars, conventional institutions and

online courses.

IT Libraries should not sit on the fence rather they
need to understand how the metaverse can com-
pliment conventional library services, starting
from information literacy to research support
and community outreach. As has been noted,
metaverse’s has the potential as a collaborative

space for learning and research which allows

III

v

VI

VII

users to have access to virtual collections and
exhibits.

Libraries as the home of knowledge and librari-
ans the driving access to information play promi-
nent role in enhancing critical thinking and train-
ing and bringing up users who are digitally sound
as it concerns utilizing digital information and
resources. To this end, libraries and librarians
should be at the fore-front of championing use
of ethical information and making them to un-
derstand the need to ritually assess information

obtain digitally as digital citizens.

Libraries should prioritize the cultivation of
meta-literacy skills encompassing critical think-
ing, information assessment, and technical profi-
ciencies. Librarians, in particular, can assume a
pivotal role in guiding users through the meta-
verse, offering training and assistance in honing

these essential proficiencies.

Libraries should partner entities within the meta-
verse, such as virtual museums and galleries
through the array of information and resources
accessible to their users can be enriched and this
will eventually enhance the experience of the

user.

One of the strategies for libraries to captivate
users and amplify their meta-literacy capabili-
ties is the crafting of immersive learning experi-
ences. The arsenal of approaches encompasses
immersive VR encounters and interactive learn-
ing modules, both of which contribute to an

enriched learning journey.

On most of the issues discovered as challenges,
the rightful appropriation of funds covers these
sins. The suggestion here is that fund appropri-
ated for library management should be rightly
appropriated to those resources’ and materials
that will facilitate effective and efficient service
delivery such as robust technological infrastruc-
ture, internet connectivity that will allow full

participation in a virtual library experience and
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sponsoring digital librarians to acquire signifi-
cant computing powers and network capabilities
skills to manage VR and AR technologies. Funds
should be channeled towards the adoption of con-
temporary technology such as metaverse as by
so doing, it will foster the training of librarians
to possessing meta-literacy skills which will in
turn lead to the training of library users in the
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