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ÅHelp Amity acquire a position of a tech-first institution, differentiating it from the competitors.

ÅPosition Amity as a Cool School that uses GenZ & Gen Alpha Technologies for interacting with their students.

ÅHelp Amity use immersive technologies for learning and student interactions.

ÅMake Amity campus accessible to prospective students, expediting their decision-making process.

ÅHelp the School generate more ROI with lesser resources. 

Purpose
Å Enhancing Student Experience- Creating a unique and 

personalised experience for prospective and existing students, 
making sure that their first introduction to University is extra-
ordinary, smooth & memorable.

Å Increasing Admissions- Reducing decision-making time, thereby 
directly increasing the number of applications.

Å Increasing ROI with lesser Resources- Using technology to handle 
bulk student applications with ease, without compromising with 
student experience. In fact, creating solutions to enhance & 
personalise experience with lesser resources, thus reducing costs.   

Å Increasing the Reach- Creating a virtual world that can be accessed 
by students from across the globe, without geographical and time 
restrictions

Å Positioning a Tech-first Institute- UsingGenZ Technologies for 
interacting with their students and positioning the university as a 
pioneering tech-first institute. 



ÅHelp Amity acquire a position of a tech-first institution, differentiating it from the competitors.

ÅPosition Amity as a Cool School that uses GenZ & Gen Alpha Technologies for interacting with their students.

ÅHelp Amity use immersive technologies for learning and student interactions.

ÅMake Amity campus accessible to prospective students, expediting their decision-making process.

ÅHelp the School generate more ROI with lesser resources. 

Purpose
Å Increasing Student Interactions- Enabling students interact with 

each other and faculty members anytime, anywhere

Å Personalised Learning Experiences- Students can choose to learn 
from classrooms or homes, from laptops or mobiles or VR 
headsets. 

Å Increasing Sense of Belongingness- Metaverse campuses become 
ŀ ǇŀǊǘ ƻŦ ǎǘǳŘŜƴǘǎΩ ƭƛǾŜǎΣ ƘŜƴŎŜ ǎǘǊŜƴƎǘƘŜƴƛƴƎ ŀ ǎŜƴǎŜ ƻŦ 
belongingness. This is especially applicable for students of online 
courses.

Å More fun & Retention- Metaverse campuses means using the 
world of students to create interactions and learning 
opportunities. These environments add fun to the learning 
experience and increase retention by 30%

Å Sustainable Education- Reduces the carbon footprint associated 
with physical campuses, contributing to environmental 
sustainability.



Metaverse Campus 

1. Access for existing and prospective students

2. Immersive & Interactive Experiences for 
Students

3. Program Kiosks for prospective students

4. AI Admission Counsellor for prospective 
students

5. Faculty Members

6. Area for Awards & Recognition

7. Industry tie-ups, Virtual Events & 
Workshops

The metaverse campus can be designed for any selected school(s) or for the entire university. The only 

difference is that if itôs built for the university (like online university), it will have multiple schools within it. 

Each school can have the following key components:

9. Alumni& TopPlacements

10. Differentareasfor Classrooms,Research
Clusters,Labsfor collaborativelearning,
Clans& TechClubs

11. StudentShowcase

12. Metaverseconvocation

13. Placements

14. StudentExchangeProgram



Access Based Platform
1) Areasfor New,Existing& ProspectiveStudents

ÅSeparatezonestailored to the needs of each student
group.

ÅControlledaccessensurespersonalizedexperiencesand
security.

ÅVirtual tours, program information, and admissions
counseling to understand school life for prospective
students

ÅOrientationand introductory content to get acquainted
with the schoolfor newstudents

ÅSpaces for daily academic activities, project
collaboration, and social interactions for existing
students



Immersive & interactive Multi-student platform
2) ImmersiveExperiencefor Students

ÅA fully immersive virtual environment offering an 
engaging experience.

ÅStudents can freely navigate the virtual campus,
exploring various facilities and spacesjust like they
would in a physicalsetting.

ÅA multiplayer feature allows students to meet and
interact with peers, faculty, and staff in real-time via
voice & text chat, fostering a senseof community &
belongingness

ÅThelearningjourneyis enhancedthroughgamification,
offering interactive challenges, rewards, and
achievementsto motivateandengagestudents.



Programs & Courses
3) ProgramKiosksfor ProspectiveStudents

Å Interactiveprogramkiosk

ÅAll Programsandtheir basicdetails

Å Integrationwith websitefor detailedinformation

ÅBrochuredownloads

Å Integrationwith Applicationform

Å Integrationwith universitybackend



Admission Counselling using AI
4) AI AdmissionCounsellorfor prospectivestudents

Å Built on Generative AI

Å Available 24*7, 365 days

Å Can handle Live conversations (Do not need pre-defined 
questions)

Å Can handle multiple private conversations at the same 
time 

Å Tailored advice and information based on the
student's interests, background, and preferences.

Å Delivers immediate answers to queries about

programs, admissions processes, campus life, and
more.

Å Helps prospective students with the application
process, providing step-by-step guidance and tips.

Click to Watch video:

https://www.youtube.com/watch?v=QezoLnKuQzw

https://www.youtube.com/watch?v=QezoLnKuQzw


Faculty
5) Faculty

ÅRealistic presence of faculty members,
representedby their customisedavatars

ÅThey introduce themselves and share their
inspiringjourneywith students

ÅServeasintroduction for newstudents

ÅHelp prospectivestudentstake quickerdecisions
on admissions

ÅPerfect component for orientations and initial
introductions



Awards & Recognition

6) Awards& Recognition

ÅA dedicatedspaceto highlight theǎŎƘƻƻƭΩǎmilestones,
awards,andnotableachievements.

Å Inspiring videos featuring successful alumni, top-
performingstudents

ÅShowingTopplacements

ÅDistinguishedfaculty memberssharingtheir journeys
and accomplishments,including publications,awards,
andcontributionsto the industry.

ÅA nostalgic virtual pathway showcasingthe ǎŎƘƻƻƭΩǎ
history, major events,and key developmentsover the
years.



Live Events

7) Interactive Virtual Events & Workshops

Å Live events 

Å Orientation

Å Competitions/Hackathons

Å Live workshops with experts from anywhere in the world

Å Guest lectures

Å Alumni Meets

Å Functionality of opening cameras

Å Connecting via voice chat as avatars

Å Sharing presentations/videos



Alumni & Placements

8) Alumni & TopPlacements

Å Profiles and stories of successful alumni,
highlighting their career paths and
achievementspost-graduation.

Å TopPlacements

Å Integrationwith alumniLinkedInprofiles

Å CustomisedtalkingAvatarsof prominentalumni

Å Opportunities for alumni to mentor current
students, offering guidance, advice, and
industryinsights.



Classrooms & Clubs
9) Different areas for Classrooms,ResearchClusters,Labs
for collaborativelearning,Clans& TechClubs

Å Immersivevirtual classroomswith real-time interactions

Å StudentsasAvatarsandpresent& seenon cameras

Å Interactivewhiteboards

Å ScreenSharing& virtual presentations

Å Breakoutroomsfor groupdiscussionsandactivities.

Å Dedicatedvirtual spacesfor researchteams to collaborate on
projects,sharefindings,andaccesssharedresources.

Å Virtual labs equipped with tools and simulations for hands-on
learning

Å Opportunities for students to work together on experiments,
prototypes, and creative projects in a collaborative virtual
environment.

Å Student-led groupsand clubsfocusedon variousinterestswithin
designand technology(or someother school/program),fostering
a senseof communityandsharedlearning.



Student showcase

10) StudentShowcase

Å InteractiveWorkshowcase- example,

o immersivevirtual galleriesand storesfor design
studentswherethey candisplaytheir projects

o 3Dmodels

o Digitalartwork

o Productkiosks

o Exhibits

o Videos& PDFs

Å Interactive projects that can be engaged with,
throughVR

Å LiveDemos

Å Invite familiesandfriends


