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Abstract:  
The metaverse has emerged as one of the most transformative concepts in 

contemporary technology, representing the integration of diverse technologies that 

blend real-world and virtual environments. For children, the metaverse offers 

remarkable opportunities for learning, play, and social interaction. However, its 

potential risks necessitate vigilance and proactive measures to ensure their safety. 

This research paper delves into the essence of the metaverse and its implications 

for children. A pivotal finding is that while the metaverse offers an engaging and 

significant environment replete with numerous experiences and benefits, considerable 

efforts are necessary to render it a secure environment for children. 
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Introduction  

The pace of global technological advancement has accelerated to such an extent 

that it often challenges individuals and societies to adapt and fully comprehend its 

implications. As humanity continues to navigate the integration of groundbreaking 

technologies, accompanied by cultural, political, economic, and social 

transformations, a pivotal moment occurred on October 28, 2021. On this date, Mark 

Zuckerberg, founder and CEO of Facebook, announced the rebranding of the 

company to "Meta." This strategic shift signaled a commitment to developing a new 

internet paradigm that integrates social connections with immersive, interactive 

experiences, positioning users as active participants rather than passive observers. 

This innovative framework, known as the "Metaverse," represents a digital space 

where individuals can engage with one another virtually. 

The metaverse may manifest as a virtual reproduction of the physical world, 

mirroring its attributes and characteristics, or as a fully imagined environment with 

distinct properties and functionalities. Unconstrained by geographical boundaries, it 

allows users to engage in a wide range of activities—from connecting with friends 

and family to working, learning, playing, shopping, creating, and exploring novel 

interactions. The ultimate vision of this digital space is to create an immersive sense 

of presence, enabling users to instantly traverse virtual locations as human-like 

avatars without physically leaving their current environment. 

Children, as a highly impressionable demographic, are poised to be among the 

most profoundly impacted by the transformative possibilities introduced by this 

emerging virtual landscape. While the metaverse remains in its developmental phase, 

its full implications for children are not yet definitively understood. Nevertheless, it is 

possible to outline several opportunities and challenges that children may encounter 

within this evolving environment. Thus, This research aims to address the central 

question: What changes will the metaverse instigate in children's lives, and how will 

it influence them? 

Firstly: The General Framework of the Metaverse  

The metaverse represents a significant milestone in technological advancement. 

To understand its essence, it is essential to define its nature (Subsection 1) and 

examine the technologies that constitute it (Subsection 2) 

1. The Essence of the Metaverse  
The metaverse is a complex and evolving concept that defies straightforward 

definition. Currently, no universally agreed-upon understanding exists regarding its 

precise nature or what it may ultimately become. In practical terms, the metaverse 

does not yet exist in its entirety, save for some initial applications. However, 

consensus holds that, once fully realized, it will comprise an interconnected network 

of virtual environments, enabling individuals to replicate many activities of the 

physical world
1
. 
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1.1: Definition of the Metaverse 

The term "metaverse" was first coined by science fiction author Neal 

Stephenson in his 1992 novel Snow Crash. In this work, the metaverse is envisioned 

as a virtual realm composed of diverse environments, each serving specific purposes 

such as entertainment, education, and social interaction. Access to this world is 

facilitated by technologies like virtual reality headsets (HMDs), smartphones, and 

other media devices, allowing users to interact with others in shared spaces regardless 

of geographic location
2
. 

The term itself derives from "meta," a Greek prefix meaning "beyond," and 

"verse," taken from "universe," which refers to an all-encompassing entity. Together, 

"metaverse" translates to "beyond the universe" or "beyond reality." In essence, it 

describes an experience where individuals, leveraging advanced technology, 

transcend the constraints of the physical world
3
. 

Although defining the metaverse comprehensively remains challenging, it is 

generally described as a three-dimensional virtual space integrating advanced 

technologies. These include Virtual Reality (VR), Augmented Reality (AR), Mixed 

Reality (MR), 5G networks, Artificial Intelligence (AI), and other state-of-the-art 

tools. These innovations enable users to interact within boundless digital 

environments through avatars—virtual representations of themselves. While some 

users rely on VR headsets, others may use smartphones or conventional computers to 

access these environments
4
. 

Mark Zuckerberg, CEO of Meta, has characterized the metaverse as a virtual 

environment that incorporates elements of physical reality. Unlike traditional screen-

based interactions, the metaverse immerses users, enabling them to engage in 

activities with heightened realism. This immersion is facilitated through specialized 

devices, including sensor-equipped wearables, VR headsets, computers, and digital 

currencies. Within the metaverse, users can perform a wide array of activities—
shopping, conducting business, working, or engaging in entertainment—that mirror 

or extend those in the real world
5
. 

It is noteworthy that the metaverse initially emerged as a platform for online 

gaming, particularly through Massively Multiplayer Online Role-Playing Games 

(MMORPGs), which allowed users to interact in collaborative virtual spaces. Over 

time, this technology has evolved to encompass a broader range of applications, 

extending to sectors such as e-commerce, education, and even the delivery of public 

services
6
. 

1.2: Characteristics of the Metaverse 
Drawing on the above discussion, the salient characteristics of the metaverse can 

be delineated as follows: 

a.  Virtual Environment 

The metaverse comprises a three-dimensional space accessed via devices linked 

to Web 3, representing an evolution in internet connectivity. This environment offers 

users an immersive experience characterized by both continuity and permanence, a 
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stark contrast to previous iterations of the internet. Unhindered by traditional 

connectivity constraints, it maintains a persistent state, operational at all times. 

Engagement in this space is facilitated through specialized devices like VR glasses, 

headsets, or sensor-equipped apparel, allowing users to transcend spatial and 

temporal boundaries effortlessly
7
. 

b. Virtual Avatars 

In the metaverse, user interactions are mediated through avatars—digital proxies 

that not only represent but also express the user's identity. These avatars, ranging 

from static to dynamic incarnations, might mirror the user’s real-world appearance or 

embody alternate personas to enhance the immersive experience. Avatars serve as the 

nexus of interaction, significantly shaping perceptions and social interactions within 

the virtual milieu
8
. Moreover, advancements in avatar technology permit users to 

experience sensory feedback analogous to real-world sensations. Customization 

options abound, enabling users to fine-tune their avatars' appearances with an array of 

choices, from simple aesthetic alterations to complex three-dimensional modeling. 

While current avatars may still evoke a sense of animation, ongoing research and 

development in digital reconstruction promise enhancements that aspire to 

photorealistic accuracy
9
. 

c. Convergence of Physical and Virtual Realities 

The metaverse represents a collective, shared domain where users engage 

through the internet, mirroring and extending their real-life interactions. This virtual 

space does more than simulate the internet; it integrates various sophisticated 

technologies such as Virtual Reality (VR), Augmented Reality (AR), and Mixed 

Reality (MR) to forge a vividly immersive experience
10

. Within this domain, avatars 

enable users to interact with both real and virtual entities, facilitating a spectrum of 

activities—from gaming and commerce to medical, cultural, and educational 

activities—thus blurring the lines between digital and physical existence
11

. 

2. Technologies of the Metaverse 

The metaverse is constructed upon a sophisticated interplay of cutting-edge 

technologies. This section delineates the most pivotal among them: 

2.1: Virtual Reality (VR) 

Virtual Reality (VR) constitutes a transformative technology that superimposes 

real-world objects within a digitally constructed environment, rendering them 

indistinguishable from their tangible counterparts. By generating an immersive, three-

dimensional milieu through high-fidelity software, VR facilitates dynamic 

interactions between the virtual space and the user’s sensory and cognitive responses. 
Fundamentally, VR offers an all-encompassing simulation that engrosses users 

entirely within its virtual framework, faithfully replicating real-world entities with 

precise dimensions, such as height, width, depth, and mass
12

. 

Contrary to its perceived novelty, VR has evolved incrementally over decades. 

Its inception can be traced back to 1929, when Edwin Link, an American inventor 

and aviator, pioneered the "Pilot Maker," the first flight simulator, which garnered 
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considerable attention from the U.S. Army Air Corps for its utility in training pilots 

during World War II. Subsequently, in 1962, Morton Heilig conceptualized the 

Sensorama, a groundbreaking apparatus capable of delivering multi-sensory, three-

dimensional cinematic experiences that immersed viewers within the narrative 

environment. Over the decades, VR technology has expanded its purview beyond 

entertainment, permeating industries such as medicine and automotive design. The 

dawn of the 21st century heralded a new paradigm for VR, propelling it toward 

unprecedented sophistication. Nonetheless, VR remains predominantly entrenched in 

the gaming sector, captivating a demographic primarily comprised of youth, who 

constitute the most dynamic participants in this arena
13

. 

Notably, VR simulates human cognition by crafting experiential environments 

that enable users to transcend their physical constraints and engage with their 

surroundings as if corporeally present. This immersive engagement is achieved 

through VR headsets, which serve as portals into these virtual domains by simulating 

a deep fake perspective, and interactive realism
14

. VR ecosystems can be broadly 

categorized into two principal domains: gaming-centric environments and social 

metaverses. 

The critical differentiation between these domains lies in the autonomy afforded 

to users. Gaming environments are typified by rigid frameworks of predefined rules 

and constraints, which users are unable to circumvent due to technological 

safeguards. Conversely, social metaverses are imbued with greater adaptability, 

granting users expansive latitude in determining their actions and interactions within 

these digitally orchestrated spaces
15

. 

2.2: Augmented Reality (AR) 

Augmented Reality (AR) refers to the integration of digital elements into the 

physical world, effectively overlaying virtual models onto real-world environments
16

. 

This technology enhances reality by superimposing virtual images onto tangible 

objects, creating an interactive and immersive experience that allows users to engage 

with virtual components as though they exist physically before them
17

. 

AR operates by blending digital and physical elements, rendering physical 

objects into imaginative representations through wearable or handheld devices. This 

fusion opens unlimited possibilities across various fields, enabling users to reimagine 

and interact with their surroundings in transformative ways
18

. 

Consequently, the primary purpose of AR is to streamline users’ interactions 
with their environments by embedding virtual information not only within their 

immediate surroundings but also across broader, indirect views of virtual spaces. By 

augmenting users' perception and engagement with the real world, AR creates 

heightened realism through the seamless integration of virtual objects and markers 

into physical spaces in real time. Unlike traditional display systems, such as head-

mounted screens, AR extends its capabilities to all sensory modalities, enhancing 

visual, auditory, and even tactile inputs. Notably, AR can compensate for sensory 

impairments through advanced sensory substitution techniques. For example, 
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auditory signals can be employed to assist visually impaired users, while visual cues 

can support individuals with hearing los
19

s. 

AR platforms are already advancing various aspects of the metaverse, with 

digital games serving as key drivers of this innovation
20

. The widespread adoption of 

AR began in earnest in 2016 with the release of Pokémon Go. This game allowed 

players to use their devices to locate virtual characters overlaid onto physical 

environments, seamlessly blending digital and real-world elements. 

Beyond gaming, AR is increasingly used in diverse sectors. In commerce, for 

example, AR enables consumers to visualize products within their home environment 

prior to purchase. In the educational sector, both students and teachers can 

superimpose information, diagrams, and graphical elements onto the real world. 

3: Mixed Reality (MR) 

Mixed Reality (MR) represents a sophisticated integration of real-world 

elements with virtual and augmented realities, cultivating a composite environment. 

This amalgamation permits users to interact with both virtual objects and 

environments while retaining awareness of their physical surroundings
21

. Achieved 

through advanced devices like headsets or augmented reality glasses, MR overlays 

virtual elements directly onto the user’s real-world perception.
22

 

A prominent exemplar of this technology is Microsoft’s HoloLens headset. This 
device enables users to continuously interact with virtual objects while being fully 

aware of their actual environment. For instance, a user equipped with the HoloLens 

might look at a table and see virtual objects such as a coffee cup or dishes overlaying 

the real surface, which they can manipulate via hand gestures or voice commands
23

. 

Secondly :The Impact of the Metaverse on Childhood 

The metaverse introduces an exhilarating yet complex new dimension for 

childhood, replete with both vast opportunities and significant risks (Subsection 1), 

and poses considerable challenges for ensuring children's safety (Subsection 2). 

1. Opportunities and Risks of the Metaverse for Children 

While the internet and broader digital technologies offer extensive benefits, 

particularly for children—including potent tools for education, creativity, self-

expression, and social skill development—the metaverse also exposes them to 

profound risks. These benefits are instrumental in fostering identity formation and 

enhancing interactive learning. However, children’s engagement in these virtual 
spaces must be carefully managed to protect them from potential dangers which 

include threats to privacy, exposure to inappropriate content, and risks of 

exploitation, such as sexual abuse.
24

  

Part 1: Opportunities 

The metaverse offers children a wealth of opportunities to fulfill their 

aspirations and realize their potential. The primary advantages can be summarized as 

follows: 

a.  Enhanced Learning, Development, and Socialization 
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The metaverse creates transformative learning opportunities for children, 

offering immersive and highly interactive experiences that transcend the limitations 

of the physical world. For example, children can virtually visit renowned museums or 

relive historical events, fostering a dynamic and enriched educational environment. 

These opportunities are particularly effective when virtual and physical realities are 

seamlessly integrated, preserving vital social connections between children and 

educators, caregivers, or peers
25

. 

In addition to academic benefits, the metaverse provides a secure, structured 

environment for children to develop and refine new skills. By designing interactive 

worlds, creating games, animating visual content, or engaging in other virtual 

projects, children can cultivate critical thinking, creativity, and problem-solving 

abilities. Furthermore, the metaverse supports the development of social and 

communication skills by facilitating meaningful interactions with family and friends 

across the globe
26

. 

b.  Health and Safety 

Virtual environments within the metaverse are increasingly being employed to 

promote children's health and psychological well-being. These environments can 

assist children with Autism Spectrum Disorder (ASD) in preparing for social 

situations, such as public speaking. Similarly, virtual reality (VR) tools are 

recognized for their therapeutic applications, including reducing anxiety, alleviating 

depression, and managing chronic pain. Augmented reality (AR) applications further 

encourage physical activity by offering tailored exercise routines and virtual personal 

trainers
27

. 

Additionally, the metaverse introduces advanced safety mechanisms that exceed 

those available in the physical world. Platforms such as Horizon Worlds by Meta 

allow users to activate protective features, such as virtual bubbles, or to retreat to safe 

zones if they feel threatened. These tools ensure that others cannot approach or harm 

users within these spaces. Moreover, users can mute, block, or report inappropriate 

content or individuals. Other platforms enforce personal boundaries by maintaining 

safe distances between avatars, thereby fostering a secure and respectful digital 

environment
28

. 

c.  Cultivating Creativity and Critical Thinking 
The metaverse empowers children to exploit their knowledge in innovative 

ways, enabling them to create new ideas, develop solutions, and navigate challenges 

with confidence. By encouraging exploration and curiosity, metaverse-based games 

and activities foster a creative mindset that is invaluable for real-world problem-

solving. Creative thinking within the metaverse thrives on collaboration, effective 

communication, and the ability to critically analyze and apply information; through 

systematic engagement, children can bridge virtual content with tangible real-world 

experiences
29

. 
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d.  Supporting Inclusion for Children with Disabilities 

The metaverse's accessibility features make it particularly advantageous for 

children with disabilities. For example, visually impaired children can participate in 

educational and recreational activities using auditory or sensory-based interfaces 

rather than relying on visual elements. Similarly, deaf or mute children can benefit 

from alternative communication methods, such as text-to-speech tools or automated 

translation features, enabling seamless interaction across linguistic and sensory 

barriers
30

.  

2: Risks of the Metaverse for Children 

While the metaverse confers substantial opportunities for children, it also 

introduces a breadth of potential hazards. These include intrusions upon privacy, 

cyberbullying, sexual exploitation, exposure to violence, propagation of hate speech, 

racial discrimination, identity theft, and other emergent threats. The principal 

categories of these risks may be delineated as follows: 

a. Physiological Risks 
Physiological risks pertain to potential physical harm children may sustain 

through their engagement with metaverse environments
31

: 

 Motion Sickness: Prolonged immersion in Virtual Reality (VR) can induce 

symptoms such as nausea, vertigo, and spatial disorientation. Researchers attribute 

these effects to the incongruity between visual input processed by the eyes and 

vestibular signals in the inner ear. 

 Injuries and Accidents: While wearing VR headsets and navigating hyper-

realistic simulations, children risk tripping, colliding with objects, or falling from 

elevated surfaces in their physical surroundings, potentially causing harm. 

 Visual Strain and Potential Vision Impairment: Extended VR use can lead to 

ocular fatigue and strain, which may contribute to vision problems in children, 

especially given their developmental stage. 

b. Sexual Abuse, Exploitation, and Harassment 

Technological advancements have facilitated new modalities of sexual 

exploitation and abuse, enabling perpetrators to victimize children in virtual 

environments without physical contact. Offenders—often adults—can gain a child’s 
trust and coerce them into sexual acts, sometimes under threat. Research indicates 

that minors are particularly susceptible to such abuses, which may encompass violent, 

sadistic, or otherwise exploitative behaviors
32

. 

A notable example involves Nil Patel, Vice President of Virtual Worlds 

Research, who recounted an incident in which her avatar experienced explicit verbal 

and sexual harassment from multiple male virtual entities. The perpetrators 

documented and later shared these images, and Patel reported a physiological and 

psychological response akin to what she would have experienced had this incident 

occurred in the physical world
33

. 
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c.  Cyber Fraud 
Cyber fraud entails fabricating false identities to manipulate victims for financial 

or emotional gain. Adult predators may pose as children to establish trust, or, in some 

instances, children themselves may perpetrate fraud
34

. 

d. Cyberbullying 

Cyberbullying leverages digital technologies to inflict harm on children. This 

may involve using derogatory epithets, issuing threats, disseminating explicit imagery 

without consent, or revealing personal information to humiliate or discredit the 

victim
35

. 

e.  Privacy Violations 

With the increasing overlap between virtual and real worlds in the metaverse, 

concerns about digital privacy breaches are escalating. Devices within virtual 

environments possess the capability to display and share personal information across 

digital domains, thus creating a vast new scale for the surveillance of users' sensitive 

data. Virtual platforms actively collect and potentially misuse children's personal 

data, using it for illegitimate purposes or generating substantial profits through its 

sale to corporations that require such data
36

. 

One might question how personal data theft in the metaverse can occur if users 

take necessary precautions and do not use their actual information. Despite such 

precautions, acquiring personal data in this space is surprisingly straightforward. The 

very devices individuals use to access the metaverse can reveal personal details 

through the analysis of biometric data, such as handprints, eye movements, facial 

expressions, or heart rate, which can disclose personal traits, as well as religious, 

ethnic, or health-related information. 

f.  Additional Risks 

Children remain vulnerable to an expansive array of potential harms as 

metaverse environments grow more immersive and technologically advanced. 

Harmful content—ranging from violence, pornography, and self-harm material to 

extremist and discriminatory ideologies—can easily reach children in these virtual 

spaces
37. Ultimately, quantifying the full scope of the metaverse’s impact on children 

remains challenging; unresolved questions persist regarding how such immersive 

digital experiences shape physical, cognitive, emotional, and psychological 

development.  

2. Challenges of the Metaverse and Child Protection Requirements 

While the metaverse presents valuable opportunities, it also introduces 

significant challenges to safeguarding children. 

2.1: Challenges of Metaverse Crimes 

Criminal activities within the metaverse present significant challenges to 

criminal law, both substantively and procedurally. These issues can be outlined as 

follows: 

a.  Substantive Challenges 
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The metaverse introduces complex questions about whether traditional criminal 

laws can address novel forms of virtual crime effectively: 

- Defining Crimes and Applying Conventional Legal Frameworks 

Crimes within the metaverse, such as murder, virtual assault or sexual 

harassment, lack the physicality that defines similar offenses in the real world. 

Instead, these acts impact the psychological or emotional state of victims by targeting 

their avatars. While such actions can cause substantial harm, they often fail to meet 

the tangible criteria required for prosecution under conventional criminal statutes. For 

example, a user subjected to virtual violence may perceive it as a real-life experience, 

but its intangible nature complicates enforcement and the imposition of penalties. 

This issue parallels the legal ambiguities surrounding artificial intelligence (AI), 

which similarly challenges existing liability structures
38

. As the metaverse 

increasingly integrates into daily life, legal systems must evolve to address these 

unique circumstances. 

- The Legal Status of Avatars as Objects of Criminal Liability 

Avatars, as digital proxies for their users, facilitate participation in virtual 

environments. Given their capacity to engage in transactions and other activities, 

avatars could be recognized as entities with specific rights and obligations. This 

recognition would provide a legal basis for addressing crimes such as intellectual 

property theft, harassment, extortion, or cyberbullying, thus enhancing protections 

within the metaverse
39

. 

- Difficulty of Identifying Perpetrators 

As previously discussed, the metaverse constitutes a three-dimensional virtual 

environment where users interact through avatars or digital representations. This 

presents significant challenges in legally attributing criminal acts to a specific 

individual, particularly when the perpetrator employs a fabricated avatar that conceals 

their true identity or impersonates another user. Consequently, assigning liability to 

anonymous users for breaches of conduct obligations within the metaverse becomes 

legally problematic
40

. 

The complexity deepens when the virtual avatar is operated by an artificial 

intelligence (AI) system. A contentious debate persists regarding whether AI can be 

endowed with legal personality, which would allow it to bear criminal liability for 

unlawful actions resulting from its operations
41

.  

b.  Procedural Challenges 
Addressing metaverse crimes involves significant procedural obstacles, which 

can be summarized as follows: 

- Determining Applicable Law and Resolving Jurisdictional Conflicts 

The metaverse's global and boundaryless nature introduces profound challenges 

in identifying the applicable legal framework for crimes committed within its 

domain. Crimes in the metaverse often transcend national borders, making them 

inherently transnational. For instance, a crime might be initiated in one jurisdiction, 

produce its effects in another, and involve a perpetrator operating from an entirely 



Abdallah CHIBANI                                       

Widad BENSALEM 

Childhood Realities within the Emerging Virtual Frontiers 

of the Metaverse 

 

1041 
 

different location. In such cases, jurisdictional ambiguity creates a significant barrier 

to holding offenders accountable. 

This issue parallels challenges in cybercrime cases, where the absence of a 

unified international legal framework hampers enforcement. Legal scholars and 

practitioners increasingly advocate for comprehensive international regulations to 

address such transboundary crimes, arguing that reliance on fragmented domestic 

legal systems is inadequate. Without robust international cooperation, jurisdictional 

conflicts will remain a major impediment to combating metaverse-related offenses
42

. 

- Challenges in Proving Crimes in Virtual Environments 

Establishing proof of criminal activity in the metaverse presents another 

substantial challenge. The advanced and versatile technologies underpinning the 

metaverse empower offenders to exploit its capabilities, devising sophisticated and 

often undetectable methods to commit crimes; these environments frequently lack 

physical traces of criminal activity, as virtual actions and interactions occur across 

overlapping, interconnected digital spaces. Prosecution in such cases necessitates a 

high degree of technical expertise and specialized knowledge of metaverse 

technologies
43

.  

2: Protection Requirements 

Children dedicate substantial time to virtual environments. In response to the 

severe risks they encounter, various global organizations are intensifying efforts to 

mitigate assaults within these digital spaces and to safeguard children more 

effectively through enhanced protective measures. 

a. Responsibilities of Technology Companies 

Technology companies bear a crucial responsibility to prioritize safety and 

privacy by implementing comprehensive protective features and revising platform 

policies, particularly for environments not originally designed for children. Key 

recommendations include
44

: 

 Technology companies should integrate responsible design frameworks during 

the development and deployment of products and systems. These frameworks must 

align with child-centric design principles, emphasizing well-being, safety, privacy, 

and inclusivity.  

 Robust mechanisms for verifying user age and identity are essential to prevent 

children from accessing inappropriate or harmful content.  

 Protecting children’s data within the metaverse necessitates the highest 
standards of data security and privacy. Companies must adhere to responsible data 

collection practices, which include collecting only the data that is strictly necessary 

for specified purposes and ensuring its prompt deletion post-use.  

 Developers of metaverse environments must collaborate with psychologists, 

child rights advocates, civil society organizations, researchers, and regulatory 

authorities throughout the design and development process. This multidisciplinary 

approach ensures that products and technologies intended for children are thoroughly 

evaluated for potential risks
45

.  
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b.  Legislative Measures 
Currently, various legal systems grapple with numerous obstacles and 

challenges in addressing cybercrimes, in addition to evaluating legal frameworks 

related to artificial intelligence (AI) systems. These issues compound when dealing 

with offenses against children emerging within the metaverse environment. Although 

some metaverse-related crimes can be addressed using existing cybercrime laws, 

these regulations remain inadequate to encompass the full spectrum of offenses. 

Therefore, a series of measures must be undertaken to enhance security and safety 

within the metaverse
46

: 

 Evaluate how current regulatory frameworks, such as the General Data 

Protection Regulation (GDPR) and apply to the protection of children within the 

metaverse. Moreover there is a need to determine whether additional legislation is 

necessary to address emerging challenges effectively. 

 Conduct comprehensive reviews of how metaverse technologies operate to 

identify opportunities and risks specifically affecting children.  

 In instances where gaps exist within current policies or regulations, it is 

imperative to develop open standards, principles, or new legislation to ensure 

comprehensive protection for children.  

 Consider the formation of a specialized advisory committee comprising a 

diverse range of stakeholders, including child rights experts, to provide policymakers 

and regulators with informed guidance on metaverse-related issues.  

c.  Family Involvement 
While it is easy to place blame on metaverse technology developers for the 

assaults that occur against children, the responsibility also fundamentally lies with 

parents and guardians. Families play a pivotal role in safeguarding children from the 

dangers of virtual environments. To ensure the safety and security of their children, 

parents must adopt several proactive measures
47

: 

 Access to the metaverse typically occurs through Virtual Reality (VR) devices. 

Therefore, parents should implement the following safety guidelines to protect their 

children during VR experiences: 

 Restrict VR usage to a maximum of 20 minutes per session to prevent 

overexposure and potential negative effects. 

 Ensure that children remain stationary during VR experiences to 

minimize the risk of accidents. 

 Allow children to use VR in a room free from hazardous objects or pets 

to prevent injuries. 

 Guide children through their first VR experiences to assess their ability 

to distinguish between real and virtual elements. 

 Ensure that children adhere to all safety warnings and guidelines 

provided by VR devices and applications. 

 Parents must meticulously evaluate the types of applications and games their 

children engage with.  
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 Experiencing metaverse content alongside their children allows parents to 

monitor interactions and identify potential threats.  

 Educating children on how to respond to harmful content or interact with 

malicious users is crucial.  

 Conclusion  

The metaverse represents a groundbreaking technological frontier with the 

potential to fundamentally reshape children’s lives. It offers a wealth of opportunities, 
serving as a vital tool for education, creativity, self-expression, and the development 

of identity and social skills. However, alongside these benefits come significant risks, 

including cyberbullying, exposure to inappropriate content, and encounters with 

virtual violence. Many of these risks mirror those associated with traditional digital 

technologies but are magnified within the immersive environment of the metaverse. 

For instance, violent or inappropriate content can feel more realistic, and experiences 

of abuse or harassment may become more intense and visceral. 

To ensure that the metaverse evolves into a safe and beneficial space for 

children, the following considerations must be prioritized: 

 Developers must prioritize the well-being of children when designing and 

implementing metaverse technologies. 

 Strong regulatory measures must be implemented to protect children from 

harmful content and virtual abuse. Parents and guardians should be equipped with the 

knowledge and tools necessary to understand the risks associated with the metaverse. 

They must be able to guide and support their children in navigating these digital 

spaces responsibly and safely. 

 Granting legal personhood to virtual avatars would establish them as legitimate 

subjects of legal accountability.  

 A robust and reliable legal framework is essential to govern the metaverse and 

ensure it remains a secure environment for children.  

Margins : 
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