Alfonso Filippone, Maria Ermelinda De Carlo, Raffaele Di Fuccio

QTIMES

Technology and Social Studies

2
Aprile 2025

Al-Powered Digital Storytelling in Virtual Worlds: A Comparative European
Model for Refugee Education

Storytelling Digitale Potenziato dall’IA nei Mondi Virtuali: Un modello
Comparativo Europeo per I’Educazione dei Rifugiati

Alfonso Filippone, Maria Ermelinda De Carlo, Raffaele Di Fuccio
Universita Telematica Pegaso

alfonso.filippone@unipegaso.it
mariaermelinda.decarlo@unipegaso.it
raffaele.difuccio@unipegaso.it

Doi: https://doi.org/10.14668/QTimes 17227

ABSTRACT

The integration of Artificial Intelligence (Al) and Virtual Worlds in refugee education offers new
opportunities for social inclusion, language learning, and digital empowerment. This study explores
Al-powered digital storytelling as a pedagogical tool to support refugees in identity reconstruction
and linguistic integration. Through a comparative analysis of European policies, it highlights best
practices and challenges in different national contexts. Project like MEMEX, which uses augmented
reality to create a shared cultural heritage, and DIGIMI, which promotes migrant integration
through digital storytelling, demonstrate the effectiveness of innovative approaches in refugee
education. The findings provide scalable recommendations for educators, policymakers, and NGOs,
promoting technology-based educational solutions.
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RIASSUNTO

L’integrazione di Intelligenza Artificiale (IA) e Mondi Virtuali nell ’educazione dei rifugiati offre
nuove opportunita per inclusione sociale, |’apprendimento linguistico e [’empowerment digitale.
Questo studio esplora lo storytelling digitale potenziato dall’IA come strumento pedagogico per
supportare i rifugiati nella ricostruzione dell’identita e nell’integrazione linguistica. Attraverso
un’analisi comparativa delle politiche europee, vengono evidenziate le migliori pratiche e le sfide
nei diversi contesti nazionali. Progetti come MEMEX, che utilizza la realta aumentata per creare un
patrimonio culturale condiviso, e DIGIMI, che promuove [’integrazione dei migranti attraverso lo
storytelling digitale, dimostrano [’efficacia di approcci innovativi nell 'educazione dei rifugiati.

[ risultati offrono raccomandazioni scalabili per educatori, decisori politici e ONG, promuovendo
soluzioni educative basate sulla tecnologia.

Parole chiave: narrazione digitale, intelligenza artificiale in educazione, inclusione dei rifugiati,
mondi virtuali per I’apprendimento, politiche educative europee.

1. INTRODUCTION

Education is a key tool for the social, cultural and economic integration of refugees, as it can provide
them with the opportunity to develop linguistic, digital and professional skills essential for their
inclusion in host countries (Dryden-Peterson, 2011). However, access to education for refugees is
often hampered by numerous barriers, including the lack of adequate infrastructure, insufficient
learning materials, language difficulties and social discrimination. Furthermore, geopolitical
instability and bureaucratic constraints limit access to structured educational programs, preventing
refugees from acquiring the skills necessary for full participation in the host society (Han, 2024).

In recent years, the integration of emerging technologies in education has opened new perspectives
to overcome these barriers. In particular, Artificial Intelligence (Al) and Virtual Worlds can offer
innovative solutions that allow the creation of flexible, immersive and accessible learning
environments. Al can support the personalization of learning through intelligent tutoring tools,
automatic translation and adaptive assistance, facilitating the acquisition of linguistic and cognitive
skills (Holmes, 2019). Virtual Worlds, on the other hand, allow the simulation of realistic and
interactive learning scenarios, promoting active student involvement and improving the effectiveness
of training through experiences based on simulations and digital storytelling (Filippone et al., 2023).
In this context, Al-enhanced digital storytelling emerges as an effective pedagogical tool to foster
inclusion and learning among refugees. Through interactive and multimedia storytelling, it is possible
to enhance students' individual experience, strengthen their sense of identity and belonging, and
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facilitate the construction of personalized educational paths (La Rosa, 2024). In parallel, Virtual
Worlds offer a safe space for experiential learning, allowing refugees to develop linguistic,
professional and social skills through simulations, role-playing and collaborative interactions
(Filippone et al., 2024).

To understand the effectiveness and potential of these technologies, it is essential to analyze the
regulatory framework and educational policies adopted in different European countries. The
availability of digital infrastructures, the presence of training programs for educators and access to
technological resources vary significantly between Member States, influencing the applicability and
scalability of innovative educational models for refugees. A comparative analysis of European
educational policies allows to identify best practices and effective strategies to implement scalable
technological solutions in the educational context of refugees, providing concrete indications for
educators, policy makers and non-governmental organizations (NGOs) (Outeda, 2024).

The aim of this essay is therefore to explore the role of Al and Virtual Worlds in refugee education,
with a particular focus on the use of digital storytelling as a tool for inclusion. Through an analysis
of European educational experiences and policies, innovative strategies will be proposed to promote
access to education and improve learning opportunities for people in situations of forced migration.

2. ARTIFICIAL INTELLIGENCE AND DIGITAL STORYTELLING FOR REFUGEES

The integration of refugees into educational and social contexts is a complex challenge, requiring
innovative strategies to support language learning, identity construction and psychological well-
being. Artificial intelligence (AI) and digital storytelling offer powerful tools to facilitate these
processes, making education more accessible and personalized. Digital storytelling, in particular, is
an essential tool to give voice to refugees’ individual experiences and promote their social inclusion.
Digital storytelling is an educational methodology that combines narration and multimedia tools to
promote learning and communication (Robin, 2008). Digital narratives can include text, images,
audio and video, allowing students to express their stories in an engaging and interactive way. In the
context of refugee education, digital storytelling has been studied as an effective means to improve
language skills and stimulate active participation, providing a safe environment for sharing personal
experiences (Kim, 2020).

Al further enhances this process, allowing for greater personalization of learning and ongoing
support. Machine learning algorithms and Natural Language Processing (NLP) can analyze students’
textual productions and provide real-time feedback on grammar, syntax, and vocabulary, thus
improving their language skills (Chai et al., 2013). Furthermore, Al-based systems can adapt content
to individual needs, offering personalized exercises and learning materials based on each student’s
level of proficiency (Zawacki-Richter et al., 2019).

Another key application of Al in digital storytelling is the use of speech synthesis and machine
translation to break down language barriers. Advanced tools such as educational chatbots and virtual
tutors can interact with students, answering their questions and guiding them in producing more
complex narratives (P6tzschke & Weil, 2021). Such technologies not only facilitate learning the host
language, but also help make refugee stories accessible to a wider audience.

Al-supported digital storytelling is not only a means to improve language skills, but also a crucial
tool for the construction of identity and social integration of refugees. The possibility of telling one’s
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story through digital platforms allows individuals to elaborate on their experiences, strengthening
their sense of self and promoting greater psychological well-being (Matlin et al., 2025). In particular,
the narrative process helps refugees to rework traumatic experiences and to build a coherent narrative
of their lives, facilitating adaptation to the new social context (Ohler, 2013).

From the perspective of language integration, Al offers innovative tools that make learning more
effective and interactive. NLP models can identify common linguistic patterns among refugees and
customize learning activities to address their specific difficulties (Garcia-Pefalvo, 2021). In addition,
adaptive learning platforms, based on Al, can propose targeted exercises and interactive materials
that adapt to the user’s abilities and progress, increasing motivation and learning effectiveness
(Zawacki-Richter et al., 2019).

A key aspect of digital storytelling for refugees is the creation of learning communities. Online
platforms allow students to share their stories with other refugees, educators, and community
members, fostering intercultural dialogue and mutual support (Kim, 2020). Furthermore, the ability
to create and view stories in different languages helps refugees feel valued and included in the host
society, contributing to greater social cohesion (Matlin et al., 2025).

Finally, the use of Al in digital storytelling allows for monitoring students’ progress and identifying
any difficulties in a timely manner. Data analytics tools can provide teachers with detailed
information on students’ language skills and participation, allowing them to adapt educational
strategies accordingly (Potzschke & Weil3, 2021). This data-driven approach makes education more
effective and inclusive, better addressing the needs of refugees and improving their integration
journey.

3. VIRTUAL WORLDS FOR EDUCATION AND INCLUSION

The integration of virtual worlds into teaching represents one of the most significant evolutions of
digital education, offering immersive three-dimensional environments that overcome the spatial and
temporal barriers of traditional learning. These environments not only foster collaboration and
interaction between students, but are also particularly effective tools for educational inclusion,
allowing students with special educational needs and refugees to access personalized learning paths
(Filippone et al., 2023).

Virtual Worlds (VWs) are persistent three-dimensional digital environments in which users can
interact with each other and with the surrounding space through customizable avatars (De Freitas,
2008). The use of these environments in education has been widely documented for their ability to
foster student engagement, support active learning, and develop 21st-century skills, such as critical
thinking and collaboration (Damasevicius & Sidekerskiené, 2024).

According to recent studies, the combination of virtual worlds with intelligent tutoring systems (ITS)
has allowed the implementation of highly adaptive and personalized learning environments, which
respond to the individual needs of students in real time (Rasim et al., 2021). The integration between
Virtual Worlds and ITS is particularly effective in improving the acquisition of digital and transversal
skills, supporting more flexible and interactive teaching (Filippone ef al., 2023).

In the context of refugee education, virtual worlds present themselves as innovative tools to reduce
the educational gap, facilitating language learning, cultural integration and professional training.
Thanks to platforms such as Framevr.io, it is possible to create interactive educational environments
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accessible from any device, allowing refugees to participate in personalized and interactive learning
paths without the limitations of traditional infrastructures (Filippone et al., 2023).

The use of virtual worlds to support refugees' experiential learning has been the subject of several
studies highlighting their positive impact on motivation and skills acquisition (Kohlenberger et al.,
2023). Key features of these environments include:

- Personalized avatars: students can build a digital identity that helps them overcome anxieties
and cultural barriers, facilitating active participation (Filippone et al., 2023);

- Immersive scenarios: simulations of real contexts (e.g., everyday conversations in a foreign
language, work situations) allow for situated and contextualised learning (Baccassino &
Pinnelli, 2024);,

- Collaborative learning: virtual world platforms allow students to interact with each other in
group activities, improving communication and social skills (Filippone ef al., 2024).

A concrete example is represented by Eduverse, a digital ecosystem where refugees can learn in an
immersive environment, overcoming the physical limitations of traditional education (Filippone ef
al., 2023). Educational experiences conducted within these environments have shown an increase in
active participation of students and an improvement in their linguistic and digital skills (Armianu et
al., 2024).

In particular, the experience of cooperative learning in virtual worlds has shown that students with a
migrant background can develop greater self-confidence and greater autonomy in learning, thanks to
the possibility of freely exploring and interacting within simulated environments (Filippone et al.,
2023). The use of digital escape rooms, educational games and immersive activities has also favored
a more dynamic and engaging approach, which translates into better learning outcomes and a greater
sense of belonging to the school community (Bala & Gupta, 2024).

Virtual worlds represent an extraordinary opportunity to improve access to education and foster the
inclusion of refugee students and students with special educational needs. The integration of ITS and
virtual environments allows for highly personalized, adaptive and motivating learning paths,
responding to the needs of an increasingly diverse student population. However, to fully exploit the
potential of these tools, it is necessary to invest in teacher training and in the implementation of
accessible and scalable technological infrastructures (Natalini ef al., 2024).

4. COMPARATIVE ANALYSIS OF EUROPEAN EDUCATION POLICIES

Refugee education is a crucial challenge for European countries, each of which adopts different
educational policies to address the inclusion of this population. While some states have implemented
innovative strategies for digital inclusion, others still present structural barriers that limit access to
education for migrants and refugees. The comparative analysis of European educational policies helps
to identify best practices and common challenges in the adoption of technological solutions for
educational inclusion (Ambrosini, 2012).

Scandinavian countries, such as Sweden, Norway and Denmark, are often cited as positive examples
in the educational inclusion of refugees. In Sweden, the government has implemented specific
programs to facilitate refugees' access to education, with an emphasis on language learning and
cultural integration (Torlone, 2021). Norway has developed digital platforms to support refugees'
distance learning, ensuring access to online educational resources (Catarci, 2011). Denmark, on the
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other hand, has focused on training teachers to manage multicultural classes, promoting the use of
digital technologies to facilitate inclusion.

In Southern European countries, such as Italy, Spain and Greece, the educational inclusion of refugees
presents specific challenges. In Spain, pilot projects for the use of digital technologies in refugee
education have been launched, but large-scale implementation is still in its early stages (Dryden-
Peterson, 2011). Greece, due to its geographical location, has faced a significant influx of refugees
and has had to quickly adapt its educational policies, often with the support of non-governmental
organizations (Adorni, 2020).

In Italy, the educational inclusion of refugees is regulated by a regulatory framework that recognizes
the right to education for all minors, regardless of their legal status. However, the practical
implementation of these provisions faces several challenges (Dematteis et al., 2018). The ISMU
Foundation (the Italian acronym that indicates Initiatives and Studies on Multiethnicity) has
highlighted that, although policies aimed at inclusion exist, structural barriers that limit access to
education for migrants and refugees persist.

A critical issue concerns teacher training. Many teachers lack specific training to manage
multicultural classes, which can hinder the effective inclusion of refugee students. Intercultural
education, although recognized as essential, is not yet systematically integrated into teacher training
programs.

Furthermore, the Senate Extraordinary Commission for the Protection and Promotion of Human
Rights stressed the need to monitor and improve conditions in reception centers, including
educational aspects, to ensure respect for the fundamental rights of refugees.

Despite these challenges, good practices have also emerged. In some regions, schools and non-
governmental organizations have developed language and cultural support programs to facilitate the
integration of refugee students. However, the uptake of such initiatives is often limited and depends
on available local resources.

Countries such as Germany, Poland and Hungary have adopted different approaches to the
educational inclusion of refugees. Germany has implemented extensive programs for the integration
of refugees into the educational system, with a strong focus on language learning and the use of digital
technologies to support inclusion. In Poland, educational policies for refugees are still under
development, with local initiatives trying to fill gaps in the system. Hungary, on the other hand, has
adopted more restrictive policies, limiting refugees' access to educational services (Taddei & Alesi,
2023).

Despite differences in educational policies, some common challenges emerge across European
countries. The language barrier is one of the main obstacles to the educational inclusion of refugees.
Furthermore, training teachers to manage culturally diverse classes is a shared need. Access to digital
technologies can facilitate inclusion, but requires investment in infrastructure and training.

Best practices identified include offering intensive language courses, creating inclusive school
environments, and using digital platforms to support learning. Collaboration between governments,
schools, and non-governmental organizations is essential to develop effective policies (Ferretti,
2016).

Comparative analysis of European education policies reveals a variety of approaches in refugee
inclusion. While some countries have developed innovative strategies, others still face significant
challenges. Sharing best practices and international cooperation can help improve access to education
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for refugees across Europe (Agrusti et al., 2017).

Although several European countries have undertaken efforts to digitally support refugee education,
the integration of Artificial Intelligence (AI) and Virtual Worlds (VR) remains limited and
fragmented. In Scandinavian countries, such as Norway and Sweden, digital platforms for online
learning have been developed (Catarci, 2011; Torlone, 2021), but the specific use of Al-driven
adaptive learning systems and immersive virtual environments for refugee education is still at an
experimental stage.

In Southern Europe, including Italy, Spain, and Greece, pilot projects involving digital storytelling
or online educational tools for refugees have emerged (Dryden-Peterson, 2011; Adorni, 2020).
However, initiatives explicitly employing Al or VR technologies are scarce and often restricted to
localized, NGO-led experiments rather than being embedded into national education systems
(Dematteis et al., 2018).

Germany represents one of the most advanced contexts in terms of digital education for refugees,
with broad access to online resources and digital language learning programs. Nonetheless, even in
Germany, the adoption of Al or Virtual Worlds specifically tailored to refugee education remains
limited to isolated projects rather than a systemic national strategy (Taddei & Alesi, 2023).

Overall, despite growing attention to digital inclusion, the structured use of Al and Virtual Worlds in
refugee education is still underdeveloped across Europe. This gap highlights a significant opportunity
for further innovation in the field, suggesting the need for more comprehensive strategies to fully
leverage emerging technologies in support of refugee inclusion.

5. FROM MEMEX AND DIGIMI TOWARDS NEW PROJECTS: AI-ENHANCED VIRTUAL WORLDS FOR
REFUGEE INCLUSION

In recent years, several initiatives have used digital technologies to promote social inclusion and
enhance cultural heritage. Among these, the MEMEX and DIGIMI projects stand out, representing
significant examples of how technology can be used to respond to the needs of local communities.
The MEMEX (MEMories and EXperiences for inclusive digital storytelling) project, funded by the
European Union, has as its main objective the use of augmented reality to create personalized digital
narratives, promoting social inclusion through the sharing of cultural heritage. The initiative is based
on the idea that collective memory and cultural recognition can facilitate the integration of groups at
risk of social exclusion (Da Milano et al., 2023).
In particular, MEMEX involved migrant women in Barcelona, residents of the 19th arrondissement
of Paris, and first-, second-, and third-generation migrants in Lisbon. Through a smartphone
application, participants can create, share, and view geolocalized stories that integrate multimedia
elements such as text, audio, and video. These stories are then overlaid on the physical environment
through augmented reality, creating a “memory map” accessible in specific locations in the cities.
This approach not only enhances participants’ personal experiences, but also connects them to
existing cultural heritage, promoting social cohesion and the emancipation of the communities
involved (Da Milano et al., 2023).
DIGIMI (DIGItal storytelling for Migrant Integration) is a project co-funded by the AMIF
programme of the European Union, which aims to engage local communities to facilitate migrants’
social integration through volunteering activities based on digital storytelling (Alencar, 2024). The
project aims to promote an active role of third-country nationals in the community at local, regional

QTimes webmagazine - Anno XVII - n. 2, 2025

Anicia Editore

ISSN 2038-3282

330


http://www.qtimes.it/

Alfonso Filippone, Maria Ermelinda De Carlo, Raffaele Di Fuccio

and national levels, fostering meaningful interactions between local communities and migrants.
Among the main activities, DIGIMI has developed an online peer-to-peer learning platform, which
collects a portfolio of digital stories of migrants and refugees, supporting both other migrants and
professionals and community members. Furthermore, a training package has been developed for
practitioners on how to integrate digital stories in their training and awareness-raising activities in
local communities. This approach aims to improve migrants’ participation in the host society,
strengthening their sense of belonging and promoting mutual understanding through the sharing of
personal experiences (Soltane, 2020).

The MEMEX and DIGIMI projects demonstrate how digital can become a bridge between different
cultural identities, fostering social inclusion through shared heritage and storytelling. However,
current experiments could be further enhanced through the use of immersive virtual worlds, integrated
with Artificial Intelligence (Al), to amplify the possibilities of learning, interaction and integration
of refugees.

The integration of emerging technologies such as generative Al and virtual reality (VR) would allow
for the creation of personalized and adaptive learning environments (Filippone et al., 2024). A
possible development could be the design of Virtual Inclusion Hubs (VIH), three-dimensional digital
spaces that combine elements of the MEMEX and DIGIMI projects to offer refugees interactive
educational experiences and social empowerment paths (Parncutt et al., 2021). These virtual
environments could include:

- immersive and interactive storytelling: using VR, refugees could digitally reconstruct their
stories, linking them to their new living contexts through interactive maps similar to those of
MEMEX, but enriched by sensory simulations and branched stories (Lupano, 2021; Carrescia,
2023);

- Al tutors and conversational chatbots: based on the principles of DIGIMI digital storytelling,
these multilingual virtual assistants could support learning the language of the host country,
facilitating the overcoming of language barriers and the acquisition of cultural skills (Paolini
et al., 2020);

- virtual worlds for training and orientation: interactive environments could serve as training
spaces for work and social integration, where refugees can interact with Al avatars in
everyday life scenarios (e.g. requesting documents, job interviews, interactions with public
bodies) (Filippone et al., 2023);

- Al-driven communities: virtual groups moderated by artificial intelligence could foster
exchange between refugees and host communities, creating support networks for more
effective and participatory integration (Abedi et al., 2024).

This proposal would respond to the need to create paths that are increasingly in line with the needs
of territories and migrant populations, combining the experiential dimension of MEMEX augmented
reality with the narrative and educational power of DIGIMI digital storytelling. The use of Al-
enhanced virtual worlds would not only broaden accessibility to content, but would also allow for
personalized learning based on the analysis of individual and community needs.

This conceptual evolution fits into the growing debate on the use of technology for inclusive
education (Holmes & Porayska-Pomsta, 2023), immersive learning for vulnerable communities
(Garcia, 2021) and the implications of Al in educational personalization (Luckin, 2025). The
combination of these elements could represent a significant turning point for refugee integration,
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making education and cultural participation more accessible and effective through innovative digital
tools.

To ensure the scalability of the proposed Virtual Inclusion Hubs (VIH) model across diverse contexts,
it is essential to adopt a modular and flexible design approach. Each hub should be customizable
according to local cultural, linguistic, and technological conditions, allowing tailored content,
multilingual support, and adaptable interaction modes. The use of open-source technologies and
cloud-based infrastructures would facilitate low-cost replication and widespread deployment, even in
areas with limited access to advanced technological resources.

Furthermore, the involvement of local institutions, non-governmental organizations, and educational
bodies would be fundamental to promote community ownership, cultural sensitivity, and long-term
engagement. A decentralized governance model, where each community manages and evolves its
own hub, would strengthen the adaptability and resilience of the system over time.

In terms of sustainability, it is crucial to establish continuous maintenance and update mechanisms.
The integration of Al-driven content management tools, the training of local facilitators, and the
creation of peer-support networks could reduce operational costs and ensure technological updates.
Financial sustainability could be supported through mixed funding strategies, including public-
private partnerships, European Union initiatives, and micro-funding schemes that involve community
participation.

By combining modular design, local empowerment, technological accessibility, and diversified
funding strategies, the VIH model would not only be scalable but also sustainable over the long term,
responding dynamically to the evolving needs of migrant populations and host communities.

6. EDUCATIONAL IMPLICATIONS AND RECOMMENDATIONS

The integration of Artificial Intelligence (AI) and Virtual Worlds in education is radically
transforming the paradigms of teaching and learning (Filippone ef al., 2024). These technologies offer
unprecedented opportunities to personalize the educational experience, making it more interactive
and engaging. However, their adoption requires a deep reflection on the educational implications and
the strategies to implement to maximize their benefits.

Educator training is essential for the effective integration of Al and Virtual Worlds into teaching
practices. It is essential that teachers acquire not only technical but also pedagogical skills to make
the best use of these technologies. Training should include:

- understanding the potential and limitations: educators need to be aware of how Al can support
personalized learning and how virtual environments can simulate real-world scenarios for
practical application of knowledge. For example, the use of augmented reality and adaptive
technologies can enhance the personalized learning experience (Catarci, 2011);

- development of advanced digital skills: teachers need to be able to manage Al-based
educational platforms and navigate complex virtual environments, facilitating interaction and
collaboration among students (Filippone & Bevilacqua, 2024);

- innovative pedagogical approaches: training should emphasize teaching methodologies that
exploit the peculiarities of these technologies, such as simulation-based learning and game-
based learning. For example, the use of digital games in teaching can improve student
engagement and learning (Slattery et al., 2025).
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To ensure effective and widespread adoption, Al and Virtual Worlds based educational platforms
must be designed with scalability and flexibility. This involves:

cultural and linguistic adaptability: platforms must be able to be customized to meet the
different cultural and linguistic needs of students, promoting inclusive learning (Miglino, et
al.,2013);

technology accessibility: it is essential that educational solutions are accessible on a wide
range of devices, from computers to mobile devices, to reduce disparities in access to
educational resources. The use of educational technologies, such as tablets and mobile
devices, can support collaborative and social learning;

integration with existing educational systems: new platforms should be compatible with the
technological infrastructures already in use in educational institutions, facilitating a smooth
transition and minimizing resistance to change.

The adoption of Al and Virtual Worlds should be harmoniously integrated into both formal curricula
and extracurricular educational activities. Key strategies include:

updated curricula: incorporate modules that directly address the use and understanding of new
technologies, preparing students for an increasingly digital world;

experiential learning: using virtual environments to provide hands-on experiences that would
be difficult to achieve in the real world, such as simulations of scientific phenomena or
historical reconstructions. For example, the use of the metaverse in education offers new
opportunities for immersive learning, but also presents challenges and open questions;
support informal learning: promote the use of Al-based educational applications that students
can use autonomously, promoting continuous and self-directed learning.

Democratizing access to advanced educational technologies requires synergic collaboration between
various actors in the educational and social sectors:

inclusive policies: policy makers must develop guidelines and regulations that promote
accessibility and equity in the use of educational technologies, ensuring that no student is left
behind (Beneduce, 2007);

strategic partnerships: educational institutions and non-governmental organizations should
collaborate to implement programs that provide resources and support to disadvantaged
communities, reducing the digital divide;

sharing best practices: the creation of networks and communities of practice can facilitate the
exchange of experiences and effective strategies in the adoption of Al and Virtual Worlds in
education, accelerating pedagogical innovation.

The integration of Artificial Intelligence and Virtual Worlds in education represents a promising
frontier for educational innovation. However, to fully exploit its potential, it is essential to adopt a
strategic approach that includes the training of educators, the development of adaptable platforms,
coherent integration into educational programs and collaboration between all stakeholders involved
(Sayad, 2002). Only through a concerted effort will it be possible to create an inclusive, effective
educational ecosystem that is up to the challenges of the 21st century (Fiorucci, 2017).

7.

CONCLUSIONS AND FUTURE PERSPECTIVES

The analysis conducted in this essay has highlighted how Artificial Intelligence (AI) and Virtual
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Worlds can represent key tools to promote the educational and social inclusion of refugees. The
barriers that hinder access to education for this population, such as language difficulties, lack of
infrastructure and discrimination, can be partly mitigated through the adoption of innovative digital
technologies.

Al-supported digital storytelling is an effective pedagogical method to enhance the individual
experiences of refugees, strengthening their identity and promoting linguistic and cultural learning.
The integration of natural language processing algorithms, educational chatbots and machine
translation allows for personalized learning paths, responding specifically to the needs of individual
students. Similarly, Virtual Worlds offer immersive and interactive environments in which refugees
can develop linguistic, social and professional skills through realistic simulations and collaborative
scenarios.

Comparative analysis of European education policies has highlighted significant differences in the
strategies adopted by different countries for the inclusion of refugees in the school system. While
some countries have implemented advanced digital solutions to support distance learning and
language training, others still face structural and regulatory obstacles. However, sharing best practices
and collaboration between educational institutions, governments and non-governmental
organizations can help spread successful models and make education more accessible for refugees.
The experiences of the MEMEX and DIGIMI projects demonstrate how technology can be
successfully used to promote social inclusion through digital storytelling and shared cultural heritage.
However, to scale up the impact of such initiatives, it is necessary to develop educational models that
integrate the use of virtual reality and Al in a more structured way. The proposal of Virtual Inclusion
Hubs (VIH), based on the interaction between immersive storytelling, virtual tutors and learning
communities, represents a promising perspective to make education more engaging and accessible
for refugees.

For these technologies to be adopted on a large scale, it is essential to invest in the training of
educators, the development of adaptable platforms and the creation of inclusive policies that
guarantee equitable access to digital resources. Only through an integrated and collaborative approach
will it be possible to fully exploit the potential of Al and Virtual Worlds for educational inclusion,
thus contributing to reducing the educational gap and improving learning opportunities for refugees.
In conclusion, Al and Virtual Worlds are not just technological tools, but real catalysts of an
educational change that can make learning more inclusive, personalized and effective. Their
conscious and targeted use can transform education into a concrete opportunity for integration and
development for people in situations of forced migration, contributing to the construction of more
inclusive and resilient societies.
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