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Abstract: Affective design has come to place a premium on customer-centric creativity, which 

ultimately results in the creation of a product tailored to the requirements of a certain demographic. 

Designing a fresh and original item that appeals to clients remains challenging, despite the abundance 

of literature on customer-centric creativity and impact product design. This is so because optimizing 

technological and aesthetical design aspects and variables for a group of consumers is highly 

complicated, and for the same reasons that it is hard to know a customer's choice, enable the product's 

functioning, etc. One of the most important parts of creating cutting-edge technological items is the 

technical product requirement. In reality, we can generally glean insights about a product's design 

by looking at the hidden desires of a comparable set of potential buyers. In this study, we provide a 

unique combined structure for evaluating the factors and needs of customers in product design in 

virtual reality (VR) metaverse by merging the CRiteria Importance Through Intercriteria Correlation 

(CRITIC) approach with single-valued neutrosophic sets (SVNSs). The characteristic weights in this 

approach are calculated using the CRITIC technique. The CRITIC method computes the rank of 

needs. The neutrosophic set is used to overcome the uncertain data. The application of this study 

shows thermal dissipation, airtight construction, weight, and control mechanisms are among the 

most crucial considerations.  

Keywords: Metaverse; Virtual Reality; Product Design; Neutrosophic CRITIC MCDM. 

 

 

1. Introduction 

Even though we describe it perfectly now, the phrase "Metaverse" was originally used in 1992 

by Neal Stephenson, a student at Boston University who is particularly interested in computers, in 

his book Snow Crash. The narrative also makes contemporary references to avatars and virtual reality 

goggles. There's more to life than merely chatting with friends online, and the metaverse promises to 

provide. Pre-metaverse platforms are a kind of promising idea. Sandbox, for instance, provides 

blockchain-based video games, virtual worlds, and e-commerce. Non-fungible tokens (NFTs) exist in 

their own universe as well. It allows users to build their own virtual environments. The 3D scanning 

functionality of the Metahero project shines through, allowing users to create their own avatar in 16K 

resolution and convert it to NFT [1], [2]. 

In addition to providing a fresh take on the Internet, the Metaverse is quickly becoming a 

lucrative market for a wide range of industries. The number of potential financial gains resulting from 

this is straightforward to estimate. Major investments are being made by some of the world's most 

prestigious IT firms in the hope that the metaverse will one day become mainstream. Companies like 

Meta, Microsoft, and Epic Games are good examples. To make the metaverse a reality, we need 

advancements in areas such as wearable gadgets, internet connection methods, etc. Research on open 
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standards are being conducted, and a standards forum for the metaverse is currently being 

developed. Recent years have seen significant development in the realms of both virtual reality (VR) 

and augmented reality (AR). However, when using data flow from senses with different technologies 

and sophisticated methods, safety and confidentiality problems emerge [3]–[5]. 

The growth of the theory of single-valued neutrosophic sets (SVNSs) inspired us to investigate 

its potential use in factors and needs of customers of product design assessment in VR and 

metaverse associated with imprecise expertise, the inaccurate human mind, and unreliable data. In 

order to evaluate the factors and needs of customers of product design selection based on several 

criteria, this research creates a framework using the CRiteria Importance Through Intercriteria 

Correlation (CRITIC) method in an SVNSs setting for the first time. This is because the CRITIC 

method's calculation of objective attribute weights is more in line with common sense when applied 

to MCDM systems [6]–[8]. 

1.1 Factors and needs of customer in product design in VR Metaverse 

Recent decades have seen a rise in the importance of customer-centric innovation as a method 

for facilitating the production of cutting-edge manufactured goods. Innovation and product design 

that resonates with the intended market are propelled by a customer-centric approach. Commercial 

product design creates an item that not only prioritizes its functionality, dependability, 

manufacturability, and novelty, but also places an emphasis on the outlook, form, shape, and look 

that piques consumers' attention and influences their purchase decisions [9].  

Marketing and selling a product that is tailored to the needs of a certain demographic requires 

an innovative approach that puts the consumer at the center. Given that product, perspectives are 

often the central problem influencing the idea development of a product, item enclosure design is 

crucial in the focused on client’s design approach. There have been many academic articles written 

on customer-centric creativity and effective design for goods, but it is still difficult to create anything 

really novel that will find an audience among your target consumers. Knowing what a consumer 

wants, implementing that want into a product, etc., is difficult [10].  

It is challenging to simultaneously maximize the technical and aesthetic qualities of a product's 

design. Immersive devices (e.g., virtual reality/mixed reality headsets), AI structures, mobile phones, 

Internet of Things ( IoT ) goods, etc. all rely heavily on the design of their respective product 

enclosures. The product enclosures safeguard the product's essential electromechanical parts, 

allowing it to function as intended per the design's requirements and specifications. Creating original 

tech products relies heavily on adhering to technical design specifications [11], [12]. 

The main contributions of this study are organized as: 

 The first study applied the MCDM model to rank factors and needs of customer in product 

design on VR metaverse. 

 This is the first study applied the neutrosophic set with the VR metaverse in product design. 

 The CRITIC method is used to compute and rank the factors and needs of customer in product 

design in VR metaverse. 

 The weights of factors are computed based on the standard deviation and correlation 

coefficient between factors. 

2. Metaverse  

In recent years, corporations have been focusing on joining the Metaverse, a permanent and 

decentralized online environment. The use of HMDs is crucial to the development of the Metaverse. 

The Metaverse will likely consist of mixed work surroundings, virtual NFT exchanges, shared and 

distributed immersive experiences, and immersive simulations of performances as the outcome of 

the combination of HMDs alongside additional immersive and novel technologies like blockchain, 
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no fungible tokens (NFTs), artificial intelligence (AI), and Web 3.0. There are numerous potential 

benefits and drawbacks of exploring the immersive Metaverse and its effects on people, 

organizations, and society. Researchers in the field of IS will be able to learn more about these novel 

occurrences and determine which methods work best for conducting studies in the immersive, 

physically-boundless Metaverse [13], [14]. 

Virtual reality (VR) apps, for instance, aim to trick users into thinking they are physically 

experiencing the virtual environment in which they are interacting. In other words, not only does the 

simulation of the actual world blur the border between physical and virtual reality, but the blending 

of human and technical endeavors has also contributed to this phenomenon. Because of this, HMDs 

enable new socio-material practices in the workplace and in daily life by extending the capacities of 

both humans and technology. The overlapping of real and virtual identities, increased cybersecurity 

concerns, security, legal and moral difficulties, and VR-related technostress are all examples of 

potential unintended consequences that might arise from a more porous boundary among the real 

and virtual worlds [15], [16]. 

Since the Metaverse is so immersive, it provides IS researchers with unprecedented possibilities 

for trying out novel strategies (such as the socio-material method), techniques, and theoretical 

concepts. Anonymity, trust, user behavior and misbehavior, and the organizational effects of using 

immersive Metaverses are all areas where this framework can be fruitfully applied to further research 

[17]. 

 

3. Virtual Reality 

The term "virtual reality" (VR) is used to describe computer-generated environments that are 

designed to look and feel like our everyday physical world. Virtual reality (VR) as an idea has been 

around for quite some time. Recent advances in consumer virtual reality head-mounted displays 

(HMDs) have led to a surge in the technology's popularity. Due to its superior technological features, 

including as high-quality picture rendering and a variety of accessories that enable unrestricted 

movement in the virtual world, the HMDs provide the most realistic VR experiences to date. These 

technology advancements pave the way for novel user and business scenarios. The $2.3 billion 

invested in VR startups in 2016 will grow to a $6.1 billion industry by 2020 as a result of the growing 

demand for head-mounted display (HMD)-based virtual reality (VR) innovation. Big Tech is shifting 

its attention back to virtual reality (VR) for both retail and enterprise use, and the industry is projected 

to grow to $20.9 billion by 2025. The virtual reality market is so promising that it is now included 

among the most important technological trends that governments may pursue [18], [19]. 

Many academic disciplines, from computer science to the health sciences, have taken an interest 

in virtual reality. Despite recommendations for greater study in this area, the majority of VR-related 

articles published in mainstream IS journals have dealt with non-immersive VR (i.e. desktop-based 

VR) topics such as virtual worlds and 3D objects. Journals in fields including medicine, retail, travel, 

HCMI, and educational technology are where you'll find the bulk of the known and expanding 

literature on immersive VR [20], [21]. 

Virtual reality (VR) is distinguished by its immersive qualities. The ability of virtual reality (VR) 

gear and software to fool the senses into thinking they are in a different environment is what we mean 

when we talk about immersion. The favorable impact that immersion has on the user's sense of 
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presence in a virtual environment makes it crucial. Awareness, on the other hand, is a subjective 

feeling of being fully immersed in a certain place or situation. Users' actions in virtual reality become 

increasingly consistent with those in the real world as their sense of presence increases, erasing the 

barriers among the two worlds. Therefore, being immersed in a virtual environment is not just VR's 

ultimate objective, but also its distinguishing characteristic [22], [23]. 

 

4. Single Valued Neutrosophic Sets and MCDM 

To cope with the ensuing ambiguity in a variety of fields, the notion of fuzzy sets (FSs) has been 

widely used. Pattern recognition, making choices, computational imaging, and other fields have all 

benefited from the various generalizations of FSs that have been described and applied over the last 

several decades [24]. However, FSs and their expansions are only capable of dealing with partial and 

inaccurate data, and not the indeterminate and unreliable information that arises in practical MCDM 

issues [25], [26]. Smarandache devised the neutrosophic set (NS) notion to sidestep this difficulty. 

Standalone and residing in are the truth, the indeterminacy, and the falsity. The NS is the 

generalization of FSs as stated by Smarandache. As a result, it has found widespread use in a variety 

of contexts [27], [28]. Figure 1 shows the SVNSs with the CRIRIC method. The proposed method is 

starting by using VR and metaverse to rank the customer needs and factors in product design. 

 

Figure 1. The VR metaverse in product design with the neutrosophic CRITIC method. 

5. Metaverse and Authentication 

Some people dismiss the enhanced virtual reality technology known as the Metaverse as pure 

fantasy. However, verses are virtual worlds, and the metaverse is the overarching word for the future 

Internet. Video games also include digital environments, but the metaverse differs in important ways. 

In order to draw in a diverse audience, Metaverse should provide engaging content. 
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The greatest possible user experience requires that all user actions occur simultaneously and in 

real time. The token economy is the key to ensuring the system's long-term viability. The security of 

the network, token economy, and decentralized identities all depend on decentralization. Wallets will 

be used to store and access the digital assets across platforms. The need to safeguard user histories 

and digital assets will grow. We'll need stronger protections in metaverse, notably during the 

authentication process[29], [30]. 

Users and programs must go through authentication before being granted access to a protected 

area. After successfully authenticating, the user should have access to all resources; nevertheless, 

security and privacy must be guaranteed. Security refers to the safeguarding of people and their 

belongings against any and all threats to life and limb. When information, transaction data, or 

communication belonging to the parties engaged in a transaction is shielded from third parties, we 

say that the parties have privacy. As our lives grow increasingly intertwined with technological 

systems, protecting the confidentiality of private information becomes more challenging. Some 

methods that may be used to verify a user's identity in the metaverse include full-body scanning, face 

recognition software, DNA identification, and retinal recognition. Because of the sensitive nature of 

this information, protecting the privacy and security of biometric data is more important than ever 

before[31], [32]. 

6. The CRITIC Method 

The CRITIC method evaluates the relative importance of factors in MCDM problems based on 

hard data. The objective weights do this by combining a measure of correlation coefficient (CRC) 

between qualities with an evaluation of the intensity contrast standard deviation (SD) between 

features[33], [34]. The weights are 𝑒 = (𝑒1, 𝑒2, … . . 𝑒𝑛)
𝑇 , 𝑎𝑛𝑑 ∑ 𝑒𝑗 = 1𝑛

𝑗=1 , 𝑒𝑗 ∈ [0,1]. The steps involved 

in configuring single-valued neutrosophic sets are outlined below. 

(i) Compute the matrix of score  

𝑆(𝑏𝑖𝑗) =
3+𝑇𝑖𝑗−2𝐼𝑖𝑗−𝐹𝑖𝑗

4
                                                                  (1) 

(ii) Convert the score of matrix into a single valued neutrosophic matrix. 

𝐵̃𝑖𝑗 = 

{
 
 

 
 

𝐵𝑖𝑗−min𝑗
𝐵𝑖𝑗

max
𝑗

𝐵𝑖𝑗−min
𝑗
𝐵𝑖𝑗
     𝑓𝑜𝑟 𝑝𝑜𝑠𝑖𝑡𝑖𝑣𝑒 𝑐𝑟𝑖𝑡𝑒𝑟𝑖𝑎

max
𝑗

𝐵𝑖𝑗−𝐵𝑖𝑗

max
𝑗

𝐵𝑖𝑗−min
𝑗
𝐵𝑖𝑗
     𝑓𝑜𝑟 𝑐𝑜𝑠𝑡 𝑐𝑟𝑖𝑡𝑒𝑟𝑖𝑎

                                             (2) 

(iii) 𝑆𝐷𝑗 = 
√∑ (𝐵̃𝑖𝑗−∑

𝐵̃𝑖𝑗

𝑚
𝑚
𝑖=1 )

2
𝑚
𝑖=1

𝑚
                                                           (3) 

(iv) Evaluate the correlation coefficient between features.  

𝑞𝑖𝑗 =
∑ (𝐵̃𝑖𝑗−∑

𝐵̃𝑗

𝑚
𝑚
𝑗=1 )(𝐵̃𝑖𝑗−∑

𝐵̃𝑖
𝑚

𝑚
𝑖=1 )𝑚

𝑖=1

√∑ (𝐵̃𝑖𝑗−∑
𝐵̃𝑗

𝑚
𝑚
𝑗=1 )

2

(𝐵̃𝑖𝑗−∑
𝐵̃𝑖
𝑚

𝑚
𝑖=1 )

2
𝑚
𝑖=1

                                                       (4) 

(v) Assess the quantity of information in every feature. 
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𝑃𝑗 =  𝑆𝐷𝑗 ∑ (1 − 𝑞𝑗𝑡)
𝑛
𝑡=1                                                                 (5) 

(vi) Compute the objective weight of features.  

𝑒𝑗 =
𝑃𝑗

∑ 𝑃𝑗
𝑛
𝑗=1

                                                                          (6) 

(vii) Rank the weights of features by the largest value.  

7. Application 

As the metaverse industry evolves rapidly, so are the technical standards for the gear used in it. 

The proposed hybrid approach is useful for evaluating the design of any technology item since it 

takes into account both technological and aesthetic factors. To show how the suggested hybrid 

MCDM technique may be utilized to rank the factors and needs of customers in designing products 

in the VR metaverse. 

It is important to give each element and sub-factor enough consideration when ranking the 

factors and needs of the customer in product design in the VR metaverse. The variables and sub-

factor weights were determined by polling an expert panel. Stakeholders were polled via the use of 

questionnaires. 

Brainstorming sessions or in-depth interviews with prospective customers, key consumers, and 

technical teams are often used to assess consumer requirements. Next, the requirements need to be 

weighted based on how important they are. To achieve this objective, it is helpful to ask participants 

to compare various design elements in a survey by having them rank them on a scale of importance 

using SVNSs CRITIC. The technical design aspects that are most significant to VR head-mounted 

systems are identified via market analysis of technical requirements. 

The SVNSs CRITIC is used to compute the weights of factors and needs of customers in product 

design in the VR metaverse. We collected four main factors and 14 sub-factors in the needs of 

customers to compute the weight as shown in Figure 2. 

 

Figure 2. The needs and factors of customer in product design in VR metaverse. 

The SVNSs CRITIC method is applied in the data, which collected from survey and previous 

studies. We collect experts have expertise in product design and VR metaverse to assess the factors 

and needs of customer in product design in VR metaverse. The experts build the score matrix by 

using single valued neutrosophic numbers by using Eq. (1). Then compute the normalization score 

matrix by using Eq. (2). Then compute the standard deviation by using Eq. (3). Then compute the 

correlation between features by using Eq. (4) as shown in Table 1. Then assess the information by all 

features by using Eq. (5) as shown in Table 2. Then compute the objective weight by using Eq. (6) as 

shown in Figure 3. The rank the weights of features. From Figure 3, thermal dissipation, airtight 

construction, weight, and control mechanisms are among the most crucial considerations. 
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Table 1. Correlation coefficient of all features. 
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Table 2. The evaluation of information of every feature. 
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Figure 3. The objective weight of all features. 

8. Conclusion 

As technology firms shift their focus to immersive VR as a strategic chance, the VR sector is 

quickly developing increasingly powerful and adaptable HMDs and VR accessories. The VR 

metaverse has a big attention in product design, so many firms seek to obtain the needs of customers 

to improve their product design. So this paper used the MCDM method to rank factors and needs of 

customers in product design in the VR metaverse. The purpose of this research is to propose a novel 

decision-making approach to evaluating and ranking factors and needs of customers in product 

design in the VR metaverse in an SVNSs setting. First, a novel approach was presented that used the 

CRITIC technique while also making use of SVNSs. The CRITIC approach was used to calculate the 

relative importance of each criterion in this technique. The needs of customers are ranked based on 

the CRITIC method. The neutrosophic set is used to overcome incomplete and vague data. Thermal 

dissipation, airtight construction, weight, and control mechanisms are among the most crucial 

considerations. 

   

Data availability 

The datasets generated during and/or analyzed during the current study are not publicly available 

due to the privacy-preserving nature of the data but are available from the corresponding author 

upon reasonable request. 

Conflict of interest 

The authors declare that there is no conflict of interest in the research.  

Ethical approval 

This article does not contain any studies with human participants or animals performed by any of the 

authors. 

References 

0

0.01

0.02

0.03

0.04

0.05

0.06

0.07

0.08

0.09

0.1

Weight

Weight



Neutrosophic Systems with Applications, Vol. 2, 2023                                                 64 

An International Journal on Informatics, Decision Science, Intelligent Systems Applications 

 

Ahmed Sleem, Nehal Mostafa, and Ibrahim Elhenawy, Neutrosophic CRITIC MCDM Methodology 

1. C. P. Kwok and Y. M. Tang, “A fuzzy MCDM approach to support customer-centric innovation in virtual 

reality (VR) metaverse headset design,” Adv. Eng. Informatics, vol. 56, p. 101910, 2023. 

2. M. Deveci, D. Pamucar, I. Gokasar, M. Köppen, and B. B. Gupta, “Personal mobility in metaverse with 

autonomous vehicles using Q-rung orthopair fuzzy sets based OPA-RAFSI model,” IEEE Trans. Intell. 

Transp. Syst., 2022. 

3. Z. Hu, “Visual art evaluation methods in future digital works: From virtual reality to metaverse,” J. Intell. 

Fuzzy Syst., no. Preprint, pp. 1–19. 

4. M. Deveci, I. Gokasar, and U. Cali, “Evaluation of Urban Mobility Alternatives For Blockchain Use In 

Metaverse,” in 2022 IEEE 1st Global Emerging Technology Blockchain Forum: Blockchain & Beyond 

(iGETblockchain), IEEE, 2022, pp. 1–4. 

5. A. A. Zaidan, H. A. Alsattar, S. Qahtan, M. Deveci, D. Pamucar, and M. Hajiaghaei-Keshteli, “Uncertainty 

Decision Modeling Approach for Control Engineering Tools to Support Industrial Cyber-Physical 

Metaverse Smart Manufacturing Systems,” IEEE Syst. J., 2023. 

6. Y. Rong, W. Niu, H. Garg, Y. Liu, and L. Yu, “A hybrid group decision approach based on MARCOS and 

regret theory for pharmaceutical enterprises assessment under a single-valued neutrosophic scenario,” 

Systems, vol. 10, no. 4, p. 106, 2022. 

7. K. Karahan, G. C. YALÇIN, and S. EDİNSEL, “Warehouse Manager Selection by CRITIC-MULTIMOORA 

Hybrid Method based on Single-Valued Neutrosophic Sets,” J. Marit. Transp. Logist., vol. 4, no. 1, pp. 48–

64, 2023. 

8. M. Yazdani, A. E. Torkayesh, Ž. Stević, P. Chatterjee, S. A. Ahari, and V. D. Hernandez, “An interval valued 

neutrosophic decision-making structure for sustainable supplier selection,” Expert Syst. Appl., vol. 183, p. 

115354, 2021. 

9. Z. Huang, D.-H. Choi, B. Lai, Z. Lu, and H. Tian, “Metaverse-based virtual reality experience and endurance 

performance in sports economy: Mediating role of mental health and performance anxiety,” Front. Public 

Heal., vol. 10, p. 991489, 2022. 

10. L. O. Alpala, D. J. Quiroga-Parra, J. C. Torres, and D. H. Peluffo-Ordóñez, “Smart factory using virtual reality 

and online multi-user: Towards a metaverse for experimental frameworks,” Appl. Sci., vol. 12, no. 12, p. 

6258, 2022. 

11. D.-I. D. Han, Y. Bergs, and N. Moorhouse, “Virtual reality consumer experience escapes: preparing for the 

metaverse,” Virtual Real., vol. 26, no. 4, pp. 1443–1458, 2022. 

12. G. Jun, “Virtual reality church as a new mission frontier in the metaverse: Exploring theological 

controversies and missional potential of virtual reality church,” Transformation, vol. 37, no. 4, pp. 297–305, 

2020. 

13. E. Dincelli and A. Yayla, “Immersive virtual reality in the age of the Metaverse: A hybrid-narrative review 

based on the technology affordance perspective,” J. Strateg. Inf. Syst., vol. 31, no. 2, p. 101717, 2022. 

14. P. Kürtünlüoğlu, B. Akdik, and E. Karaarslan, “Security of virtual reality authentication methods in 

metaverse: An overview,” arXiv Prepr. arXiv2209.06447, 2022. 

15. M. K. AL-GNBRİ, “Accounting and auditing in the metaverse world from a virtual reality perspective: A 

future research,” J. Metaverse, vol. 2, no. 1, pp. 29–41, 2022. 

16. D. Wu, Z. Yang, P. Zhang, R. Wang, B. Yang, and X. Ma, “Virtual-Reality Inter-Promotion Technology for 

Metaverse: A Survey,” IEEE Internet Things J., 2023. 

17. A. Baía Reis and M. Ashmore, “From video streaming to virtual reality worlds: an academic, reflective, and 

creative study on live theatre and performance in the metaverse,” Int. J. Perform. Arts Digit. Media, vol. 18, 

no. 1, pp. 7–28, 2022. 

18. P. ‘asher’ Rospigliosi, “Metaverse or Simulacra? Roblox, Minecraft, Meta and the turn to virtual reality for 

education, socialisation and work,” Interactive Learning Environments, vol. 30, no. 1. Taylor & Francis, pp. 

1–3, 2022. 

19. R. V Kozinets, “Immersive netnography: a novel method for service experience research in virtual reality, 

augmented reality and metaverse contexts,” J. Serv. Manag., vol. 34, no. 1, pp. 100–125, 2022. 

20. S. Tayal, K. Rajagopal, and V. Mahajan, “Virtual reality based metaverse of gamification,” in 2022 6th 

International Conference on Computing Methodologies and Communication (ICCMC), IEEE, 2022, pp. 

1597–1604. 

21. R. Cheng, N. Wu, S. Chen, and B. Han, “Reality check of metaverse: A first look at commercial social virtual 

reality platforms,” in 2022 IEEE conference on virtual reality and 3D User Interfaces Abstracts and 

Workshops (VRW), IEEE, 2022, pp. 141–148. 



Neutrosophic Systems with Applications, Vol. 2, 2023                                                 65 

An International Journal on Informatics, Decision Science, Intelligent Systems Applications 

 

Ahmed Sleem, Nehal Mostafa, and Ibrahim Elhenawy, Neutrosophic CRITIC MCDM Methodology 

22. H. Lee, D. Woo, and S. Yu, “Virtual reality metaverse system supplementing remote education methods: 

Based on aircraft maintenance simulation,” Appl. Sci., vol. 12, no. 5, p. 2667, 2022. 

23. J. Hutson, “Social virtual reality: Neurodivergence and inclusivity in the metaverse,” Societies, vol. 12, no. 

4, p. 102, 2022. 

24. P. Rani, A. R. Mishra, R. Krishankumar, K. S. Ravichandran, and S. Kar, “Multi-criteria food waste treatment 

method selection using single-valued neutrosophic-CRITIC-MULTIMOORA framework,” Appl. Soft 

Comput., vol. 111, p. 107657, 2021. 

25. Ahmed Abdelaziz,Alia N. Mahmoud Nova, Car Sharing Station Choice by using Interval Valued 

Neutrosophic WASPAS Method,International Journal of Advances in Applied Computational Intelligence, 

Vol. 2 , No. 2 , (2022) : 27-36 (Doi   :  https://doi.org/10.54216/IJAACI.020203) 

26. A. R. Mishra and P. Rani, “Assessment of sustainable third party reverse logistic provider using the single-

valued neutrosophic combined compromise solution framework,” Clean. Responsible Consum., vol. 2, p. 

100011, 2021. 

27. X. Peng, J. Dai, and F. Smarandache, “Research on the assessment of project-driven immersion teaching in 

extreme programming with neutrosophic linguistic information,” Int. J. Mach. Learn. Cybern., vol. 14, no. 

3, pp. 873–888, 2023. 

28. A. Q. Ansari, R. Biswas, and S. Aggarwal, “Neutrosophic classifier: An extension of fuzzy classifer,” Appl. 

Soft Comput., vol. 13, no. 1, pp. 563–573, 2013. 

29. E. Hedrick, M. Harper, E. Oliver, and D. Hatch, “Teaching & learning in virtual reality: Metaverse classroom 

exploration,” in 2022 Intermountain Engineering, Technology and Computing (IETC), IEEE, 2022, pp. 1–5. 

30. M. Xu, D. Niyato, J. Kang, Z. Xiong, C. Miao, and D. I. Kim, “Wireless edge-empowered metaverse: A 

learning-based incentive mechanism for virtual reality,” in ICC 2022-IEEE International conference on 

Communications, IEEE, 2022, pp. 5220–5225. 

31. T. Rahaman, “Into the metaverse–perspectives on a new reality,” Med. Ref. Serv. Q., vol. 41, no. 3, pp. 330–

337, 2022. 

32. E. Han, M. R. Miller, N. Ram, K. L. Nowak, and J. N. Bailenson, “Understanding group behavior in virtual 

reality: A large-scale, longitudinal study in the metaverse,” in 72nd Annual International Communication 

Association Conference, Paris, France, 2022. 

33. V. Simic, I. Gokasar, M. Deveci, and A. Karakurt, “An integrated CRITIC and MABAC based type-2 

neutrosophic model for public transportation pricing system selection,” Socioecon. Plann. Sci., vol. 80, p. 

101157, 2022. 

34. E. A. Adalı, T. Öztaş, A. Özçil, G. Z. Öztaş, and A. Tuş, “A new multi-criteria decision-making method under 

neutrosophic environment: ARAS method with single-valued neutrosophic numbers,” Int. J. Inf. Technol. 

Decis. Mak., vol. 22, no. 01, pp. 57–87, 2023. 

 

 

 

Received: Jul 30, 2022.     Accepted: Feb 23, 2023 

 

 

 

 

 

 

 

© 2023 by the authors. Submitted for possible open access publication under the terms and conditions 

of the Creative Commons Attribution (CC BY) license (http://creativecommons.org/licenses/by/4.0/). 


