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Erratum

Erratum for Sagsan, M. (2024). Metalibrarians as Residents
Beyond the Second Life: An Overview of Contradictory
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The revised sentences are shown as below:

1.In p. 36, the false content is shown as below:

“VR technology could enhance library programs and services, such as virtual reference
services, virtual tours of library spaces, and virtual learning environments (Pu and Chai,
2021a, and 2021b)."

The sentence were changed as below:

As Oyelude predicted that VR and AR technologies will be used more frequently in
archives and documentation centers in an inno-creative ways (Oyelude, 2018, p. 4).

2. The first and the second sentences in p. 37 were changed as below:

As Massis (2015) concluded that VR and AR should be connected with information
literacy and argues that “they both are not gimmicks, and must be seen as valid
additions to the toolkit that may be used by libraries to engage its audience, not only
with the latest technology but also with the goal in mind of ensuring a proper approach
to teaching information literacy” (Massis, 2018, p.798).
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