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Connecting the World via XR (VR/AR) and the Metaverse (Japanese/English)
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This course is an international collaborative learning program that leverages Extended Reality (XR) and Metaverse
technologies to facilitate real-time cooperation among universities worldwide. Domestic students, international students,
and students from partner institutions will co-create Metaverse worlds, fostering intercultural understanding and a global
perspective.

The course offers a hands-on and interdisciplinary learning experience with the following three objectives:

1. Deepening Intercultural Understanding and Practicing International Collaboration

Students from diverse cultural backgrounds will collaborate within the Metaverse to introduce and share their respective
cultures, fostering a deeper understanding of diverse cultural perspectives.

2. Enhancing Expressive Skills and Immersive Presentations Utilizing XR Technologies

Through group work, students will design and develop Metaverse worlds using Unity, incorporating 3D content to create
interactive presentations.

3. Developing a Global Perspective and Understanding of Multicultural Coexistence

By comparing and analyzing different cultural contexts, students will gain an objective understanding of their own culture
while fostering an appreciation for cultural diversity and inclusivity.

By experiencing immersion through Head-Mounted Displays (HMDs), students will practice non-verbal communication,
such as gestures and backchanneling. Additionally, generative Al will be utilized for content creation, translation, and
presentation optimization.
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1. Intercultural Understanding and Self-Cultural Awareness

Through collaborative learning, students will deepen their knowledge of both their own and other cultures while
developing a better understanding of diverse values and cultural backgrounds. (Knowledge and Understanding)

2. Enhanced Communication Skills Utilizing XR Technology

By leveraging XR technology and 3D content, students will acquire the skills to effectively convey their own and other
cultures in a Metaverse environment. (Skills and Techniques)

3. Global Perspective and Adaptive Skills Development

Students will cultivate an interest in other cultures, develop respect for differing opinions and diverse values, and foster
the ability to respond flexibly in intercultural contexts. (Attitudes and Interests)
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Course Content
This course utilizes XR and Metaverse technologies to provide opportunities for domestic and international students to
collaborate in building Metaverse worlds and introducing their respective cultures. Through this process, students will
deepen their intercultural understanding and develop international collaboration skills.

(Knowledge and Understanding) Students will reassess their own culture from an external perspective and develop an
understanding of the values and cultural backgrounds of other cultures.

(Skills and Techniques) Students will acquire skills in creating 3D content using Unity and learn to deliver interactive
presentations in the Metaverse environment.

(Attitudes and Interests) Students will cultivate an interest in other cultures and develop respect for diverse values
and perspectives.

XR (Extended Reality) is a collective term that encompasses Virtual Reality (VR), Augmented Reality (AR), and Mixed
Reality (MR) technologies. XR is gaining attention as a next-generation technology that blends virtual environments with
the real world.

In this course, XR technology will be utilized to create an immersive learning environment that is difficult to achieve
through traditional online classes. This approach provides opportunities for participants to engage in experiential
learning of Japanese culture and other world cultures.

Participants will recreate cultural elements within the Metaverse space, enabling them to deepen their understanding of
different cultures through visual and interactive experiences.

Class Method

The course will incorporate XR and Metaverse technologies (VRChat) for group work, presentations, and discussions.
Domestic students will use HMDs (Head-Mounted Displays) to engage in immersive experiences, which will also include
practicing non-verbal communication.

All students will create Metaverse worlds using Unity, with Generative Al utilized to support design and translation tasks.
Students from both science and humanities backgrounds are welcome, and both undergraduate and graduate students
are encouraged to enroll.

Course Schedule

Weeks 1-3: Orientation, Metaverse experience, and selection of cultural presentation themes
Weeks 4-6: Introduction to Unity basics and planning for Metaverse world creation

Weeks 7-10: Metaverse world creation and group work

Weeks 11-14: Presentation and discussion using the Metaverse world

Week 15: XR Metaverse World Tour & Rethinking Education in a New Era

The schedule may be adjusted based on the number of participants.

Language
Classes will be conducted in both Japanese and English, with slides provided in both languages.



Students will be organized into one of the following three groups based on their preferences:

English-only group

Mixed Japanese-English group

Japanese-only group

Japanese language proficiency equivalent to N5 and English language proficiency equivalent to A2 (basic conversational
level) are recommended for participation.

Class Format

This course will be conducted in a hybrid format, combining in-person and online participation (with in-person
attendance strongly recommended).

Since students from partner universities overseas will participate, Discord will be used for online communication.
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Students are expected to engage in outside-of-class study, including preparation for group presentations. On average,
ISERERNATE approximately 2 hours per week will be required.

If you have any questions regarding assignments or class participation, please feel free to contact us via Discord or

email.



I - RERNIRE O
&, EF - ERORETHD
ZEERT,

- A2k, VRChat (HEABARFIRD A RN=ZT 5y b7+ —L4L) &NX—bF—Sy TEFHHLTEY . AREOZHLEIX
B, N 7Yy FRIBETHRATS A TE£7, VRChat@F)AIZIZ, Windows/$Y 3> F 7z ldAndroidif R A ET
T INODOEERER > TLEWEEIE, RETANARX (Bl 271y FPHMD) 285 L 29 0T, #EIHA X REIC
ZHRHLCEE WL,

CRETERTEIAYRFTTYETART LA (HMD) 13, BYELENARETCHELLZLOZESLETOT. BAOL
ZElIHY EHA,

CHIROBEEDITIN—T T =0 TlE, /A ZXERDI-DICTAIfFE~NY Py bEIEAY RRVETHES S
L RAARDDTEVWEEAN, BRIZHESEE N,

- Our university has formed a partnership with VRChat, one of the world's largest Metaverse platforms. As a result,
students enrolled in this course have exclusive access to utilize this platform in a hybrid learning environment. To use
VRChat, a Windows computer or an Android device is required. If you do not have these devices, alternative equipment
(e.g., tablets or HMDs) will be provided upon request. Please consult with us after the first guidance session if you
require such support.

- The Head-Mounted Displays (HMDs) used in class have been prepared by the instructor using research funds, so
there is no need for students to purchase them.

+ For group work with students from partner institutions, please bring a headset or headphones with a microphone to
reduce background noise. Cheap ones are acceptable, but please ensure you bring them to each class.
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ot - The class size is limited to approximately 30 students, including international and overseas students.
- Please complete the "Pre-Class Survey" uploaded to Google Classroom by the day before the first class, and attend the
first session in the classroom. Responses to the "Reflection Survey" after the first class will help us finalize participants.
Results will be announced on Google Classroom.
- This course is eligible for TGL points.
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