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Global Co-Creation in the Metaverse: Building a Multicultural Virtual World (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.
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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

1 Orientation: Course Overview and Introduction to XR Metaverse Virtual Exchange
2 VRChat World Tour and Introduction to Unity

3 International Collaboration and Discussion in VRChat

4 Selecting Global Topics, Research Questions, and Learning Goals

5 Intercultural Cultural Presentations and Metaverse World Idea Sharing

6 Metaverse World Design and Team Role Assignment

7 Presentation 1: Cultural Presentation Using Slides and 3D Content Creation
8 Metaverse World Development

9 Script Writing for Presentation 2 (Metaverse Presentation)

10 Final Development and Refinement of the Metaverse World

11 Rehearsal in the Metaverse World

12 Presentation 2: Final Presentation in the Metaverse World

13 Presentation 2: Final Presentation in the Metaverse World

14 Presentation 2: Final Presentation in the Metaverse World

15 XR Metaverse World Tour, Reflection, and the Future of Education

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

Language Support and the Use of Technology (Revised English Text)

To facilitate communication within the Metaverse, this course introduces "VRCT," a real-time transcription and
translation tool. During group work and discussions, a transcription of your own speech will appear above your avatar,
along with an Al-generated translation.

While the translation accuracy is currently in an evolving stage and may not be perfect, the high-quality transcription
serves as a valuable visual aid. By leveraging these latest communication technologies to supplement and bridge
language gaps, students with beginner-level proficiency in Japanese (N5) or English (A2) are heartfully encouraged to
participate with confidence.

Language

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

Students may participate as long as they can communicate in either Japanese or English; the other language may be at a
beginner level.

Beginner-level proficiency refers to approximately N5-level conversational Japanese or A2-level everyday English.

In addition, opportunities will be provided for language learners to actively use either Japanese or English during the
course.

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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Active Participation, Reflections, and Assignments (40%)
Reports (30%)
Presentations (30%)

Reflections and assignments will be submitted regularly through Google Forms or other online platforms based on each
class session.

Students will be evaluated not only on their skills or language ability but also on their motivation, willingness to learn,
consideration for others, and contribution to the group. No prior experience with XR, VRChat, or Unity is required.
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MEXT Distance Learning Guidelines (pp. 5-6, 125-126)
https://www.mext.go.jp/content/20230328-mxt_kouhou01-000004520_1.pdf
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RENREIX, TV —TRROEFLREEEH, BICFE2BMEENLBRTT,

RECERESNICET2EMAH 5HA L. Discord® X —ILTIHHLIEE W,

Students are expected to engage in outside-of-class study, including preparation for group presentations. On average,
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.
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+ 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.

- 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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- 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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One-credit courses require 45 hours of study. In lecture and exercise-based classes, one credit consists of 15-30 hours of class time and 30-15 hours of
preparation and review outside of class. In laboratory, practical skill classes, one credit consists of 30-45 hours of class time and 15-0 hours of

preparation and review outside of class.



