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Exploring Global Issues through XR (VR/AR) and the Metaverse: New Perspectives on Our World (Japanese/English)
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This course is an international collaborative learning program that explores global social issues through the use of XR
and Metaverse technologies. It provides students with practical and interdisciplinary learning opportunities based on the
following three objectives:

1. Examining and Deepening Understanding of Social Issues from a Multinational Perspective

Through the Metaverse, domestic and international students share and compare social issues, gaining a deeper
understanding of global challenges by examining different national contexts and values.

2. Enhancing Immersive Presentation Skills Using XR Technology

By leveraging XR technology to create presentations with a high sense of realism, immersiveness, and presence,
students will cultivate effective communication skills.

3. Fostering a Global Perspective and Ethical Awareness

By comparing international situations with their own country’s context, students develop an objective understanding of
their own society while developing an interest in and respect for other nations, building the ethical awareness required in
a globalized world.

Presenters will utilize tools such as Unity to create Metaverse environments suited for analyzing social issues. Within
these spaces, they will deliver interactive presentations incorporating 3D content. The audience will use head-mounted
displays (HMDs) to engage in immersive experiences and participate in discussions with students from around the world.
Additionally, generative Al will be utilized for content creation, translation, and presentation optimization.
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1. Enhancing Understanding and Analytical Skills for Social Issues

Through collaborative learning, students will deepen their knowledge of domestic and international social issues. They
will develop the ability to analyze and organize the background and contributing factors of these issues while
understanding differences in national contexts and values. (Knowledge and Understanding)

2. Improving Communication Skills Using XR Technology

By utilizing XR technology and 3D content, students will learn to visually present the background, impact, and proposed
solutions to social issues within the Metaverse environment. They will acquire the skills to effectively communicate these
ideas to their audience. (Skills and Techniques)

3. Developing a Global Perspective and Adaptive Skills

Students will cultivate an understanding of social issues in other countries, fostering respect for diverse opinions and
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values. They will also develop flexible problem-solving skills and an ethical mindset necessary for addressing global
challenges. (Attitudes and Interests)
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Course Content
This course utilizes XR and the Metaverse to facilitate collaboration between domestic and international students as
they build Metaverse worlds and propose solutions to social issues.
(Knowledge and Understanding)
Students will investigate social issues in various countries and engage in mutual learning through collaborative activities.
(Skills and Techniques)
Students will acquire skills in creating 3D content using Unity and develop interactive presentation skills in the
Metaverse environment.
(Attitudes and Interests)
Students will cultivate an interest in other cultures while fostering respect for diverse values and viewpoints.
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 not only enhances students' understanding of social issues but also
provides opportunities for visual and experiential learning.

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.

https://unipa.bureau.tohoku.ac.jp/uprx/up/bs/bsa001/Bsa00101.xhtml 2/4



2026/07/03 15:54 UNIVERSAL PASSPORT RX[2]

Course Schedule

Weeks 1-3: Guidance, Metaverse Experience, and Selection of Social Issue Themes

Weeks 4-6: Unity Basics, 3D Visualization, and Scenario Creation

Week 7: Midterm Presentation (Sharing the Background and Causes of Issues & Planning for 3D Visualization)
Weeks 8-9: Group Work (3D Representation of Social Issues and Data Visualization)

Weeks 10-11: Implementation of Interactive Elements Using Unity

Weeks 12-14: Presentations and Discussions

Week 15: XR Metaverse World Tour & Proposal Presentation on Social Issues

Note: The schedule may be adjusted depending 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, 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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Reports (30%)

Presentations (30%)

Evaluation Method

Textbook and References

Title Author Publisher Year ISBN/ISSN Classification
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The Metaverse and XR ) T Reference Materials
Hayashi, M.(Ed.). Tohoku University Press | (2024) 2
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Educational
Applications and
International
Collaboration.

URL 77 ZDWebH A +
Class Website
https://xr.ihe.tohoku.ac.jp/
BiRF=a2—X
Tohoku University News
https://www.tohoku.ac.jp/en/news/university_news/tohoku_university_and_vrchat_sign_metaverse_education_partners
hip.html
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/ No]
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Other
Comments/Instructions

Last Update
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XER A RBRE A K4~ pp.5b-6. 125-126
MEXT Distance Learning Guidelines (pp. 5-6, 125-126)
https://www.mext.go.jp/content/20230328-mxt_kouhou01-000004520_1.pdf
EAHFE Think v > /¥R
Asahi Shimbun Think Campus
https://www.asahi.com/thinkcampus/article-100423/
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NII Lecture and Introduction to the First International Symposium
https://www.youtube.com/watch?v=7TuU4AB84pz4
[TOHOKU University Researcher in Focus] Vol.017 X Z2/N\— X Tt %Dk ¢ —VREM 2 EH L -ERSRE—
[TOHOKU University Researcher in Focus] Vol.017 Connecting the World through the Metaverse — International
Collaborative Learning Using VR Technology —
https://www.tohoku.ac.jp/japanese/2022/03/in-focusvol017.html
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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. 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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- 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.
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