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We improved the quality of the interactive
experience in the metaverse by adding hit
detection to objects in the created world, scene
transitions when moving through the world, and
a tracking system for NPC avatars facing the user.
In addition, the developed metaverse was
implemented in the social VR platform "VRChat"
to enable operation with VR goggles.
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—OpenAl API Fine-tuning models
—VRChat

—VOICEVOX
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We were able to train Al and give it a personality
through fine tuning to achieve natural
interaction between Al and humans. Then, we
were able to utilize VOICEVOX to talk with Al by
voice, and furthermore, we were able to give
the avatar facial expressions so that Al could
express its emotions.
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Created the appearance of the metaverse and the appearance of the avatars so that the user can be

immersed in the experience in the virtual space.

The models created "in Blender" were implemented in Unity.



