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We will explore what happens and what can be done when humans and Al communicate together by constructing a metaverse in which humans can communicate with each other by taking the

place of avatars, and an Al that can interact with humans. We expand on the results of last year's project and consider “transcending space-time,” “conveying emotions,” and “application to
international collaboration.
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The aims of this Metaverse DE Avatar Project included transcending time and space, conveying emotions, and
fostering international collaboration. To achieve these aims, we created worlds that represent various cultures,
incorporated quizzes aligned with each world's theme, and added game elements. We believe these efforts not
only spark greater interest in the worlds but also enhance immersion. For the creation of each world, we divided
the work among three main teams: the Al team, responsible for fine-tuning the personalities and behaviors of the
characters; the 3DCG team, which designed characters suited to the world’s themes and created the
corresponding perspectives; and the Metaverse team, which integrated the Al and 3DCG creations into a
cohesive VRChat experience. These teams worked collaboratively to bring the worlds to life.
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" Egypt
Our first world enables conversations with Al through Melissis, an Egyptian-like character with a distinct perspnally . To enhance the immersive experience, we created pyramids and sphinxes
reminiscent of Egypt. Additionally, we designed a 3D character that perfectly fits in with the aesthetics and atmosphere of ancient Egypt.
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* Uluru (formerly Ayers Rock):
Uluru was recreated based on actual photographs to ensure a high level of realism. This attention to detail makes Uluru appear much larger and more impressive when experienced in VRChat.
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* Kyoto
We meticulously crafted Japanese architectural structures that evoke the charm of traditional Japan, paying close attention to every detail, from the roof tiles to each individual building. The result is
an impressive and visually captivating environment. In this world, you can also interact with Okita, a character inspired by the samurai motif, allowing you to enjoy not only the authentic atmosphere
but also engaging conversations.
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The goal of achieving "communication between humans and Al" was successfully realized, and
results from a lesson at Akagawa Elementary School showed that there was a deeper
understanding of Egypt. However, several challenges remain: the lack of interactive elements
and objects to enhance understanding and immersion, the narrow scope of the worldview due to
the limited number of characters, and the presence of bugs in some characters within VRChat.
We believe that addressing these challenges will allow us to create a more complete and
engagingexperience. Moving forward, we will focus on resolving these issues by adding new
interactive elements, expanding content, and improving the overall quality of the experience.
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