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Abstract

This paper reports on efforts to support Japanese cultural learning mediated by "play" in the 3D metaverse. The

first phase of this study addressed the creation of situations in the metaverse that closely resemble real-life social

contexts. The second phase aimed to implement "Collaborative Serious Games," a learning model based on

collaborative play and problem-solving among learners. The third step aims to implement a learning model called

"Expansive Design-based Learning," in which improvisational learning expands through "play," in which each

participant constructs a metaverse environment based on his or her own free ideas. In this paper, we report on

the activities of the three phases so far and look forward to the possibilities of a new learning model mediated by

cooperative "play" in the metaverse.
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