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[Abstract]

This study aims to develop a methodology for metaverse space design and implementation, targeting a nonexpert group. To
achieve this, a three-dimensional (3D) design approach based on voxel art is introduced. The "Be The Space" project, a
learner-centered metaverse initiative, is designed to enhance the participants' motivation for metaverse creation. Even if the
participants are not familiar with complex computer graphics design and modeling techniques, they can successfully implement
distinctive metaverse spaces using the "Magicavoxel" voxel-modeling tool. Their creations are uploaded to a metaverse integration
platform called "Spatial," which allows the participants to collaborate in real-time and share works. In the research, a tripartite
structure of co-space, sub-space, and indie-zone is employed to parallel collaborative and individual creative activities. Participants
set up their sub-space within a communal area, where they craft a metaverse space reflecting their ideas and visions. Each
individual space is linked to the communal area through a portal, forming an integrated metaverse structure. This study verifies
that collaborative creative activities can be effectively conducted among nonexpert groups in a voxel-art—based metaverse platform.
This research proposes a novel methodology for various nonexperts in the field to collaborate in metaverse space creation.
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