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Abstract

JGC Corporation aims to develop a lunar In-Situ Resource Utilization (ISRU) plant in collaboration
with JAXA (2021–). In conjunction with this, JGC envisions ”Lumarnity R©” a lunar smart community
incorporating a sustainable circulatory infrastructure for long-term human residence on the Moon.

However, bridging the gap between experts in space exploration and the general public, especially
children in regional areas with limited access to space education, remains a challenge. To address this,
we have expanded our outreach beyond major space industry events, bringing immersive Virtual Reality
(VR) experiences directly to local audiences.

Since IAC2024, our hands-on VR experience, Lumarnity R©VR, simulating a lunar smart community,
has been showcased at various events, including the 2024 Japan International Aerospace Exhibition, the
International Space Industry Exhibition (ISIEX), and the YOXO Festival. More importantly, we have
brought this initiative to local regions in Japan—such as Gifu, Nagano, and Kagoshima—where access
to space education has traditionally been limited. By participating in events like the Gifu Kakamigahara
Aerospace Museum Special Exhibition, the Kagoshima Space Festa, and the Nagano Okaya Manufacturing
Fair, we have successfully engaged children and families who rarely have opportunities to explore space-
related content.

One of the most striking responses from participants has been the realization that ”it felt like actually
being on the Moon.” This feedback underscores the effectiveness of Lumarnity R©VR in inspiring young
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minds and fostering curiosity in space science. Furthermore, engaging with non-traditional audiences
has provided valuable insights into how space education can be adapted to different demographics and
educational backgrounds.

Looking ahead, we plan to enhance our VR experience by integrating additional elements of lunar sur-
face development, such as Komatsu’s lunar machine and Bridgestone’s lunar rover tires. By incorporating
contributions from Japanese companies involved in lunar development, we aim to present a more holistic
vision of Japan’s role in future lunar exploration. This expansion will not only enrich the VR experience
but also showcase Japan’s technological advancements in lunar infrastructure to a broader audience.

In this presentation, we will share key findings from these outreach activities, including audience
engagement data, participant feedback, and lessons learned in adapting space education initiatives for
local communities. We will also discuss future steps to expand these efforts, ensuring that interactive
space education reaches an even wider audience worldwide.

Through this initiative, we aim to demonstrate that space is not just for scientists and engineers—it
is for everyone, everywhere.
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