shEiEste i

20224 663H 3% 92~138%
https://doi.org/10.20879/kjjcs.2022.66.3.003
http://www.comm.or.kr

HIEIHA 0|Z%}2] XloFEAIY lolof| 2bst o3t

AEIA ABAIR0IE T

OIXISI  FcTHEm AlRsasain} skl SHRSEAMTEIEY Aoloinel
FHO Aorieim Aewastn ne

A Study on the Perception of Self-ldentity of Metaverse Users
Focusing on Symbolic Interactionist Theory

Jihye Lee”
(Ph.D. student, Dept. of Communication, Chonnam National University)
Chungmin Joo™

(Professor, Dept. of Communication, Chonnam National University)

This study clarifies the concept and characteristics of the metaverse, and explores self-identity and its
characteristics within the metaverse based on symbolic interaction theory. According to previous
studies, users project their real lives into virtual spaces, and sometimes implement another aspect of
life beyond reality. Then, in the metaverse—a new type of virtual space—a question can be raised
about how the user recognizes and expresses his or her identity. Four research questions were set:
“Do users view the metaverse as a stage, and construct, modify, and maintain their own identities?”;
“"Do users who constitute their self-identity in the metaverse perceive and act on the metaverse
as the front or the back of the play?”; “Do 'human communication effects' of the metaverse have a
positive effect on self-identity expression and impression management?”; and Do "interaction through
an avatar' or ‘maximization of sandbox' have a positive effect on self-identity expression and
impression management?” As a result of the study, most users were found to form their own
identities in the metaverse, most of which could be categorized into three types: ‘ideal self’, ‘real self’,
and ‘third person’. Subjects in the 'ideal self' category answered that they constitute the ideal
self-identity they want to become by realizing the image or behavior they want to realize in reality.
They answered that they constituted a self-identity with little difference. On the other hand, the
subjects of the “third person’ category answered that they had never constituted their identities in
ZEPETO and thought of them as objects completely different from their own, as if playing with dolls.
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As a result of examining whether the metaverse was recognized and acted on as frontstage or
backstage for users who are forming their identities in the metaverse, the three types of ‘front-back’,
“front', and 'back’ were identified. It could be inferred that this difference was due to the presence or
absence of continuous communication with others. Subjects in the ‘front-back’ and 'front' categories
had subjects with whom they continuously communicated, such as friends, acquaintances, and
followers. But subjects in the 'back’ did not have such people.

Meanwhile, metaverse users were using the metaverse as a means of self-expression and impression
management. A large number of users answered that the metaverse's 'human communication effects'
and 'interaction through an avatar' characteristics were helpful for self-expression and impression
management. They answered that ZEPETO was much easier for self-expression and impression
management than other virtual spaces because verbal and non-verbal communication was possible. In
addition, the subjects shared that it was easy to express their self-identity in that they could freely
decorate and express the face, body type, and style through their avatars. Furthermore, some
answered that it was possible to transcend the constraints of reality and express a truer self-identity.
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Table 1. Metaverse Characteristics in Previous Studlies

Author(Year) Metaverse Characteristics
Lim, T., et al. (2021) Interaction Through an Avatar, Spatial Movement
Choi, 5205‘1;‘ o6, Y. Open World. Sandbox, Creator Economy, Avatar
Song, V\/(.,208é1(3)hung, D. Human Communication, Real and Unreal Experience, Extended Reality
Lee, J.(2021) Collective Virtual Shared Space, Convergence with Physical Reality, Persistence
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= 2k Uitk vlER o} 8AREE: ARl S S8l el ARkl A} ARk

e s A FRebeS BAL, vER 2ol oAt wslel] freH o T
AJatar ekl o)<, 2021),

v WA Fejelold o]stmnlolnt. Amuts f0] vz ol 8P AL E 4
R S THSL Q. o 2 ol8ARE0] A el AHR] Al RS st
FRAT R BAE FErthE Rl 0l94:, 2021). AlRlE 2] F5lo](2022, 3, 26)¢l] whEw
A 9. ARjeflolel = 2307t W, AFTI9E B ofols AR 6,800%F Aol &
Pt A= A Qs ol g ololRioft i 5-& 23] Alsfslar shlieh 4= Qi AulE Al

ok oI o 8AP} AlRRRE TRl AHES] AAEE AR F 37 9 FeEn) vlel
Johs thsgol] w2, ARl dufsl= ofeldl 80% obde] ol &t 23] At A
a1, o) ololgle] 79 3 Hat 7,000~8,000719] AlAlEo] F/RETH AR, 2021). o=
BAPE AR ZRIEE ARluls Allo] FatshA] o] e ofnlEit) of2fd A
TR AR gl Zeikoll YESA a9E she v Ak Gake 71%|aL Sick.

U sk A AAIke] gt oltt. wiepH e EAT 7PAAI] AAIE SEAL Kol
a4, 2021). ASFi= WEME 7P R2e] S (augmentation), E4 A& (simulation)
O = FEcH(Smart, Cascio, & Paffendorf, 2007). < WEpA = F A4 X5 YeRfal

L=, o= AR el Fglo] gltk AlAl Zke) v AR 2020 &= ghkskr] AR

2
i
Lo,
N,
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ot IS WA S18l ARSI A=l ](social distancing)’, Athe-(shut down) &<
Soll A A Hastohs AE BASITE w1 QEERIYE, o 5 B Eofl
A HIE GE Gs7lolrt she Adsdo] olojia, 1 tijko R mEpH 27} WESit). e~
oA Frle] Hx|Qlo] MARLE A1, FAe] Aejjle] Fdslar, d4le] tigte] ishls 71X
et o= ShA] g IkE ATUAle) A Faf, TAlErke] st o] 5 whitos ol
o} e o s AdEmES op xRl opfElE S8f o] SAEE ohel, Bl
A o7 G 7R Ayl e & ¢ il EAlel ST 52 T 4l Blelu =
AS 78T < ok ARVHIR S iRl 7PkeRlo] dagla, vEp|2e $3
A tiAlEzTe] HolFolet, dae] A AR, 3Pt 7P {MW DAoL, 71l Z3A1ek
ALzl E3p) Aol kS mA A gskar ik TR Sl Yske 9] S, ZEu
19 s} mlEbH 2 AES 416k Hick
olefdt 5A& K HERH el T A8 g= glrk. mlEhre} ek A,
e, AR 3 So xfol7} gloms Ex) sl sle)zlow Ao yje)y] o]z} B o
T7F ARG AEAlel thgh o] viepHzme TS = Qd7ell, S g mep o] Tl 7}
A SAo] WEaL Sl AuIAE A1As] o8l AloAldS |tslalat gtk ASE7E AN
g ovilep s o] 7 7 AdATE arel (Table 205 7~83FHSmart, Cascio, &
Paffendorf, 2007). ASF= w. 7°] 4] ‘9| (external) === "UJ#(intimate) 1+
ule}, Arr) s a7lo] dxe] ‘i augmentation) S FHH(simulation) 91A]ol] wh
2} 742 (Augmented Reality), a}o]_§7 J(Life-logging), A&ANA(Mirror Worlds), 7}
Z&AIAI(Virtual Worlds) = vlEpH2 38 723tk ASE7F AgE vlepH2~9] 7} 3o
o Aol A5 I wieh "ML‘% 70 eA = Udsl Tl 7 539 A8
B2 golgitl(Smart, Cascio, & Paffendorf, 2007). olell &8 7PAA f3e) (=5
S0k (AElE) 7 24P 46l Fekehe sle 291, Aqdolrt o] a8As flsl =
W AHIZR) A ES Ao AR

OH

Table 2. Types of the Metaverse and Whether Operational Characteristics Are Applied

Metaverse Service
Metaverse Augmented Reality Life-Logging Mirror Worlds Virtual Worlds

Characteristic .
) IKEA Nike Run  Google
Pokémon Place Instagram Club Earth Zoom Roblox  Zepeto

Interaction Through

an Avatar © X X X X X © ©
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Human

Communication A X A X X 0 0 0
Effects
Maximization of
Sandbox X X X X X X 0 0
Creator Economy X X X X X X 0 0

Convergence with
Physical Reality

Note. O(Applied), A(Inadequate) ,X(Not Applied)

O O O O O O O

A A Akg o2l A HH, AoPAldS At afet gs AR AR A,
FAY 1, FAEHErikson, 1959, 1968: Coffman, 1959: Marcia, 1966). 7Fda1te] #]
Ho] G Fo= AolgArde Bdslar, walslal, F-i3= Alo] Addts &) s

B $IeH(Turkle, 2011). AePgadS ARl d=iat v, 33218 ool wet waled 4= 3l
e 2l dAlle, g4 kg oldat azrte] A=Ssbe ool s ] 7] A

i

A AT, vER FREERIol 7128 ARlzolAR, B RARE 838 et
of o) gA15AA FHish BaEie] GHolR: Aze AEL AL ek FHEA Tl 2
h vEw oM ol gAsol AobyAlds Tk =g S1d Bavk qlek. ekl
oz A FHFERIoIN ol8AE0] el gAS TR A, TR AekgAe &
AL 8k QA -2 An] Sla) Al 1< Agat

2| 1. HEMHA O|2KI= HEHAS siLie| SR AIZtsiT XIOHAIMS M 48 SK|
S U7 H?

rheoz, vERH oA Aokl S sk Qe o84S thEoR, vEhn A 95
o] s} F 5 ojwl 2O QL3ha ek PSR L] AJske Ao} o

ol we ATE JTAG o] Selt Aolel A1 Zwloln, Aol At 2
= o] ERis BRI, 2010). 9B, SRS QS ok & thio] gt
Fo ZhAe HolelAm AR EA 5T 5 Qe FHFERIel) Solrke A T ol

ol ¥ =9

N

¢

i
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g} 3l S2A] e FAT) EAS ) 1]01o)A] JAES g S Qi) mER A A2
& nlje] miA B ole}, FEA A Q17 AR A A7 AdE 4 9= 4
7R KR, 2006). ool mERH 2] ‘QI7F AR7UAId &3F 7ol mEfH 2ol A
of AopgAld 3} Lol 84 Faks nAEAE e flal Al 35 A4

o

ITEA 3. TEIHAS| Ok AHFAOK Zf SZo| tiEfHAOAMC| KoFaly FEDE ok
2ol Y g2 oki=r R

aL3Rke] "A7]ehs Ao} o] gl e] deakgel 5 et A5
w7 AFUARIA el 283 4= 9l oM (Elliott, 2001), TRl A7} a1Rle] o] 2o
A 7HdEe] AegArd S AT g, 2014). 212 (Rifkin, 2009) 3R]
A=ol2e] B Althelle #-85i= Ze o, thfshl 62 o rkar itk IEdlo]
Algshs 7Pl F1MelA ARS8 ZloKtrue self) &
A Ao Qlel AFEES AP0l BolFal A2 vl A 1E FEd
11(2014)3= AREIA dzkgo] dojubz Bl 2 SollM olgAkEe] ofmsint o AfsHA]

2 A2 AR Ao} A EAL 5 ek vk, e LERS) S B A

0(1-4 —_

T A TS ANk B Ajofe] RHANE TSk Hl 48d ¢ 9le Ao
= Eek TR shufe] Feint 7Rl Zlo] opuR}, Bare] FhellM 2] thE wAE oY
SR e BAG 7ol A, BY) 5 v el 7t g5, ITEokRhs 2]
T2 ¥ ehollM ARE A&t ARERle] o o] Sz} dieziol A veh iz 2
e

opafeR= 7PFETINA ARIS =edly] 913 rka=R 2Es) $itHDonath, 2001).
FEgtollA 9] opabels o8] A AIES 913k 71 AlAl(virtual body) 2t 8eIE 4= 9
THFeatherstone & Burrows, 1995). 7Vda7lol4] oflelE E3l AlobgAlds =edla,

FAFTeA] TR gk 2R1e] AAPIS Astal 7Hep]® et eVl gaE
text) TIGE optfel= TAE 50| (digital twins)'E FET F e WAR Flgsla
tHEkl9, 2008). 53] HERHZ2 ZRFAAE oftel ARkS: 918l 1 o] = ZYE R v}
et 12 ole} 7Pde] Al das Adald o 9= 7Tes At o=
[-8Ae] ZellA] ot v Alojo] ~slER]o] K8 FEakal thdsiAlrks 21 o

EXx

. olol] viep 20 ‘opalElE F9 AT ARE, A= Sfst SAJo] e 2ol M e] o}

o

g

—~
(=

%0
r;'L

o0,
=

O;Fj) ol
O,
N

fiid
o

(o
v

106 $H=E0IEEE 667 3% (20224 63)



AV wdat daelell A e vIxEA A S8 ArEAl 45 AR

ITEA| 4. CEIHAC| OHIEIS S5t 42AIE, MeHA Srist SX0| oiiEkdAoiie] Xlot

A Fom} olelpizjof| 2A kg nxl=o1?

2) XzE
ATREARE "] Slell AR o84k 156%e thow ASIE S MWK (Table 3
Fan). A derelole] thid sk 7 sh]l E21™(Blumer, 1986)+= 7 EFgsiar
HigkA et AR s dA el ofs asoloR dfar R wh k. A=
(Seidman, 2006)2 E4A7 8 FolMm= HSRAET7E EIQle] FEE 2lo] A Brghe
ZA, 733l WAg eJulE ofald 4= lvtar TR Ateiate] Ade o, a8 #
XWH 9] A AREE ofslistaL o5 Fel A e = lrks Zlofut. AogAld
& olgAle] e Ado] oA Agehs dHlR, AT A 3 B Sow ¥}

7ell= wlHEskaL 141310& o] EARTHAG =, 2017). ololl & Aollr = mEpH 2 o] 82}

ASRIET] 27 e ﬁ%%loqx}g] A7 opet, A SRSk el £
529 el 2ANeF gk (Patton, 2014). A73tedzt 78S $18l 7ol 20llA 2z
= o234 F¥SZE(theoretical sampling) S FE4 o2 83t} o224 FEIFold o]
o skt et WdAks 54 Fishs Ws Setk(Glaser & Strauss, 2017).
TS A AR elEs nl o R HER 2 o] 8Ate] Ao PAS dokns ] A
& 7] wizel] of& o] ohd, Aot FEstslal Aushen dwsialat sk olg o Egt
2 o, F o]2% ¥sl=(theoretical saturation)’} 52 W s & T

(Holloway & Wheeler, 2012). o]=4] ¥EF= 9He wga) B8 #3107 7l8fs]o]
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=3 fﬂz}u}q 7VdE7e] AloldAld el Tk sl vikei). Mg} AAETe] Aol
ol FEAoR tEx] rlal TSk sRpF e7F sM(Baptista,  2003:
Hongladarom, 2011), 7Pd3} daa-7ke] AAde] M2 Jeke Fadton] gzog o7
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so] veAldE Qdddthal Fdshs s3], 2004), 7Pl A2 AlobgAlde]
AETAL F98hs Sk ItH(Vaast, 2007). 7H3a @ag7ke] AlopgAPdo] a4 o®
A etar Sgehs Skae] el m=r, 7hdeiie] Alegaldo] AEA FAsE= A
o] ofER QIE RS Agshs b weh ] o8- 7IRIel Aloke = a7t it wt

W, PRI A B AobAe] AREAY B3 Ak A A S 94
SiTFe Mool W, viEh o) Aobgalde] TEH/ 1 4 ARk opdel Bad 4

Qloms QIEl Al A ul 94 717k oS Rl o] 821 tho Aslof det

il

34\% “dAstel ?—-_Vé 717¥¢] ]9“ kit 7}11
7V&ER A AlopgAPdo] o= o] ARS 711 Aol s Aol thek 7ol ekt
| @ar, vlEpH 2 o] -§Ajel] ek At =38 =] ARl SNS 59 7P TRk A
S sl W% = 3ATE o, 7IRE 37 o e o} §AE QBN uVdRkE Ak Atk
| 57 7ol SEA] s voloh S veFsiAl i v

QBN oAk ERH 2o} A E o827t E5ah= dlol 78] AlE 471 (715]
A} 28,0000 W) oF FolE T HERHZ AREAF AU E (7F9F 5,40091 1) of] B &AL
£ o] R Bgell X ATaElE Trob] 918l IRB A9 AAks Sall s
U AZRIE R dAteizte] Yoo &gk Fato] medo® Qlsto] dAibALy 17t &
g 224 Ee AR 7xe 93l wet &2l ol S o ATKAHPBE, 2008:
Seidman, 2006). ©lell IRB A& # ]3’— Agtow Qs whAE 4= Gl Flolxte] Eghe
sl Sfal Abdel Aol wE WA Herje] A S5 TR AWItkData &
Silverman, 2011). 19" Ak A8k vl QoA o] 717k o & Rl ]9 Algke:
A exgkort Hofr} 55 30t ofsk=rt 7t o= AR o84k 744 AA7E 10~ 30t
oozl A& wkd gt Axfolt. QIE[H+= tiW(face—to—face) 2} ol W21& HaFrh. A
He 7o i, stz 9= Qlel o] ofofEs wi= HYd QB RE B o
I oluld o 1) QIEFE XIash o5, oAl B5ollA| 22 QIEHE A QE
F7F R8s B 02 Aol mE 35 A} aydRpd ~Ee] A7fel wheh 2o oA
7} a7 = ot
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7122+ Hpilot study) & AAE] A7EAlE A8kl & A AR el gt o Bt
)

X&) AHEE 100 Zito] 5 3

A7l T4 s AA ol 7 wE W S Ak e FRg sk s
THo® WS gk e Qe dhkdlel wet o] e ARE 7] Sl P 2
s oy FEsE(structured) FE WAo]l A FEhe f94E
(Barriball & While, 1994), Aoz} 28219 oAz} 7E|2E: A= widd = oA ot
(Data & Silverman, 2011).

HEA Y82 A5t FAel] g} 2 o] FHRoE wrEdth WA Qe ok 7
AR A%, AW, HeolE B30Tk T AR AHE o] 7|7kt = et o] AlTKe]
HIE) | olg 5719} & o& o)mof ¥Ek Aoz "AMES AlFsHA | 5717 Foldy
7N, AHER T2 oj| g 7N, ARES A&EA 088k o7t Ty
O S drk Al WAle AolgArd e sk AitoR, AR zlodalde] EAY
7V, Aol Aol EAGIA, @A TIxe] ol ATt Ztol7t AU, A EN A
oAV dE vH7 1% sha?”, "AlFES Aol opatER} 270 oPdSIun? off Bre] Al
S& oplERE 7KL QIFUYY, AR Ule] ARUE(R, 27, 1F, B §)oll Ao
A A3l Aehs ARHERES, AT o] Y Fo AiEs AN v e R
vep 2 S} Aol Al Tl wet FHERA, AES] ollElR 8 4= gl o] ¥4
7} AFsARARE H7), v S, 279 tish Sol ARle mdskal =euls v Egol gy
AE opufete] Y, G, 2B 5 AT 5 e Tleo] Aks Fdska sl )

SO HUY 55 B3Ik

.

ro

o

Table 3. Characteristics and Classification of In-depth Interviewees

Period of Use/ I
Age  Sex(Age) Hours of Use Motivation for use  Intention of Continuance Use CIaSéZ:;::tlon
(average per week)
Female(15) 6 months / 3 Hours Popularity Maximization of Sandbox B

Female(19) 3 vears / 14 Hours Recommendation Maximization of Sandbox C
from Someone

Recommendation

Male(17) 1 year /19 Hours from Someone

Interaction Through an Avatar D

Female(16) 3 Months / 8 Hours Popularity Maximization of Sandbox E
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Period of Use /

Age  Sex(Age) Hours of Use ~ Meotivation for use  Intention of Continuance Use Classification

Code
(average per week)
Female(14) 3 Months /7 Hours ~ Advertisement  Interaction Through an Avatar F
Male(19) 6 Months / 6 Hours Recommendation Interaction Through an Avatar G
from Someone
Male(14)  3years /15 Hours  Advertisement Interact.lor.w Through an Avatar, H
Maximization of Sandbox
Female(20) 1 year /12 Hours Recommendation Interaction Through an Avatar, K
from Someone Creator Economy
. Interaction Through an Avatar,
Male(22) 2 vears / 12 Hours Popularity Creator Economy L
Maximization of Maximization of Sandbox,
Female(20) 2 vears / 60 Hours Sandbox Creator Economy M
20s Converdence with Meximization of Sandbox,
Male(25) 4 Months / 21 Hours i : Communication in the N
Physical Reality "
Communities
Female(25) 1 year /3 Hours Popularity Interaction Through an Avatar 0
Female(21) 3 years / 15 Hours Maximization of Maximization of Sandbox P
Sandbox
- Female(34) 6 Months / 5 Hours Popularity Creator Economy Q
S
Female(31) 6 Months / 5 Hours Popularity Maximization of Sandbox R

4. A7 A}

1) HIERHAS} XIOFEAIS 14

AHAES olgAPdS d8kar A=A BENS W 159 & 1270] 13tar gga, 134
et Feh Ardodals 3Helgitt. dtstolate] e ol dale] (ideal self) < @4

o] uf, "Al39] Q1 37HAIR MFSIE 4= itk WA, ol dee] uf WSl dydAtES A4l

Fotal Al Hgoluy dEs AF|EcA AATFoZHN ale] B]aL AL o A1 Ajoly

A3 Ak ik, Aol sk OE%OM A, 2Ee ;Lz:ﬂ_avw ol )
,]

L ARA 0]—‘%—8— s oA o ol O}H}Elf lfl‘j]ﬂ R 5}7]_@3}% Aple] 71t
RS sl Aol Har AL o] Bigg opafelel] whedslar 3l thee®, dAde] o
o] VA AlElEdM ettt ts vl §hs AledAlde A8kl lrkaL HH 3
th of&2 AR A7) ARt 719) v Ajofe: wieh 2ol Ajdstkar
&= @As} A4 v Alo] gkl JElih oS AES o 8ehs 22 A A] ARle)Y]
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] A}lo] Bels) Foim Supel ik Weld). S AlEelA A4S So] pHsi
Hlolis @7} gL, Ape] Ak wiegstan Aol ohilel: ztel] wjitel ofgAlgel

wledsich= Zlolch, o AI39] QI o] dhuiolc). o) Alize] 2] Aol
e A S 91om, Aol AS TSP Falelels ol girki galth oy

15

o] L o] chREAT o) R oplerE ARlo] Adtehs olgAel BgoR et

rr

79 qlglont, olefs @ge] AokgAe] Meeler ks ‘914 ol s} kil Wil
o, AESIM B A ARCIL, ofubeE Fa) ARz 8] we] gh= ABe] ¢l

=& AL 9 molekke] Eellolditiar TRt

Table 4. Research Question 1 Answer Summaries

Classification

Category Interviewee Answers Code

My self-identity also exists in ZEPETO. However, | can say that | am closer
to the person | want to become. The avatar's face and body shape are C
similar to mine, but | made it prettier.

ZEPETO's self-identity is closer to the ideal | want to be than the real me.

But, in a way, | think it is close to my true self-identity. F
| think my self-identity exists in it. Things that cannot be achieved in real
life are easily reflected in the virtual world called the metaverse. | get to be K

who | want and achieve what | want on the metaverse, and | think this is
close to the self-identity | really want.

Self-identity exists in ZEPETO as well. ZEPETO's self-identity is close to the
ideal self | want to be. From personality to appearance, | am reproducing L
ideal self _ the image | want.

ZEPETO is a virtual world, but | communicate by creating the person | want
to be. It's more satisfying than reality. It feels like the avatar is filling in the M
lack of reality.

Like me, | think most of them are expressing the utopia they want to
achieve through their avatars. | also decorate my avatar's face, body, G
fashion style, personality, and behavior close to my ideal image.

| put on makeup that | cannot wear in the real world through my avatar. I'm
trying to do things in the virtual world that | can’t do in real life. It is close D
to me, but | think it expresses a more developed self.

| have my own identity in the metaverse. | show the body | want to show, |

wear the clothes | want to wear through avatars. And | think it's like my real B
self-identity.
It's like the real me. It may not be exactly the same as in reality, but my £
tone, taste, and hobbies are expressed as avatars, so | can say that it's me.
| think my identity exists. | can decorate a character that resembles (almost

real self similar) to me. | can decorate it as | want, so it has to do with my R
self-identity.
Some of my self-identity exists. | express myself in the virtual space and 0

represent myself through the avatar.
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| think it reflects the identity of reality. After all, | am the one playing the H
avatar.

| think | have no self-identity in ZEPETO. There are avatars that contain my
ideals, but | think of them as avatars or characters in a virtual space rather P
than reflecting my self-identity. It's like playing with a doll.

third

| think of the avatar as a model for wearing the items | made, rather than
person Q

just another form of myself.

It does not reflect my self-identity or experiment with new identities and it
doesn't affect my real self-identity.

AoPgAPdE T-dstaL Sz 127] ol Al vlEpAE e} 3 Fofl ofE to =
]

ABkAL Qh=A], ofwlE QPREIE ShaL )l —Ewﬂ} aLEnke] el

o) 7o vleb: FAE ofutelz A8 4 9k ISR AE O R Qs BF
she o b ;wom 2 Z}OWHWOH e <) mas— A & Aot

i o, 1A I M S 2 4 e s e o
CHMurphy, 2004). o1 AAES] B0] ABS 7p3 BEaA B ofuperE o} gt
51 QA0 s} 71 ol E BR0RA oplel 7o R BEsk YAE Pobhkar, oput
Blol| wleh oG A WAL QLRlelE oA Bgow vek g A T

WER THE 5 Y90 IFINE B4 opilel e T ARSI AE-FE o
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Epnbch Aol 743 Q= MobaAL S TR o wieglon o] Hal, fA5)7|Hrks 2

[e]
Al vtk ek S HSRe] apdA - s AR R kel e A2 A
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Table 5. Research Question 2 Answer Summaries

Classification

Category Interviewee Answers Code

| have two accounts, one is the main account and the other is used as
a sub-account. The sub account is used to collect goods and send gifts
to the main account or to experiment with different aspects. | think it
could be said that the sub-account is used more freely.

There is a separate ID for sub-accounts. Sub-accounts are not
followed by real friends because no one knows that | have
sub-accounts. | do things on the sub account that | dont do on the
main account.
In the main account, it seems that my self-identity does not change. |
front-back play ZEPETO to play with my friends, but only the space has changed,
not the subject. But when | don't want to play with my friends and |
want to do other things, | log in with a sub-account. In the
sub-account, | don't talk to or do anything to other people; | just play
games.
| have two avatars, and sometimes | play dual roles. | made this
because | wanted to set a different personality or create a different H
atmosphere for each avatar.

| have two accounts. One account is for making money. As an K
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influencer, | try to sell a lot of clothes |'ve made. | created another
account because | wanted to use it more comfortably.

In the main account, the self-identity does not change. | log in and use
the sub-account when | really want to use it comfortably.

| have multiple avatars. | made this because | wanted to take a picture
in a pose taken by several people at the ‘Photo Booth'. But | don't think E
| change my self-identity every time | log in with different accounts.

| have one avatar and one account. And | don't think | change my

self-identity with my avatar. F
There are no sub-accounts or other avatars and my self-identity does G
front not change on ZEPETO.

Once the custom of the avatar is modified, it is difficult to restore it,

so | made another avatar for the custom. Although | am making small L
adjustments to what | think of as my ‘utopia, it doesnt seem to change
completely.

| don't change my self-identity. In the beginning, | made another M

avatar and used it for custom practice, but now | don't use it anymore.

| have three avatars. All three avatars are decorated with different
back faces, and each avatar is freely used. | also apply a different side of R
myself to each avatar, and that also depends on the situation.
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Table 6. Research Question 3 Answer Summaries

Classification

Category Interviewee Answers Code

| think the different gestures and facial expressions of the avatar are good
for expressing myself and having conversations. ZEPETOs avatar is B
especially well presented compared to other games and social media.

| joined the fashion crew. It is a community that shares information such as
avatar makeup, styling, and item creation. The crew members often meet

and talk on ZEPETO, and there is no difference at all from what we do in C
real life. | can make facial expressions, gestures, and chat, so there is no
problem at all.

Voice chatting is really speaking with my own voice, so | think this is the
moment that best reveals my identity. My tone of voice, intonation, and my D
way of speaking are unigue to me.

superior i : i :
It certainly has a wider range of expressions than in other games. | can

express myself better in ZEPETO because | express myself through facial E
expressions and gestures.

If you can only communicate by voice or text on social media without

seeing the other person’s face or body, ZEPETO can communicate while

sitting, lying down, running, and making facial expressions with an avatar. F
There is not much difference from reality, so | think | can express myself

better than in other media.

You have more freedom of expression than in other games. But there are
clear limits. Not quite like in reality.

It can be said that it is easier to express one’s identity than other games. | H
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have more freedom to express what | want to express than anywhere else.

| can say that | am more comfortable expressing myself than on other
platforms. In ZEPETO world, | can talk with my voice through voice chat.

When | have a happy or sad day, | take pictures in the ‘photo booth” and K
post them to the feed to communicate with people.

Exposing me has an advantage over other games. There are so many L
different poses and expressions that you can take as an avatar.

Other avatar games and chats have limitations, but in ZEPETO, those M

restrictions are fewer. | feel free to express myself that much.
There are many foreigners in ZEPETO. I'm not good at foreign languages,
but | can play with foreigners just with facial expressions and gestures. | N
think it can be said that | can express myself to many people.
It is a space where | communicate in real time through my avatar, so | think

it feels more realistic. 0
It definitely helps with self-expression. Compared to other media, it is P
easier to convey what you want to convey.

| don’t know because | haven't played other games at all, but | think it's Q
easy to express emotions because there are various motions.

Video chatting is burdensome because | have to show my face, but with

ZEPETO, | like that | can communicate with my avatar through gestures and R

facial expressions without having to do that. | have very little trouble talking
and expressing myself on ZEPETO.
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Table 7. Research Question 4 Answer Summaries

. Classification
Category Interviewee Answers
Code
Being able to embody the image | want in detail, definitely helps to express C
my self-identity.
If the avatar’s clothes and body type are limited in other virtual spaces,
ZEPETO can choose from a wide variety of clothes and body types, and users H
can easily create clothes. | think this part definitely makes self-expression
superior easier.
It's not as easy as expressing myself in real life, but | can say that it
expresses a part of my self-identity. In particular, since how | coordinate is K

one of the ways to reveal my identity, it is easier to express my identity than
in other virtual spaces.
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| think it's easier than other games. If the avatar’'s autonomy was low, it
would have been more difficult for me to express or reveal myself.

| think my self-identity is clearly revealed through my avatar. | express my
thoughts through my avatar’s timeline and feed, and | express my personality
through styling. If you are limited to chatting in other virtual spaces, you can
express yourself even more through ZEPETO.

Considering the delicacy of customizing the face and body shape and the
variety of items that can be purchased at the Creator Shop, | can express
myself more freely than any other virtual space. As there are various kinds of
self-expression, the expression of self-identity is also good.

Because | can easily express what | want to express, | think | can express my
identity better.

From body shape to features, you can customize it in detail, so | can express
a character that resembles me. Although it is prettier than me, | think my
self-identity is expressed because of the resemblance.

| am making my own fashion items. Decorating my avatar with items that
fully reflects my taste, | think my self-identity can be expressed better.

Video chatting is burdensome because | have to show my face, but with
ZEPETO, | don't have to worry. | can choose my own outfit much esaier
because | have tremendous of choice not like in reality.

restriction

| can create the image | want through the avatar, but it doesn’t seem to help
much in expressing my identity. | dont think the image plays a very
important role in expressing one’s identity.

transcendence

I'm a leader of my crew on ZEPETO. But Actually, | dont have much
leadership in reality, but when | express myself through the avatar seems to
be a little more extroverted and more active. | like that look. | think it was
possible because it was an avatar. Because it was ZEPETO, | was able to
convey the image | wanted to show.

In ZEPETO, you can decorate your avatar as much as you want, and when
you look at the avatar you decorate, you will once again confirm your taste
by saying, ‘Oh, | have this kind of taste.” | think | was able to get to know
myself better and to know my self-identity better.

The avatar isn't my face, it's the face | made up, right? | can do things on
ZEPETO that | cant do in reality. So, sometimes | think that ZEPETO is closer
to my real self-identity.

With Instagram and Facebook, | can express who | am through my photos
and videos, but | don't think that is the real me. | think what | really want to
be through Avatar is my self-identity. Because | can express my real self,
avatars are the best way to express my identity.
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