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[Abstract]

Metaverse is breaking down the boundaries between the real world and the virtual world, and companies are rushing into the
metaverse platform competition. Type analysis of metaverse utilizes classification according to function the most, but there is a
limit to classifying it due to the emergence of various types of platforms. In this study, a framework for classifying metaverse
platforms according to the purpose of use and experiential methods was presented, and the platforms were classified. In addition,
each type of characteristic keyword was presented and the frequency of use of each type was investigated. It was found that
immersion was the most used in game-type platforms and highly immersive in industrial platforms. It is meaningful as a case in
which the classification criteria, characteristics, and related terms of the platform are conveyed in the metaverse industry, and is

expected to be used as a useful data in metaverse-related research conducted from various perspectives.
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Table 1. Previous research on metaverse type

classification
Title Author | Research Contents
A Study on There are two categories of virtual
Typology of Virtual | Hye world, the Ludic Virtual World which
World Won, is oriented from games like
and its Han MMORPGs and the Social Virtual
Development in (2008) | World which is oriented from
Metaverse network communication system.
The Study on Jon
Korean model of H u?] There are two categories of virtual
virtual world through yun, society, the Online Game and the
) , | Wi )
Second Life users Second Life.
. (2009)

analysis
Concept and Sun There are three categories of
development Young, )

o Metaverse, the Game, the Social
direction of the Ko and the Living-Industr
Metaverse (2021) 9 Y-
A study on
Classification and Ha
Characteristics of There are two categories of

Eun, S
Metaverse Metaverse, the realistic metaverse
Lee -

Platforms (2021) and hyper—realistic metaverse.

According to
Experience Types
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Fig. 1. Type of Metaverse
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Table 2. Metaverse Platform

Platform Company Country | Year |Users

Decentraland Decentraland | US 2020 | 500

Earth 2 Earth 2 Australia | 2020 | -

Fortnite Epic Games us 2018 | 350 million

Gather Gather us 2020 | -

Presence,Inc.

Horizon World Meta us 2021 | 300,000

ifland SK telecom Korea 2021 | 8,700,000

Minecraft Mojang Studio | Sweden | 2011 | 150 million

NVIDIA Omniverse | NVIDIA us 2021 | -

oVice oVice, Inc. Korea 2020 | 45,000

Roblox ggf’égxraﬂon us 2006 | 164 million

Starline Google us 2021 |-

The Sandbox Pixowl INC. us 2012 | 2,000,000

Zepeto Naver Z Korea 2018 | 300 million
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Table 4. Metaverse Classification

Concept Characteristic

It comes from military flight simulators. Now
Simulation they are being applied to medicine,
entertainment, education, training and sound.

The issue is how we interact with the object can

Interaction

as we go about our work.

The world is largely a human construct. Our
Artificiality environment is thoroughly geared, paved, and

wired—not quite solid and real

Virtual reality means sensory immersion in a
virtual environment. The HMD cuts off visual
Immersion visual and audio sensations from the
surrounding world and replaces them with
computer—generated sensations.

Telepresence brings real-time human
effectiveness to a real-world Ication without

Telepresence there being a human in the flesh at that

location.

It uses cameras and monitors to project a
Full-Body , ) .
Immersion user’'s body. the mtelractlon of qomputer and

human takes place without covering the body.
Networked They can share imaginary things and events

Communication | without using word or real-world references.
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Criteria Type Characteristic Keyword
communication, contents, game,
Game game making,item trading, NFT,
video game
Purpose ' 9
business, digital twin, education,
finance, manufacture, medical,
Industry ; . ) -
office, simulation, training,
telecommuting
Immersion 2D, hologram, real world, screen
Experience
Method ) ) 3D, 3D video chat, HMD, Oculus,
High—-Immersion | . . :
virtual reality, virtual world
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Table 5. Case Analysis Frame

No. | Platform Company (Year) Image

Game Living Industry
Usage Purpose

Immersion High—Immersion

Experience Method

Characteristic
Keyword
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Table 6. Platform Decentraland Analysis
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Table 9. Platform Gather Analysis

No. | Platform Company (Year) Image

No. | Platform Company (Year) Image

Gather Presence,

1 Decentraland | Decentraland (2020) 4 | Gather Inc. (2020) 3% Gather

Game Living Industry Game Living Industry
Usage Purpose Usage Purpose

([ J [ ]

Immersion High-Immersion Immersion High-Immersion
Experience Method Experience Method °

([

Characteristic

Keyword Game, NFT, Item trading

Characteristic

Keyword 2D, Business, Telecommuting
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Table 7. Platform Earth 2 Analysis
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Table 10. Platform Horizon World Analysis

No. | Platform Company (Year) Image No. | Platform Company (Year) Image
~——

2 |Earth2 Earth 2 (2020) =2 EARTH2 5 VH\/%rrlﬁjon Meta (2021)

Game Living Industry Game Living Industry
Usage Purpose Usage Purpose

[ ] [ ] [ ] [ ]
i Immersion High—Immersion Immersion High—-Immersion

Experience Method Experience Method

([ J [ ]
Characteristic Characteristic Virtual Reality, HMD, Oculus, Business,

Digital Twin, NFT

Keyword

Keyword Education, Video Chat

E 8 ZUE mELO|E 24

Table 8. Platform Fortnite Analysis

No. | Platform Company (Year)

3 Fortnite Epic Games (2018)

Game Living Industry
Usage Purpose

([ J [ ]

Immersion High—Immersion

Experience Method
([ J

Characteristic

Game, Communication
Keyword
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Table 11. Platform ifland Analysis
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Table 13. Platform NVIDIA Omniverse Analysis

No. | Platform

Company (Year)

Image

No. | Platform

Company (Year)

Image

6 ifland

SK telecom (2021)

NVIDIA
Omniverse

NVIDIA (2021)

Game Living Industry
Usage Purpose
[ ]
Immersion High—Immersion
Experience Method
([ J

Game Living Industry
Usage Purpose
[ J
Immersion High—Immersion

Experience Method

Characteristic
Keyword

Social Communication, Contents, training
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Table 12. Platform Minecraft Analysis

No. | Platform

Company (Year)

Image

Characteristic
Keyword

Digital Twin, Simulation, Manufacture
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Table 14. Platform oVice Analysis

No. | Platform

Company (Year)

7 | Minecraft Mojang Studio (2011) oy RS 9 |ovice oVice, Inc. (2020)
f,Hi!i.EEEEF‘
Game Living Industry Game Living Industry
Usage Purpose Usage Purpose
([ J [ J
Immersion High—-Immersion Immersion High—Immersion
Experience Method Experience Method
o [ )
Characteristic ’ ) Characteristic ) .
Keyword Game Making, Video Game Keyword Office, Business
7) Minecraft 9) oVice
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Table 15. Platform Roblox Analysis
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Table 17. Platform The Sandbox Analysis

No. | Platform Company (Year) Image No. | Platform Company (Year) Image
10 | Roblox Roblox Corporation 12 | The Sandbox | Pixowl INC. (2012)

(2006)

Game Living Industry Game Living Industry
Usage Purpose Usage Purpose

Y [ J

Immersion High—Immersion Immersion High-Immersion
Experience Method Experience Method

° [ ]

Characteristic

e Game, Game Making, Item Trading

E 16. EAE 2ER2Rl 24
Table 16. Platform Starline Analysis

No. | Platform Company (Year) Image

Characteristic
Keyword

Game, Game Making
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Table 18. Platform Zepeto Analysis

No. | Platform

Company (Year)

Image

11 | Starline Google (2021) 13 | Zepeto Naver Z (2018)
Game Living Industry Game Living Industry
Usage Purpose Usage Purpose
[ ] [ ] [ ] [ ]
Immersion High—Immersion Immersion High—Immersion
Experience Method Experience Method
([ J [ ]

Characteristic

Keyword 3D Video Chat, Hologram

Characteristic
Keyword

Game, Social Communication, Contents

11) Starline
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Table 19. Classification of platforms according to purpose
of use and experience method

Usage Experience
Purpose Method Flaient)

Immersion Decentraland, Fortnite, Minecraft,

Roblox, The Sandbox, Zepeto

Game

High- Horizon World

Immersion

Immersion Fortnite, ifland, Starline, Zepeto
Living fyh—

High . Horizon World

Immersion

Immersion Earth 2, Gather, oVice, Starline
Industry High— ) )

) Horizon World, NVIDIA Omniverse
Immersion
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Table 20. Features and frequency of each platform type
according to the purpose of use and experience

method
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