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[Abstract]

This study analyzed media articles using semantic network analysis in order to examine the changes in the social discourse
concerning the metaverse and virtual humans in the entertainment field. To this end, two studies were conducted, and the temporal
scope was set from 2020 to 2022, when earnest discussions on the metaverse and virtual humans began to emerge. R, which is
an open software, was used for the analysis. The study results showed that, in the entertainment field, the metaverse gradually
expanded to have a greater influence beyond games, and a social discourse on the gradual use of virtual humans formed as
various metaverse platforms proliferated. In addition, it was confirmed that the discourse on collaborations with various IP and the

conjunction with NFT is growing stronger for both the metaverse and virtual humans in the entertainment field.
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Table 1. Number of Article Data (Entertainment)

year 2020 2021 2022 Total

number of articles | 22,486

21,138 12,682 56,306
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Table 3. Frequency Analysis of Article Data(Entertainment)
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Table 4. Centrality Result of Article Data (2020-2022)
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Fig. 2. Word Cloud Result of Article Data(Entertainment)
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Table 5. Centrality Result of Article Data (2020)
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Table 6. Centrality Result of Article Data (2021)
Keyword degree Keyword closeness Keyword degree Keyword closeness
BTS 52.000 BTS 0.029 Game 56.000 Game 0.031
Music 38.000 Music 0.024 Platform 44.000 Platform 0.026
USA 34.000 USA 0.023 Digital 36.000 Digital 0.024
HYBE 26.000 HYBE 0.021 Investment 24.000 Investment 0.021
Digital 26.000 Digital 0.021 Metaverse 22.000 Metaverse 0.020
Keyword eigenvector Keyword betweenness Keyword eigenvector Keyword betweenness
Music 0.333 BTS 434.381 Game 0.413 Game 475.133
BTS 0.323 USA 100.155 Platform 0.390 Platform 157.133
USA 0.316 Music 93.655 Digital 0.357 Metaverse 78.200
HYBE 0.274 HYBE 60.228 Investment 0.284 Digital 65.967
Digital 0.266 Digital 39.039 Metaverse 0.246 Investment 17.500
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Fig. 5. Semantic network structure related to entertainment

(2021)
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Table 7. Centrality Result of Article Data (2022)

Keyword degree Keyword closeness
Game 48.000 Game 0.031
Metaverse 46.000 Metaverse 0.030
Platform 46.000 Platform 0.030
Digital 40.000 Digital 0.028
Investment 26.000 Investment 0.023
Keyword eigenvector Keyword betweenness
Game 0.349 Metaverse 220.467
Platform 0.346 Game 168.586
Metaverse 0.331 Platform 114.586
Digital 0.329 Digital 58.252
USA 0.268 Virtual 19.295
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Fig. 6. Semantic network structure related to entertainment
(2022)
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F 8. MEMHALL JhARIZE 2 BIZEA o}
Table 8. Frequency Analysis of Article Data

Entertainment & Meataverse Entertainment & Virtual Human
word freq. word freq.
Metaverse 19210 Metaverse 9092
Game 7608 Avatar 3213
Platform 6819 Game 2886
Investment 5832 Platform 2865
Digital 4530 Virtual 2730
Blockchain 3993 SM 2688
IP 3624 Digital 2440
Virtual 3078 Virtual Human 2322
Al 2372 Al 2174
SM 2256 AR 2067
VR 2218 Aespa 1814
Reality 2121 NFT 1809
USA 2017 Investment 1739
Naver 2008 VR 1650
Avatar 1801 Zepeto 1598

20201 5-E 20229714 AEHRJIME ofllA] ‘HERH
29} TPIRIZY 9] o)gr W HES wetsly] fld) 7= B
A8 Bl Z4zke] AF9) 1590714 WlES=ek A 50917}
2 A= FH9-=E (3 819 [ 7]l AAESITh

=] Al YeRd AEEHQIUE FofolA] ‘wlepH " 2
d 719 = BAA, WER 2, CARY, CFRE, W=, R
2P, YAE’, B=AQ, ‘TP, TR, ‘Al o] A9 109
ol Yepgth TRIZY # 7] A HE
20 tohaleY, A, CEAE, TP, SM, YA, ‘HEY
FR, RAFAE, AR Fol 9] 109] o|ulE AHA AT

A= e Ay AEEQAHE Rofoll A ‘wlepH 2z
e opbE, AR, ‘WEFEF, AFE Fol A9
509] oly& ekt ‘XR, ‘NFT, ‘B2~ ‘o]xg=’
5ol A9l 100912 YERst 7PIRITY e Aol =
‘AR’, ‘NFT’, ‘VR, ‘AHE", ‘AAHF, ‘BZH, XR, ‘©]
ZPET Fo] 9] 509 ool TAElaL, ‘mEF, ]l
ZFAA, U o] 9] 1009 el vreRstt

S
[
o,

HEES 0 g

‘* Visualization image using R program
O8 7. HEMHALL JHARIZE B fE Z2lRE
Fig. 7. Word Cloud Result of Article Data
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Table 9. Centrality Result of Article Data (Metaverse)

Keyword degree Keyword closeness
Metaverse 58.000 Metaverse 0.034
Platform 34.000 Platform 0.024
Game 20.000 Game 0.021
Investment 16.000 Digital 0.021
Virtual 14.000 Investment 0.020
Keyword eigenvector Keyword betweenness
Metaverse 0.446 Metaverse 626.533
Platform 0.383 Platform 86.533
Digital 0.324 Digital 11.533
Game 0.311 Game 6.200
Investment 0.265 Investment 2.400
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Fig. 8. Semantic network structure related to metaverse
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Table 10. Centrality Result of Article Data (Virtual Human)

Keyword degree Keyword closeness
Avatar 64.000 Avatar 0.028
Metaverse 56.000 Metaverse 0.025
Platform 40.000 Platform 0.021
Virtual 40.000 Virtual 0.021
Digital 38.000 Digital 0.020
Keyword eigenvector Keyword betweenness
Avatar 0.344 Avatar 513.163
Metaverse 0.337 Metaverse 258.496
Virtual 0.302 Virtual 52.329
Platform 0.301 Platform 47.529
Digital 0.297 Digital 33.996
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Fig. 9. Semantic network structure related to virtual human
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