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[Abstract]

Metaverse, a virtual space originally for non-face-to-face activities to replace restricted social activities after the COVID-19
pandemic, has become a space where people can express themselves and show off as on social networking service (SNS) in
addition to social and economic activities. Generations Z and Alpha, the main users of the metaverse, are expressing themselves
in various ways within the platform. Selfie content, one of the ways to express oneself, is very lacking in metaverses other than
social metaverses. Focusing on ZEPETO, a representative social metaverse, this study analyzed the selfie content and presented the
necessity and development direction of the such content based on the results. This study contributes to the development of the
metaverse platform to be released in the future by presenting opinions on the modern metaverse selfie content based on cases and
user experiences.

AQI0] : DiEfHA, MIZHX, XP7|HE, ZMICH, LTMch

Keyword : Metaverse, Selfie-Contents, Self-Expression, Generation Z, Alpha-Generation

http://dx.doi.org/10.9728/dcs.2023.24.8.1763 Received 03 July 2023; Revised 21 July 2023
This is an Open Access article distributed under Accepted 28 July 2023
@ the terms of the Creative Commons Attribution

CL. Non-CommercialLicense(http://creativecommons $These authors contributed equally to this work
.org/licenses/by-nc/3.0/) which permits unrestricted non-commercial
use, distribution, and reproduction in any medium, provided the Corresponding Author; Jong-woo Joo

original work is properly cited.
Tel: D O0OOO0OOOO

E-mail: jw4150@cau.ac.kr

Copyright () 2023 The Digital Contents Society 1763 http://www.dcs.or.kr  pISSN: 1598-2009  elSSN: 2287-738X


https://crossmark.crossref.org/dialog/?doi=10.9728/dcs.2023.24.8.1763&domain=http://journal.dcs.or.kr/&uri_scheme=http:&cm_version=v1.5

C|X " 2El X &5|=&X|(J. DCS) Vol. 24, No. 8, pp. 1763-1771, Aug. 2023

Do
(@)
\S]
(@)
rT‘
ul
5,
e
o
Iz
[>
rr
N
o
1o
ok

ZrolA) Ak glo] &
wEh] 2 EE o] TSI
A FEE e ok, sz 19 A= el A4
= Qs A8 A A2 F1sh e vl S5 sof k= Al
ofo] WAL tiero.s WEZ7k FEEM HTE W)
w9l 2%0] Srrow skl 59, mY S 4
5 vl oz ole] PuelA] ALgE s E2AE o
A HAT. v aE B 2] J)5omt 489
I3 AEIA B, A BE, TEA H5L APeeh BE
71g AAlelek Sie] el ZAke] Al SK el
oYU G T A7 IIEE e s Aglel AESRT
wEh o] vlel ggEe] ek AL teps At 2
LR

slEhil ol Ale] B, HlE2g B89 o] e
T, ojulg Ao e 2g o] gl Wi sl e
A5o] Fus] AQE L A el s F ARSI 24
thst SsbAlEe] ehol st 27 Al ] B Bk AT
= AR okt Az W @2 Al M) AL 7]
=sn BEHE 2 ol FPPAANA S BESE

71538171 Y&l s el A =, £2E st 9T 5

3
= FHl=olnh HAE Aol A& FESAL 7| Eeh=
85 AldiES] WAQl v wE A TPEAIA QA=
Y an QARE 2489 vieh2e] gejagt dy] w9
7o) EAsAL glom W2 wEpH A UollA Ay RES
o]-8& = glrt. wiehH 2 el Alv) Fel=7} ghls] AL
HE APES Soto] Ay ZHl=7} A 7S sk sk
u Ay Fel=r) EAeHA] @of A8 AAE AR N
off §li= wlEh & el Ay] ZRl= =Rlsof & TAS
AP 2] Ze] )] A7} 7P AAZRA] o]0
Al e Aly] REo] vhde wEp 0] o] 854
o] Ho] ARgAFEe A% A Ao R Ael 7] A% AT
7F dgsitt

ojol mhe} & Aol A= FA EA1E vEk 2 el Ao
I9] o] WS Foto] ARgAbEe] AREAF ] Y,
ol thell AAste] &5 SAIE vEh A ZHEel] 3
o] 2k 7} Hi= Aol =4e] .

=9

2

B

Il. 012 HiZ
2-1 Hic

1) Al

A= RS 528k M), A ot AFEE vz
Elojd Alghe] Wl on|shE ti(f)7F FA X1 o2 454
7HAIY] AAE A sHE A Adoln Jo & Generation
e 2 Generare(Fth 2= ool A FEACH 1], A&

http://dx.doi.org/10.9728/dcs.2023.24.8.1763

o] AFA, BA|, = 2k 2 Il A 24k owa]
= 31 Kertzers] 712 Wl 4744 §3 02 25ah 3
A 71570, AFA R A 9135 w4, 24 Aol 7]
Aol A o] $1R1 2 AS elulahiz AL AR EAT GALA
A7)0l G AERD A, WA A 0w w5 A7)
of) ol it Sdu) Agkow BRETH2]. B Aol vlE
B 28] F A1g-52) 249 9K Alpha) ATl S A3l 9)
of Hlzzak Al7]o] Ejolit Sdv) Yrke] fAow Bield
Ay,

2) Z A4

ZAITE 1995EARE 20099t A3 AthE oJm] 3k
o} zAlge] 71 2 542 Digital Native® 20000 %
AR e B3 @ fd AERE YA 3 =
AoigAl A7l T1E ik ozt RS |7 At

= 5¢o] glo] o] An@Eolw 4 Baka oleh3

—

ZAENE BA Alishs theA] A7) Ede] Fekths 57
o] itk oL P L olulx] § A7} Zal2E Fal A4

2 &9 BPS A0 AR EHS FEZeS A

thehals= FheH4].

3) & Ad)

o} Al 20103 58] 20243488 5231tk O} Alel=
o= T7o] AR AL A WA - EC] Fdhs Ao
20085 )M A[ellA] FHx2 ZetE] ] om[5], TR Aol &
2] 2713] 214171 A s A Aloekes A8 28 o] o)
T)=o] Al A FAR] GukE ARE-girhar gk (2] w2
A LupA = ZAI g vHEFe] Q1 el | X|#] FepA| Rk 2.
2H|Z o2 MES FHlE 2E0 Qrhal &, A A A o=
uhd 27 59iRt G eo] R F7skar Qlrkarl skt LAl
ek fd7IRE gbdet dEUl $HolA Ale} Digital
Nativeol] Z3t=™[5], SNSE 4 ntjo & &8st A5
AHG5 &3l folr|FE AlgE 2%shs A Ag=

F2 ua gk

3) & Alg)

N2 EdE FeZzo 2 1o 21 ¢ Zul At ZA )
o} etubAt 2] §Hgo] o] X E WjolE| Bt TS 2t
Atk 7|E olg R SN EA T A o= Y 3
< A HaEy g Mdis} Heolg wiFE tXd 3748 38 o
Aol ¢]&3k A E Yo]El B Althel ZAIE & Hell e
o] uk=x]o] Wt =42} 7|E MZA 2] YL Alt7F v
o7} Eoj7h F& T2 B 4 Qo] o] & tiAsh] $13) W
£ AlxolZ thE 22 57o] Tt

At Al 57

& Apalo] FA3kE 747k B, 11 ) nteh A 9 4

& e FRS YA 2 wolEol Siv} w3
S S PURE



¢ An Ad 8l 3R OE Aldsrt 2ss] wac

& o5l Lol e} vEp 20} ATE ek Akt 11 o A
thEth A3t glo] HAl 7ss skl Wolsol= Al

& 2aRo] AEa} AAE Ha10] 7HA & 07| Ajalo] A
o= 7S F-ol @ Aol gkl ddebAl lekal 1
A @2 Aolli= AR A Sl 2

2-2 4|

A3 (Selfie)ts EFNA mHEolHl Azol = A7) A4S
S8k Self(Rsh) Jo] A48 WAL At —ie B A
7] AR F A& ) -ARle] B Fole A7) Aale] A
olehz o] 5o} Ak, 20134 SALE TSt WAL}
23)5 tlEmahs wolw v(selfie) S ﬁ@s}u&ﬁ AAH
AL3] B3} eAro 2 Ayt 2] A1 ZFITH 6

A= AnfEZO] Hg o7 AR 2@ o Ailo] éE
A9 B diEst Felth 490 As)e) 8 7
1a) SNSell i Zegojut ARlS Sl %E‘r
AZIEE E O R AR HaL 9lem (7], VS Aale] A7
He BESEL A Y ARE FRse] v A}
ollAl zRalell thet 5= omAIE ZARIAZI7] 218l &
cH8].

oﬁ
)
N,
)

oo

oo 2 fo

7

!IN

o

}(\DT—

2=
=4
o

&

2-3727| k&

Jourard®} Lasakow+= 'A}7|:%
= 8015 HEE AR Jon, A7) =EF2 'JAle] AA e}
PES 8] BelaL 2] AR "ol Holsow E]'?_
o] ZAlE & AT sk A9l 2kar Gl SiTHI

MAEL 7HA] e AR A BxE 2d38h7] H?ﬂ Ho
2 A0S m@etaa) =g, ERlolA Aale] ¢ 0}** el
ol =78 Holr] 913 B2 AdE &8s 10].

o] = 1A S HRIS] AT 2P| wE e
3} gato] Qv 53] 7k AE7]E] #AIE P 1Y
s Pdsted AlE
8.3k ARRYe] ®TH11].

Z(self-disclosure)'e]2k

S|

Akt @ Se) BASEI}

2-4 HIEHHA

HE e 29S on|shs WEKMETA), AAIS 298t
= FHUH2(UNIVERSE) 9] 3/dol2 dAS =g 7 Al
AL oughtt, 1992 d ~E]EE2f(Neil Stevenson) 4
A 2% F#133(Snow crash) oA A& wWEhH 2eh= o
£ ARSIl 2003 HEHC] 7HEEA 7)ve] A g
olZ'gl= Aljle] Q1715 dowA P 2gs S0t o
LA A = AT

ul=t 7)E AF9A] ASF(Acceleration  Studies
Foundation)& WEMAE Ao = 47H] F3o= &
Falsled St 7] EAE A HolA sto] A

THIMIAZ Ol1T A7 | & - du| FH X7 M EE HEH A ZHE AT

SAE-S Sk SAAA, AHET Algtell tigk ARl AR
HF ARE AH, FRohs el 24, dAAAE 7
s} Ealele AZdsh= 7P Julsh=s 1A, TA

deolg = 753 7Hd AlAZ i

o gt

Augmentation
External Intimate
Mirror Virtual
Worlds Worlds
Simulation [ASF, 2007]
O 1. ASF, HERA 2ZEY Q4
Fig. 1. ASF, Metaverse roadmap overview
Hlep 2= R FAo wet AlY) 7)eh AE HIES A

718k, g k] 7R o2 77 st ARk |
B2 AlYo] FEAoARE &% T3t e A8 vE
A3 71 82 ElRlFe] Aol FEH ot [12]. dAl =
E52 WRIAYZE, FE9 £, XEYE F AU wEt
H 2ol AW, o] e e 289 wEpH 27} EA) 8]
HEP] 2= 7AIA ot A AER[E0) /\ijl—%{g}u;] ES
Bt 2119 pIEIS ol T A A7 A1

E}lﬂésa} 7&% é}ié% %A;% NE Vh E}Obﬂ l XW
= A

& FdshaAl ohs BEE 2ow Adsta wAse 43
Ge AZHHIS) ABAEE olele P43 Ao

5712 Abg el Aol HAF opilelE &
FElel Folshs Alo] ALgAES] AR

B ATAAE 209 e FRE AME A5 2
E9E el e m=
oM e vREA #
b 2o 4] o 1A o

2 ABED A EAFE BN ol AGAE
o HES Aaqsto] A5 w0 Abg ol f, Fah, olvs) o)
she] 2t} 0 HolElE Nk s 2o} e
229 ool ofu g FE ] LA Tie] ol
42 Bl Az FRxe] A3, Av] 2R} e 2o
ol & FEA] Uok Soltk, B ATNAE olsh $

o
BN
_>;
49
)
0¢
O
3
™
rd
4 Mo
OHH
m&&l 2L 2 |y

http://www.dcs.or.kr



5 AFgol A8 dohun] g2 Adje] A3 FHx
o 543} Bao] vhs) o AL Hx wk

4 975 Fa) sleplol ) ) @ ol
A4 ek ALY e s v ZREst 385

= Shle] 249 Pl ol S e s A9E, 1
FolAE B AolN Qe S A 7% 30,
2023d% 49 7]F 93F &4 ol 8A 1199tg e 3AE
A ER ALY,

V. AR A7

4-1 ZA

1) 4E 24}

ATNE o) $AES g 29 R 0 R AR 2AME
NS e Letel o i Esle] 1029 9] M-S Wk
om x21g 53 100‘3391 AR ARESO] Aol ARg-Sl3
o}, e 22 5 0] 8591 2t AlThE 9132 ez o] 4
9 =) sk UﬂE‘rﬂV gl v 93 2A)
of B 7o) g AFEA7] S15ke] AT,
1. SEHA §A
Table 1. Respondent characteristics
Classification Frequency %(N=100)
Men 8 8%
Sex
Women 92 92%
10’s 70 70%
Age
20's 30 30%
E 2. 42%]
Table 2. Survey list
Question Question
Platform Main use metaverse
Purpose of using the metaverse
Purpose How helpful is it for the purpose of using metaverse
Reasons for using selfie content
Metaverse access frequency
Frequency ;
Frequency of use of metaverse selfie content
The effect of selfie content on metaverse user
satisfaction
Effect

The effect of selfie content on metaverse access
rate

Overall satisfaction with selfie content

Satisfaction - - - - -
Functional satisfaction with selfie content

Satisfied points of selfie content

Wish Dissatisfied points of selfie content

Improvements in selfie content
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Metaverse access frequency
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