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[Abstract]

This study aims to investigate university students’ perceptions of implementing non-face-to-face services in university libraries
using the metaverse. The survey results revealed differences among students regarding their perceptions of university libraries and
their primary purposes. Moreover, the findings indicate variations in their perceptions of the metaverse and familiarity with it
across academic years. The findings also suggest that university libraries need to provide non-face-to-face reading programs
integrated with the library's collection. Additionally, a demand for services aimed at educational and cultural programs, varied
non-face-to-face services combining community functions and participatory elements, and the need for basic devices to access the
metaverse were noted. It is anticipated that when university libraries aim to provide services utilizing the metaverse, this study’s

findings can be used as foundational data for developing services reflecting the users' needs.
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Table 1. Types of metaverse platforms

Type Definition Platforms

Roblox, Fortnite,
Minecraft,
Second Life,
ACNH(Animal
Crossing New
Horizons)

A metaverse platform born on
the foundation of mobile, PC,
and console games [13]
[14].

Game
Metaverse

A metaverse platform that
originated as mobile apps in
the form of social media,
offering not only the functions
of traditional social networking
services (SNS) but also
communication, gatherings,
shopping, and gaming
capabilities [13].

A form of metaverse platform
primarily provided to users for
remote collaboration and work
across various industry sectors
through remote
communication [15]

Communicative
Metaverse

Zepeto, Ifland,
Weverse, etc.

Gather Town,
Horizon, etc.

Specialized
Metaverse
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Table 2. Survey respondent background information
1st 2nd 3rd 4th

Stz Grade | Grade | Grade | Grade Dihers Vil
N(%) 58 39 55 57 5 214
i (27.1)] (18.2)] (25.7)| (26.6)] (2.4)] (100)
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3. MEX 74
Table 3. Survey composition

Measurement Areas

Sub-areas

Awareness | Recognition of Metaverse
Utilization of Metaverse
Frequency of Metaverse Use
: Usage Purpose of Metaverse Use
Perception of Fields of Met 0
Metaverse ields of Metaverse Use
Usage Level by Platform
o | Level of Interest
veral - -
Perception Perg@ved Necesgty
Positive Perception Level
Level of Interest
Overa!l Perceived Necessity
Perception
Willingness to Use
Provision of Metaverse—Related
b ved Information
erceive -
Need for Information on Metaverse Apps or
Perception of | Offering | Frograms
Introducing | Metaverse-R | Methods of Using Metaverse
Metaverse at elated Device Rental
University Services - - X
Library Librarian Services
Physical Space
Educational Programs
Need.for Reading Programs
Offering Themed Courses and Events
Programs by
Type Hobby and Cultural Courses

Art Programs
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Table 4. Awareness and usage of metaverse
Classification | Category | Subcategory Total Perc((i/zl)tage
Awareness of Yes - 206 96.3
Metaverse No _ 8 37
Everyday 10 4.7
More than 4 11 51
times a week
2-3 times a o5 117
week
Usage of Yes Once a week 19 8.8
Metaverse Once a month 30 14.0
Once in 3 23 10.7
months
Rarely use 62 29.0
No - 34 15.9

[ER 2 o8 A gle] lrhal tieet SHAlel ghete] o
& WS AR 9] o] 884 ¥ o] 6218(29.0%)
ogxﬂ% kL. gk ol 19e] 3078(14.0%), ‘32l 1%’
o] 23%(10.7%), ‘AF-ell 2~3W'e] 25%(11.7%), ‘UF4L
off 1’ 01 199(8.8%), *AF-Uell 49 o) o] 119(5.1%),
D= S ol & 10%(4.7%) o= YT ©o)F

S o, tiEe] e HE S A5 o8t
Ao A,

tistdse] HEpHAE o 8ell ok A et
14378(50.9%) 0.2 71 WL & 2oH24.9%), &8 &
°H21.1%), AHERIME o l:(6 8%), 719 EoK3.6%) =
o2 o]-g5kaL QIATHIE 5 L

MH@
o

i

§
rlr 30

v



¥ 5. Ao w2 MEMHA 0|8 2ot
Table 5. Metaverse usage domains according to grade
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Table 6. The purpose of using the metaverse by grade

levels level
1st 2nd 3rd 4th Grade Total 1st 2nd 3rd | 4th Grade Total
Category Grade Grade Grade | or higher Category Grade | Grade | Grade | or higher
N(%) N(%) N(%) N(%) N(%) N(%) | N(%) | N(%) N(%) N(%)
45 28 33 37 143 Because it is 26 18 20 18 82
Game (53.6)| (54.9)| (46.5) (49.3) | (50.9) interesting (50.0) | (51.4)| (42.6) (39.1)| (45.6)
Because it is used
. 20 12 19 19 70 : 6 7 11 7 31
Education 238)| (23.5]| (26.8) (25.3)| (24.9) In school classes | (11 5) | (20.0) | (23.4) (15.2)| (17.2)
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) 11 6 12 9 38 To ticipate i
Public participate in
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Entertai i 6 4 4 5 19 programs
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: : . ; ; Because it is 3 2 2 6 13
Other 0 0 0 1 1 trendy (5.8) (5.7) (4.3) (13) (7.2)
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Table 7. The extent of usage on each platform

Category N(%) Platform N(%)

Minecraft 120(28.9)
Animal erssmgi 88(21.2)

Game 267(64.3) New Horizons
Metaverse ' Roblox 50(12.0)
Fortnite 9(2.2)
Second Life 0(0.0)
o Zepeto 67(16.1)
Co&‘m“”'cat"’e 91(21.9) Ifland 12(2.9)

etaverse

Weverse 12(2.9)
iali her T 49(11.8
Specialized 50(12.5) Gat er own ( )
Metaverse Horizon 3(0.7)
Other 5(1.2) Other 5(1.2)
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Table 8. Reasons for not exploring the metaverse EPH A ) 2 Mo 3k XA 5 ZdbA o] BAIA T} o
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Category Grade | Grade | Grade | or higher L Lo
N(%) | N(%) | N(%) | N(%) | N(%) & BT} A et
In areas where there 1 2 6 7 16 st E2 WEpH 27 AFSl Q] of ] Fofo]| o] &-5]+= A
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Due to the absence 4 1 1 4 10 [
of a device (66.7) | (25.0)| (12.5) (25.0) | (29.4) FRAGA H 7<4E(M 3.393)% 34 Q14 A=e B3|
Not knowing how to 1 1 1 3 6 Hla sholt) oS Hoks o, thehE2: veh A7) of 2
use it (16.7)| (25.0)| (12.5)|  (18.8)| (17.6) BopolA] o] &5 zioﬂ gs) ZAH 02 Az QoL
difficulty with the 0 0 0 1 1 -
metaverse itself (0.00)| (0.0)| (0.0) (6.3)| (2.9 AP A AR AL ofgtar A7l AoR B 4
Other reasons 0 0 0 1 1 A
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(M=3.243)°] thal 2 oL Qrfar 93k v Adkzo g Table 10. Overall perception of introducing the metaverse
U UeRdt) v gEl AS AnjEE 30 AZEE AL in university libraries by grade
3te] ol gdths 21 ol glrhs S9e) HWFM=4.224)2 Catogory | oSt | 2nd | ra |4noradel o gp
Grade | Grade | Grade | or higher
HlALH e, ol RAkE |, dEs £, wiEm]s < Level of | 3 534| 3.538| 3.400| 3.435| 3.472| 1.152
5 =g, vehs A4 5 ol gl g sk awsol inerest | *°%) 25%] 2 il Wi W
g g b= AL oF 4= 9lrh Ezrccees'élet(yj 3.397| 3.462| 3.364|  3.419| 3.407| 0.956
-Gl—Ltﬂ o~ Al o] o)Al 5 ZJolE Ak T
AR vE 2 AARL 1Atk Aol Ay W'{"”S”GSS 3.672| 3.744| 3.436| 3.597| 3.603| 1.020
ek 2 9 2 2 il gk X4 =N fola 2} 2=
H 9. sfAY MERHA HX| &l olAl
Table 9. Perceptions of the metaverse across grade levels
4th Grade
Category 1st Grade | 2nd Grade | 3rd Grade or higher M SD F(p)
Interest in the Metaverse 3.500 3.282 3.291 3.048 3.276 1.205 (01..1167&;;
Knowledge of Metaverse 0.884
Features 3.328 3.436 3.364 3.113 3.294 1.185 (0.450)
Level of Understanding of Metaverse 3703"
Interest Apps and Programs 2.879 3.179 2.982 2.516 2.855 1.129 (0.012)
Knowledge of Accessing and 2.083
Utilizing the Metaverse 3.241 3.538 3.327 2.984 3.243 1.293 (0.103)
Understanding the Use of 2.261
Devices in the Metaverse 4.190 4.538 4.273 4.016 4.224 1.010 (0.082)
Perceived Necessity 3.414 3.564 3.200 3.435 3.393 1.047 (01 -3%67())
Positive Perception Level 4.069 3.949 3.818 3.790 3.902 0.915 (01 -307‘22)
“p < 0.05
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Provision of Courses
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Methods of 1 0 1 1 3 1.400
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i *p<0.
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