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[Abstract]

This study utilized a mixed-methods approach to analyze the context of avatar experiences among Generation Z metaverse
users, with a focus on attitudes towards appearance. First, a quantitative study was conducted to validate how attitude factors
towards appearance influence metaverse immersion and continued usage intention through avatar identification and avatar
customization variables. To explore aspects that are not captured in quantitative research, qualitative research employing grounded
theory methodology was conducted among Generation Z metaverse users. As a result of this study, four types of behavior related
to Generation Z avatar customization were identified: “Self-identification Type”, ‘“Popular Admire Type”, “Extreme Expression
Type”, and “Personality Differentiation Type”. This study aims to uncover the motivations and trends in avatar customization

among metaverse users, thereby providing valuable insights for the development of Metaverse avatar content services.
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Table 1. Questionnaire design

Factors/ltems Number of Questions Reference
Appearance—related Attitude Appearance Concern 9 Cash[31], Kim[32]
PP Appearance Management Behavior 8 Hwang et al.[33], Jang[34]
svatar ldentification Identification 7 Looy et al.[35]
Emboxied Presense 6 Looy et al.357], Kim[36], Xu[37]
Avatar Customization 10 Yoon[38], Moon[6], Takano et al.[39]
Metaverse Immersion 5 Lee[40], Zhou[23]
Continued Intention to Use Metaverse 3 Boo[8], Lee[41], Kim[42]
Characteristics of Appearance Interest 3 Researcher
Metaverse Platform Usage Status 5 Kim et al.[43]
Demographic Characteristics 5 Park[44]
Total 61
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Table 3. Results of hypothesis 2 analysis

Independent Variable B S.E B t p
(Constant) 617 | .369 1.672 .096
Avatar Customization | .673 | .098 | .450 | 6.861""" | <.001

F=47.076(p<.001), R?=.203, ,4R*=.199, D-W=1.835
"p<.05, "p<.01, “"p<.001
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Table 4. Results of hypothesis 3 analysis

Independent Variable B S.E B t p
(Constant) 1.162 | .349 3.330"" .001
Avatar Customization | .605 | .093 | .432 | 6.520""" | <.001

ZM|CH | EfH 2 ARZRLS| OFHIEF HAE{OIO|E Zed AT

olojx] Askel AAlgel 24 EokE AEehud oA
7N WAk 1 At 9w s Mgk 44
7o) 4BARg MO BAE x Ak AAD 7L H) A
o felabl ekl dgal, A5 Adel R

s} ofube} AA2Erlo] g Aolod] 24 H3E Ao A

— 2_ o \\— 5
=42.516(p<.001), W= 187, caft =182, D-Wet 261 o2k 71(HA-3) Ay, o) P g3 ofile}
Y ' AzHuto] Alolol A 2d G35 doZ Floje= 7Hd
npxjuko g 9% i B =7} ofulel A2 Ento] el o ak (H4-4)L 714 00K 6).
< HA= °l 9lo] oputel FAAI7E 24 E3E 7HAEA A
Z3)7] 918 A4 3 ARA S s 3) A
WA 92 FAAe] 2d g2 AZstust A 39 E AT v 2 AREAle] 9)R 135_ =7} obule} A
B A9t 1 A o)1 BT} 918 EQ Ao AF 2Eufo]Aof ojmdt J3FS n|x|1 QQom, 1 ] u:}g e}
S WGl A% x S FAA A Aom § Uk BAES A4 AR el ol A2 Helasi
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Table 5. Results of hypothesis 4 analysis(4-1, 4-2)
Level Independent Variable B S.E B t o) F R%(aqR?)
(Constant) 3.687 | 0.052 70.533"" | <.001
1 Appearance Concern 0.242 0.056 0.321 4,344 <.001 11.898"" ('1 82)
Appearance Management Behavior 0.033 0.056 0.043 0.588 0.557
(Constant) 3.687 0.052 70.346™ <.001
5 Appearance Concern 0.244 | 0.057 | 0.323 4.292"" <.001 7 898" 115
Appearance Management Behavior 0.035 | 0.059 | 0.047 0.606 0.545 ' (.100)
Identification -0009 | 0.057 | -0.012 -0.154 0.878
(Constant) 3.657 | 0.056 65.091"" | <.001
Appearance Concern 0.245 0.057 0.324 4.283"" <.001
3 Appearance Management Behavior 0.038 0.059 0.05 0.647 0.518 5169 125
Identification -0.005 | 0.058 | -0.006 | -0.083 | 0.934 ' (.101)
Appearance Concern x Identification 0.033 0.06 0.042 0.555 0.579
Appearance Management Behavior x Identification 0.057 0.055 0.079 1.038 0.301
"p<.05, 7p<.01, "p<.001
E 6. 7 4(4-3, 4-4) A5 23}
Table 6. Results of hypothesis 4 analysis(4-3, 4-4)
Level Independent Variable B S.E B t p F R?(aR?)
(Constant) 3.687 0.052 70.533"" <.001 115
1 Appearance Concern 0.242 0.056 0.321 4,344 <.001 11.898" ('105)
Appearance Management Behavior 0.033 0.056 0.043 0.588 0.557 ’
(Constant) 3.687 0.048 76.458"" <.001
5 Appearance Concern 0.246 0.051 0.325 4.774™" <.001 20.390" 251
Appearance Management Behavior -0.048 | 0.053 |-0.064 | —0.908 0.365 : (.238)
Embodied Presence 0.29 0.05 0.384 5.763""" <.001
(Constant) 3.678 | 0.049 74.848"" | <.001
Appearance Concern 0.246 0.051 0.325 4.797° <.001
3 Appearance Management Behavior -0.031 0.054 | —0.041 -0.579 0.563 13 586" 273
Embodied Presence 0.273 | 0.05 | 0.361 | 5.418™ | <.001 ’ (.253)
Appearance Concern x Embodied Presence -0.103 | 0.046 -0.15 -2.221 0.028
Appearance Management Behavior x Embodied Presence | 0.065 0.044 0.098 1.46 0.146
"p<.05, "p<.01, "p<.001
899 http://www.dcs.or.kr
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7.7 A5
Table 7. Hypothesized verification

Hypothesized Verification

Results

H1 Appearance—related attitudes will have a positive(+) effect on metaverse avatar customization. Partial Adoption
H1-1 Appearance concern will have a positive(+) effect on avatar customization. Adoption
H1-2 Appearance management behavior will have a positive(+) effect on avatar customization. Reject

H2 Avatar customization will have a positive(+) effect on metaverse immersion. Adoption

H3 Avatar customization will have a positive(+) effect on the intention to continue using the metaverse. Adoption

H4 | Avatar identification will have a moderating effect between appearance-related attitudes and avatar customization. | Partial Adoption

H4-1 Identification will have a moderating effect between appearance concern and avatar customization. Reject
H4-2 | ldentification will have a moderating effect between appearance management behavior and avatar customization. Reject
H4-3 Embodyed presence will have a moderating effect between appearance concern and avatar customization. Adoption
Ha—a Embodyed presence will have a moderating effect between appearance management behavior and avatar Reiect
customization. J
V. RAHER E 8. o7 oAt 54
Table 8. Study participant characteristics
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‘:H uﬂﬂ-}ﬂ/k /\]_JQ_X].J _g]_Loﬂ ‘;Hzﬂ— EHEoﬂ L[]—E o]_]j]—ﬂ, 74/\ 5 | 27| Female | University Student | Zepeto, Ifland 20 min
Elnfol| A AL A&eta, 159 AR QFARS o]sfst 6 | 25| Male | University Student Zepeto 90 min
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Table 9. Open coding

ZM|CH | EfH 2 ARZRLS| OFHIEF HAE{OIO|E Zed AT

Paradigm Category Concept
Increase in non—contact Introducing friends and acquaintances to start metaverse
Casual cultural participation Increasing number of people using the metaverse like social media
Condition Metaverse—linked content Enterprises to participate in local government-run events
expansion Metaverse Exposed on SNS As Shortform Content Trend Spreads
Beauty—oriented pursuit The vicarious satisfaction of creating an avatar with the beauty of pursuing it
materialization Customizing avatars on platforms where external appearance is important
Contextual The purpose of social Confidence in showing off my style to other users
Condition communication A sense of belonging that meets and communicates with other people in the world
. More fun than reality by saving time, place, and goods
Physical autonomy Satisfied with various items and unlimited customization
. ) Customizing avatars based on pretty standards regardless of appearance
Realizing the desire to — - -
decorate Customizing avatars of different genders to create multiple avatars slots
Try a variety of styles that you haven't tried in real life
Central Creating an avatar reflecting Reflecting who | am in reality
Phenomenon similarity It's similar to me, but it makes up for my shortcomings
Go into the world and show off my avatar to your friends
Avatar—style showoff Take a picture and upload it to the metaverse platform and social media
Decorate my avatar and upload it to my feed or broadcast live
. L | wish | was the only one wearing my style
Being distinguished from - -
others | don't feel good when | see people copying my custom
) An attitude of not wanting to go with the fashion of everyone else
Cl:r(ljvr%m':)gn When | see an avatar that is prettier and cooler than me, | feel intimidated
Social approval Self-satisfaction is important, but what is seen by others is also important
| don't want to be told that it looks weird
| feel rewarded when | hear compliments in the world
) More sophisticatedly customise avatar’s face by paying for a custom pro
Investment in goods — -
Buy prettier items and body shapes by charging cash
Action- ) o Observe my favorite avatars in the world and refer to the style
X Acquire customization — -
Interaction knowledge Save coordination on Instagram and apply it to my avatar
Strategy Watch and follow customization courses on YouTube
) . Repeat customization until | get the results | like
Time investment - - -
Collecting goods while doing quests every day
Fun of interaction The pr.ocess Qf getting to know people is fun :
| can communicate with other users, so | do it for a long time
Conflict with non—-manner It's uncomfortable because there are a lot of weird people, people who are perverted
users | feel like | want to quit because there are so many people begging
Consequence Immersed in .v.irtual world | can satisfy the desire of my appearance that | have not achieved in reality
activities | can do it without getting tired of the items that are constantly updated
If I have more fun decoratin my avatar, | will be neglected in reality
Comparison of reality and the As much as | spent time and money, | feel limited because it's not fun
metaverse When | compare myself to my avatar, | feel a sense of alienation when | am too far apart
I'm very disappointed in that | can't decorate my avatar to look like my face
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Contextual Condition

- Improving social communication
through beauty-oriented pursuit

- Physical autonomy

J8 2. ool 28
Fig. 2. Paradigm Model

Intervening Condition

- Being distinguished from others
- Social approval

F 10. olH}El FHAE{DlO|E ZE HFol HMIt kY
Table 10. Attributes and dimensions of avatar customization experience categories

Causal Condition Central Phenomenon Action-Interaction strategy Consequence
- Increase in non-contact cultural participation - Realizing the desire to decorate >| - Acquire customization kr -r in virtual world activities
and showing off avatar i X
- Metaverse-linked content expansion - Creating an avatar reflecting - Investment in time and goods - Comparison of reality and the metaverse

Category Attribute Dimension
. Improving social communication through beauty—oriented pursuit Attitude Active/Passive
Contextual Condition - - - -
Physical autonomy Attitude Active/Passive
Realizing the desire to decorate and showing off avatar Attitude Active/Passive
Central Phenomenon - - — - - -
Creating an avatar reflecting similarity Existence Existence/Nonexitence
. . Being distinguished from others Intensity Strong/Weak
Inverting Condition - - - -
Social approval Attitude Active/Passive
Action- Acquire customization knowledge Attitude Active/Passive
Interaction Strategy Investment in time and goods Attitude Active/Passive
Immersed in virtual world activities Intensity Strong/Weak
Consequence - - X
Comparison of reality and the metaverse Intensity Strong/Weak
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ZM|CH | EfH 2 ARZRLS| OFHIEF HAE{OIO|E Zed AT

Table 11. Avatar customization type for gen z metaverse users

Self- EepulEn Extreme Personality
Category identification Admi?e TYeE Expression |Differentiation
Type P Type Type
Contextual Improving social communication through beauty—oriented pursuit Active Active Active Passive
Condition Physical autonomy Active Active Active Active
Central Realizing the desire to decorate and showing off avatar Active Active Active Active
Phenomenon Creating an avatar reflecting similarity Existence Existence | Nonexitence | Nonexitence
Inverting Being distinguished from others Strong Strong Weak Strong
Condition Social approval Passive Active Active Passive
Action- Acquire customization knowledge Active Active Active Active
Interaction
Strategy Investment in time and goods Passive Active Active Active
Immersed in virtual world activities Weak Strong Strong Weak
Consequence - -
Comparison of reality and the metaverse Strong Weak Weak Weak
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Fig. 4. Avatar types organized into a radar chart
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