CIAH 2 = o3| =2 X|

Journal of Digital Contents Society
Vol. 25, No. 6, pp. 1431-1442, Jun. 2024

e
"

i

# JDCS

Km Check for updates

S| . — Ea Ix
=ctQl 28 A =l BRI E9| 7|S0| B2hE HEHHA SHE 24
WA @ g
'Zslhstm Uutc skl o Efg{AStnE MALDEY
‘4l atn AT EQJof SRt et H RIS} SHAIRHE
‘st et of sCixfeloi st o X2 ZE 23t} W

Metaverse Platform Specialized in Discussion and Debate

Functions in Online Communication Systems
Min-Su Kim' - Jae-Hyun Byun’ - Tack Woo®

"Master's Course, Department of Metaverse, Graduate School, Kyung Hee University, Yongin 17104, Korea
’Bachelor's Course, Department of Computer Engineering, College of Software Convergence, Kyung Hee
University, Yongin 17104, Korea

®Professor, Department of Digital Contents, College of Arts & Design, Kyung Hee University, Yongin 17104, Korea

wl
=

5ol Sakel viehel 2 ZRES /)9
(R 7)4e) W TR 2l =)

= = il
flel Bt o] 7]5 o] S8k vE
SRl I E

AL S 24, ©) B
FH) Eg& Fa4 Sk,
ERDERSEL

A

bS]

ksl A}

=
Al

BN
2 o

= f g

[Abstract]

Users of existing non-face-to-face video conferencing platforms continue to experience ongoing discomfort. Furthermore, with
advancements in technology, the importance of enhancing human logical thinking skills is increasing. Therefore, this research
aimed to design a metaverse platform specialized in debate and discussion functions, as part of an online communication system,
to enhance logical thinking skills. To achieve this, we investigated users’ discomfort in non-face-to-face video conferencing
platforms and transformed it into features within the metaverse platform to provide a smooth user experience, thus helping users
enhance their humanities and logical thinking skills. Utilizing various methodologies, the study intended to design content within
the metaverse platform that enables users to maintain continuous immersion and concentration.
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Explore and understand issues from regular non-
face-to-face video conferencing platform users.

Define the reasons why users feel these
issues in video conferencing platforms.

Ideate contents ideas to overcome these
issues.

Create a prototype based on MVP
functionalities suggested by previous steps.

User test and collect detail feedback.

O3 1. CIXRRIA At HZE 7|8 o478 by
Fig. 1. Research process based on design thinking
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"The survey was written in Korean for survey group
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Fig. 3. The current affiliation of survey participants
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Fig. 4. The figure for preferring ratio of discussion and
debate in survey participants
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Fig. 5. The participants’ experience using metaverse
(Multiple responses)
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Fig. 6. The purpose of using metaverse(Multiple
responses)
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Table 1. Descriptive response to questions about
experiences using the metaverse

— It allows for efficient work without the need for
face—-to—face meetings, reducing time.

—The implementation allows for more freedom of
movement and intuitive manipulation compared
to video conferencing platforms.

— It feels like communicating in person.

— Being able to customize characters was great,
and the interaction with objects was impressive.

Preferred

—Inconvenience due to internet issues and varying
levels of user proficiency.

— Hardware limitations restricting freedom of
activities within the metaverse.

—Many restrictions, such as advanced settings

— Reluctance to turn on the camera leads to
decreased participation and focus.

Not preferred
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“The survey was written in Korean for survey group

a8 7. 20|29 Holz HEMA 7|[5(E5SH)

Fig. 7' Interesting functions in metaverse platform (Multiple
responses)
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Table 2. The most enjoyable aspect of users’ experience
using the metaverse

Category Description

— Each individual can have their own
personality.

—It's fascinating and surprising to know that
my avatar exists in a specific space,
sparking curiosity for exploration.

— It seems convenient and enjoyable to have
easy conversations with others and share
materials in the space |'ve created.

- In face—to—face interactions, there is
discomfort in directly seeing images or
videos, which is considered an advantage.

— Because anonymous communication is
preferred.

—The main purpose of using the metaverse
is interaction and communication, and it's
important because it showcases executing
ideas.

— It seems like using the metaverse could
resolve the discomfort of communicating
solely through text.

—The advantage lies in being able to
implement activities that are difficult to do
in reality through the metaverse platform.

— Overcoming the limitations of physical
space is an advantage.

Avatar, Personality

Communication

Function

D, AES W uﬂaﬁﬂ
S Wt Zlthze] WEE S
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Fig. 8. Discomfort in non-face-to-face video conferencing
meeting platform (Multiple responses)
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Table 3. The information of in-depth interviewees

Name(sex, age) | Information Features

Lots of experience
teaching English in
metaverse platform

) Lee

(Female, 50’s) Professor

Kan N TA(Teaching
(Female, 20’s) University Student Assistant) experience

Not familiar with using

Kim
@) metaverse

(Female, 20's) University Student
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Table 4. Summary of in-depth interview-Lee(1)

— Metaverse platform can help students maintain their
immersion and concentration

— Students often faced usability issues due to the constant
need to learn new things according to each metaverse
platform's interface or features.

— For one—way lectures, Video conferencing platform is

(1)| effective, but when it comes to education involving
situation—based content such as tasks and missions,
metaverse platform is the optimal educational platform.

—The suggested platform seems to be relatively effective in
reducing students' anxiety compared to face—to—face
environments. Utilizing it and metaverse features, you
should consider ways to futher lower anxiety levels.

2elel &5 A 2 B2 22| 7[50| SaHE HEw A S E HA

E 5. 415 QIEF L& 29°fKan(2)
Table 5. Summary of in-depth interview-Kan(2)

—The greatest advantage of the metaverse is the ability to
freely display visual materials such as videos, audio, and
photos without limitations imposed by the environment.

—As aTA, the best part was being able to easily communicate
with students in the metaverse environment without the need

(2)| for physical movement.

—The strengthening of a centralized control system for
moderators may not address fundamental issues such as
usage methods, technical issues, etc., but it seems
promising for addressing procedural aspects of discussion,
debate, and class facilitation.

E 6. &/5 2IEF L& 2°28Kim(3)
Table 6. Summary of in-depth interview-Kim(3)

— | have experienced inconvenience during online lectures and
meetings due to issues with screen sharing and microphone
overlap.

— | haven't used metaverse platforms frequently because of
the feeling of burden and the need to become familiar with
and learn a new platform, which discouraged me from
actively utilizing it.

— The biggest difference between discussion and debate in

(8)] non-face—to—face video conferencing platforms and
metaverse environments is that in the metaverse, there is no
need to expose my face, and interactions with others are
done through avatars.

—Due to feeling burdened and tense, | often struggle to
express myself verbally, but the prospect of engaging in
discussions and debates online offers significant
advantages. Therefore, | am interested in participating in
discussion and debate within a metaverse environment.
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Fig. 10. The process of creating metaverse platform
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“The proposal was written in Korean
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Fig. 11. The relationship map of participants within the
metaverse platform
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E 7. HEMHA EAHE W AEIR G 3 TS
Table 7. The role and functions of moderator in metaverse
platform

Name of function Purpose

To avoid unexpected noise from

Microphone on/off participants

To check the current list and find out

Participants list participants who cause the noise

To create a vote and topic and collect

Make announcement e o
opinions from participants

To prevent timeouts and session delays,

Give a time to declare )
allocate time to speaker

To maintain participants’ focus and
motivation about session

Give a mission to
participants

Give a point when
participants answer
questions

Based on gamification method,
moderator can give a point to participants
as an extra point for class, session, etc...
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Fig. 12. The relationship map of participants within the
metaverse platform
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“The platform content's language was written in Korean
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Fig. 13. Send a message to other users (example)
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O3 14. ClO[HE HAIXE 282 o ZE(0Al)
Fig. 14. After receiving message (example)
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a8 15. Hldl AAOIE
Fig. 15. VIVEN website
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a8 16. E2l2t E22 st FH AH(ABRL 7|5 & k-

Fig. 16. Announce the topic for discussion and debate
(One of the functions of moderator)

O]'O:] EEy} E‘/l T3k 4= 9l ==t
AE7sE Etﬂi, \_a:_]_‘ ?}73% Z’:*é@—? ATt 19 16

S el Aol ) B o FAE B3 F Sk
AEARE el A 7t Wikl mjola 2%
ofsle] e} Eol 4o Q8e BAL 24T 5 ok,
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Fig. 17. Forced input of microphone settings (One of the
functions of moderator)
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Fig. 18. Time allocation for speakers (One of the functions
of the moderator)
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O3 19. g St ALSA s Bl Vs
Fig. 19. User behavior tracking via webcam
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