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[Abstract]

The metaverse is a fluid, multidimensional environment in which users transcend physical boundaries to experience diverse
selves and challenges. Within this dynamic space, individuals construct multiple identities that reflect heterogeneity and ongoing
transformation. However, previous research has focused primarily on Foucault’s spatial principles of heterotopia, overlooking the
avatar’s function as an idealized body. Building on Michel Foucault’s concept of Heterotopia, this study analyzes avatar-centered
user types. Using 3,472 Reddit posts, K-means clustering identified three types: observational, hybrid, and
transformative-expressive. A significant difference in social interaction—related keywords emerged between the hybrid and
transformative-expressive groups. These findings suggest that the metaverse operates as a heterotopia by integrating avatar-based
self-expression with idealized social interactions, indicating that both embodiment and sociality are essential for realizing an ideal

virtual space.
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Table 1. Comparison of spatial construction principles
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Specificity of
function

Temporal slices /
heterochronies

Transitory
heterotopias

System of opening
and closing /
restricted access

System of opening

and closing Accessibility

Heterotopias of
compensation

Heterotopias of

: Space of illusion
compensation
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research or
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Table 4. Silhoyette coeffcient by number of clusters

K (Number of Clusters) Average Silhouette Coefficient
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Table 6. Categories and interpretations of labels constituting
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.001). ¢o]&= K-means 7|9t Ze]E{Ho] WEpH ALEA} metaverse.
) Relatively Many mentions of immersive
Immersion .
E 5. wE go0|y 43 23} low experiences.
Table 5. Significance testing results by variable Almost the
- . same level Strong desire for escape from
Variable F-value p-value S|gnL|:;|\§:;nce Escapism as reality was revealed.
- —— Immersion
Self-expression 35.82 < .001 Significant
Immersion 4215 < .001 Significant ) ) Many mstanoes of bounqary
Transgression Slightly low crossing and transgressive
Escapism 29.76 < .001 Significant behaviors.
Utopian space 51.47 < .00t Significant , Relatively Few mentions of the utopian
Utopian space -
Neutral 63.22 < .001 Significant low nature of the space itself.
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Table 7. Key term trends for heterotopia labels
Label

Key Term Trends

Keywords focused on
self-expression and creation such
as Avatar, Create, Personality,
Design, Showcase

Self-expression

Keywords related to sensory
immersion and presence such as

Immersion Virtual, Headset, Space, Feel,
Movement
Keywords indicating a tendency to
Escapism escape from reality such as Leave,

Reality, Different, Outside, Stress

Keywords related to transgressive
acts or boundary crossing such as
Roleplay, Rules, Identity, Freedom

Transgression

Keywords representing spatial
ideality and sociality such as
Community, Connection, Creative,
Build, Collaboration

Utopian space
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Table 8. Research results: Clustering classification
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Summary of

Cluster Characteristics

Type Name

Recognition of

Avatar/Utopia
Realization

Distribution Ratio

Representative
Keywords

0 Observer Type

Low emotional
response, nNo utopian
imagination

Avatar: Yes, Utopia
realization through
social interaction: No

1,328 cases (35.4%)

avatar, avatars,
experience, I'm, game,
play, VRcha

1 Hybrid Type

Strong self—-expression,
immersion, departure,
and utopian thinking

Avatar: Yes, Utopia
realization through
social interaction: Yes

952 cases (26.6%)

game, like, just, really,
people, metaverse,
social

Escapist Expression
Type

Strong tendency for
escapism and
self-expression but low
structural consistency

Avatar: Yes, Utopia
realization through
social interaction: No

1,192 cases (38%)

avatar, experience, I'm,
feel, different, escape
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Table 9. Classification of metaverse users from a heterotopian
perspective

Characteristics Example Strategies

— Encourage light
participation to reduce
barriers to entry (e.g.,
automated in—-world

Primarily engages in guides, simple quests)

passive observation | — Enhance the

Observer Type and neutral enjoyment of
experiences on the observation by
platform providing
observation—focused
events that motivate
users to try direct
experiences
— Sustainable
engagement can be
) ) ) encouraged by
Enjoys immersion, ) )
h offering collaborative
self-expression, ) .
Hybrid Type social interaction, creation experiences

— Provide real-time
collaboration tools that
support co—creation

— Grant rights to create
custom spaces

and idea sharing
simultaneously

- Instead of forcing
interaction with large
groups, encourage
exchanges in smaller,
more intimate groups

— Highlight personal
creations to provide
heterotopian
experiences

— Offer and enhance free
avatar customization
tools

— Organize events with
small groups of close
users

Focuses more on
Transformative/ | avatar customization
Expressive Type than on social
interaction
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