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ABSTRACT

Recently, metaverse technology is being used in various service industries such as games, entertainment,
manufacturing, distribution, advertising, and education. Studies on the correlation between the continuous use of devices
used in metaverse content are still insufficient. In order to be more immersed in the metaverse, it is necessary to
develop a natural movement and an easy-to-use input device. Based on flow, this study was conducted on the topic of
continuous use of metaverse contents and devices. The constituent factors of Flow, an independent variable, were set as
sense of reality, immersion, and interaction. We intend to use the data of 500 male and female metaverse users for
research through a survey institution. Among the flow factors that increase the continuous use of metaverse contents
and devices, the factors that have the greatest influence were studied. Through the results of this study, it is intended
to help establish the direction of the next-generation metaverse content and device industry.
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Fig. 1. metaverse content
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Fig. 2. metaverse device

23. 2%
Flow= =Xt $7]400] A
3]

a

ol o
-0l
o Mo
=
0% ofm
o S
‘E A
&N
Jm =
o, ?ﬁ
1N
off
o 2
ol
o ki
e M
o5k
e ==
e
2 2 1p-
E o 1
(o) o)
e ro
O g rC H{o X rfr N a2 o

=)
ro
2
o
2 ok 88 O

N
re O'|>{ 1o _IJO
o = fum
oy ol
wo - =
ol |
o8 o
Tk
bal o]
Jp
mjo
T
s
o
H1
uju
Lo
a
E'L
)

S

) -

ox 2
b
M

2

e
oX

1o

o
38
Lop

o0 Qe oo M rfr oY d

24. X &0]&

A%0lg oet B9 AE Ex A

A% BB A% 08T o] 9
FeH6L ol §A17F Au| Ao gt Zojsel
£750l o8 PFo2 AuA Ei

A 7HR = AREE

224 po g

23. A1y
2 AFoXNE 22971 e A FRIEe}L CHlo]
A0] x|&olgof DR FFE BB Holl A1y

S 2 B9 27 30 o] AFRFS EASKIT

428



2022

FLOW metaverse
Realism content continuous
Irr:rr:erswt('ar}:ess metaverse use
nteractivity device w

N

Fig. 1. Model of Study.
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