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Abstract Metaverse technology, heralded as the fourth major innovation in computing following personal
computers, the internet, and mobile devices, has realized a three-dimensional virtual world where communication
with others as well as social, cultural, and economic activities of the real world can take place. While platforms
like Zepeto, launched in 2018, and Animal Crossing: New Horizons, released in 2020, initially became popular
among younger generations, concerns about declining investment and usage rates of the metaverse have become
apparent since 2023. This study examines the impact of metaverse users' sense of presence on their immersion
and intention to continue using these platforms.
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Table 1. Measurement Iltems of ‘Presence’
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