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Abstract

The “metaverse” refers to a three-dimensional virtual realm that provides immersive experiences to users
through their avatars. In a metaverse, consumers can interact with other users and engage in real-life activities
using their avatars. These avatars are visual depictions of the user with realistic or unrealistic animated features.
This study investigates how the rendering quality of virtual stores in a metaverse, serially mediated by em-
bodied presence and enjoyment, can increase the use intention of metaverse shopping platforms. Additionally,
this study explores how avatar realism moderates relations between the rendering quality and embodied
presence. An experimental study was conducted using a between-subjects design to investigate the effect of
metaverse media richness through avatar realism (realistic vs. unrealistic). Participants were randomly allo-
cated to view a stimulus, and a total of 205 valid responses were analyzed using AMOS 23.0 and SPSS Process
Macro 4.0. The results suggest that the rendering quality has a greater impact on embodied presence, partic-
ularly when consumers experience environments featuring realistic avatars. In conclusion, high rendering qual-
ity and realistic avatars within the metaverse space enable consumers to experience greater enjoyment and more
actively engage with metaverse shopping platforms.

Key words: Metaverse shopping platform, Rendering quality, Avatar realism, Embodied presence, Enjoy-
ment; W EFH 2 & FSE, G F4, obvtel A4 AlshE A, A=

I. M

rhu

Ao A9 4 &4 4= Ath(Damar, 2021; Oh et al,

2023). S I Q] wehe 2 ZHEQ A 3 E (Ze-

H| EFH A(metaverse) = @42 AT MM A E peto)E EF3lY], ZEFA(Roblox). Alzdgto]
T 7e 8, AFEAES HEHH A Tt S 1t (Second Life), VRchat 5 T}oF3t Z 2 Zof A= AFL-2}
A AAA, A A, 3] EE 5 sk 7HE Al 7} A1 9] ofutELE Ff of 2] Sk HA sk ol

Corresponding author
E-mail: hakyung@cnu.ac kr

Eof Fofotn, 2G4 08 BhE AGAEL AL
wol AH4lo] RHE FhE U 4 B1k] Ze ok of

(© 2024, The Korean Society of Clothing and Textiles. All rights reserved.
- 1024 -



s} 50 A1E 2 A P4 = 35 Lk wjehn &
LH | A AFRA-E0] H =2 o] 11 thof3l BHE-S 4233k
otk Z o A 94
‘47"1] 18Z Aeter] it
= %3}1 et oS = %Lﬂl, ERLIRd S
WAL= X &FH 02 A Y E
& LS ZAg 2 A YAl A S =
SR} =25 Mt ob] #(Lee, 2023), X MCM-&
d CE S(consumer electronics show)o| 4] A&}

e £ AT A )

| A2 e ol ] 71
aﬂEoHﬂ1WEQﬂaeq%w
30l A A= ofol sl e & A5 =
%—Aﬂmﬂ%gg%4®%ﬁ@qn
EEvo| =0} 225 20 4 7H4F0) 7 o}
oo FHal AL FE 4 AES o] AR
o HHE g WeH A o2 Sishr] ¢4

Al =3k QltH(Park, 2024).
wER A BeEo] UAE 7|4S FNe R 4y
Ao} HASE AAGH A2 vl oS g
ohis Mol A RSt ele] AR U Alo] o] o] oj x|z
ul o] o] 5o #5328 o} olek /b 4|2
ABE AT 54 vivielst LEL ofn)x) A
£ Agsiehy AvA 5 AgE Ang o et
A e14slkar 7] 93t 4= ¢l th(Jiang & Benbasat, 2007).
Steuer(1992)+= 0]% ujt]jo] ZX A o] Z(media rich-
2 oheo, vlelofst 3

-+
el

—_
o>’
(o] DN

=
a
&
—
=
[¢]
o
<
il
o
2

ol
2L

=N

; Toag

d e
i)
il

3
ox
HT
et
N ox m‘l
of
)
r
D:
oL
> s

: O,
oN
X
N
M
Zi
O
HU
L
11

Lo
o

f
N
=)
2o
°
o
N

ot
Lo

d
S~
>
oo
>

=
X
=)
ﬁv‘

in
=2
a
2
1o
ml

<

P

My > 0 it £ oo pot o
o
k3
[>
B
ofl

) l‘-‘\i —v—' —(>' oN

e o
e et

B

4= oH 30wl A 2P A o R 3
A B & (rendering) 7] <o) )1l 3=t (Davis
., 2009; Zhang et al., 2022), /| 28 T X &

7ML} F7ro A= ZAFAF Q) A 22

o, i Ay g Ve

ol

mlomkoH”
¥
=

_?L
e
L,

ﬂ.llo O¥ JZJ_, —
oo BN oo Bl gy
e

sl
o
>,
N
rr
4
B
)
o
=)
1=}
¥
K
%0
o
>,
N
N

"Fofuet 32ba washA) oo chere 22k A
o] o] ol 4.5 4 1 AEkel vl el o] oA &

A& A= B vt o] ARg-of HFshA =L
0 2 ujt] o] E AFES AL & 4= QI th(Liu et al ,2009).
E3 AT EE dAE ARV ES anH o R A
g 4 S HHsiE O etol2el 27 &
o £2 55 ARUACIA BT AL 12 4= 9
CH(Maity & Dass, 2014; Maity et al., 2018; Sreejesh et
al, 2018). o] 23t =0 = T 2 &) ] t]ole] 7| &7 &
Hol AT A4S Aok o FAT JFS 1
%] i (Jiang & Benbasat, 2007; Sreejesh et al., 2018), 7|
S0l 779l mAS| BAo| ALgAe] wlrio]
g ATl FaT 8L AN
s, o ekl 2 7hgpRke] 142)
e ol AE Y B2 Betohy

A& A

&

o] F£a uj7hA| ofutere A 4H H QA% EF
2 2 ol A7) Qlke] w3 2ol AR Aol T 7
Moz R oplete] A9 nF ANY /|43 F
o Aol B Trel AATS A3 4 ek
(Kim et al., 2023; Nowak & Fox, 2018). Q17+9] B <5}
FATe 7 TR ofshebz AFg AL o] 1B 7] A
A 20| Folof §20] 3 SEe T Y= Eat A

NS =7 A & A o]th(Kim et al., 2023; Zhang et al.,
2022). o] 2} Zro] HEFH A= 3D 7H Al A o A] AHE-
A} 7} o}t S B3] AL S 285 EQl 7k Al ke
R Ae M2z FEY =
Eﬂ/\E\,]- Oﬂ/kl— 7]H]— U]]:]qg]._l: x}tﬂg}g /q._g_;q. 7
= At ol H3 4 0= Qlsf vt A 2+
lHJ%ﬁﬂﬁ@°ﬂ+ﬂﬂﬂ%LqEH@#
2 PAE Y, ES 1G4 9y e AJAF o2 ®
A5 opulelrt ALgALY] B =S A FAAY
Q& o]t} ofof & AFo] A= 7] & wlT]of o] it

& AT 48U wclol Ty ol o

MAZoF HEZHQ]

O

|

F

Ehel 2 B A E FUS 288 4 A=A2
Egom 1ﬂ34ﬂﬂﬂh“°ﬁ}ﬂ1W&mi
£ ERENAY A AT U FRA &
B0z AAshed Wag FHE AFon o
% B 712 g e e Brae d sl

2 vl ofol 4 A B 7124
7&2}_4 g.L_)\,} A 5 o] A5} 145(1 (4 dge) §01)7}
AFEE A E A EE](Coupey & Sandgathe, 2000;
Jiang & Benbasat, 2007; Steuer, 1992), & Lo A=

\J

- 1025 -



3Kl Vol. 48 No. 5, 2024

HEpH & ZE ] EA4S st Aos Fd 3t
ofutel A =25 v o] FRAEAS A=
8 9o 2 ngstiz} gt o] & F8f wEpH A7}
T3] 7] mj ol o] XAl 9l Aol of e}, &
E3 AFUAlol A BT} AR B E L AF5he
HAIAQ] FHEolghs AE YSshe O 1A ¢

O

l

& Aolch Av g F4 1} obuler d A7 v ey
2 B of| A A|5}hE A A 7 (embodied presence) S =
7HA A vt 20 A O] AFEAE Y] AS FYE
21 © m(Mennecke et al., 2011; Nowak & Biocca, 2003),
H B A ALE-RL 2 8Fol 5 435 - Al # (Cheng
& Huang, 2022; Decock et al., 2014; Sylaiou et al., 2010)
A& 07 HEgH A 4 EEE AHESHA 5h=
a47kd Rolet 7t goh MlEbH A B S Bl &
H| 22} A J YA o] A& g3t 2} 3= vA E Q] ¢
ol M= met A& FHF ] {F ol whE thekst
Ao] vjeh ) Bl o) F14t A E ol ofwat
£ 0)2 4 YA S Totehion] £8ol B 4 UL
ofch. Egh i ¢ ATHE Fol el A 3 B
o Aol 83} oputel A zro] AREAL AR o o

EeE S v =Aof "t A2 7IAE A8

o, o J[m I

0.
[e

E_

o
Py

o

4

AN

II. O| EX u{ 4

ujt]o] FH A o] Z(media richness theory)o]] W=
H(Daft & Lengel, 1986), AU 7 o] d Wi A7} J 2 &5
Aerahizt] oo A Qult BRH A, 5 Aopt E
3gh(rich) 4 2.5 Hkshzrtol theh A A e)e] 2
ol 7} et 4= ik, v tio] FRAL ulcio] F
9o f RS BUete 7€ o=, T42He) H(sensory
breath) ¥} 2} o](sensory depth)o]| whe} 2 % =l th(Steuer,
199) 4219) 5 siciel} ok G2
5 Yust=d), bt A Ad S EE&eE v

=
clol Eﬁﬁzﬂ§¢%q7ﬂﬂéﬂ%lﬂﬂ

i_,
ot
>
)
0,
to
fo
1o
g nd
>,
N
:‘l
o
S
:)él‘
il
o ki
1
fu
ik

o
d
‘)
d
[o5
>1
ﬂ i e
rr
ol [
S,
)

Ade ALk A g sha & 2o] whol gzre] Zo]
7} AbeH 0.2 vk A € v T o] & 2Hgste] A
Aok 7 FU 7o) A3, vl ] o] FRA o] HLpE
AR 7o) A A ol A BAYSH= B S Fol 11

33t QAL AF-S 7H5A| Shoh(Jiang & Benbasat, 2007).
Bek ofy el A3 Aol Ali=(Coupey & Sandgathe,
2000) 815 o] |2} o]u] ] B )0 =H A}
RS | BT AL
& o ek loﬂ AFUA oA
= UlEl of SRS FAIA
oo} & *é o ahs T st
Zlﬁ“ﬂJ— Atk 2 Aol A = ’\HIX}Q}EWE”-‘ 7]
Ao AU A o] A w7 A = A o] Ef
of T4 Aol A olsfistaL, wErH
of Fa3t o] FRA R4 AT
B EAFS A o2 u&slu A} o)
A & =2 (rendering quality)> A FE 1A
oA 3D BRElS Azt o2 1T HE AT Ee E
A& ofujs}ui, o) L) mo] Qutit A o)1 AW
s 2AHE=AE 24 5e $2T a40th(Davis
etal.,2009; Zhang etal., 2022). £3], W E}H 2 7 of
A A 71ae bl A ojw A& s
= A& 51 e, o]& 3l 7Hel3Kcustomiz-
ation)?} XY AYSk(vividness)©| & FF th(Davis et al.,
2009). 7 Q1 EH= | Ep#l & A8 A7} Al e] ofelel g
UrE 44513 Ohe A5 e ofuleel e 4 9]
7 shol, AT e vl 0] B0
sgic}. So) QeI AL E S 7HE Aol A= A
SR 0 S AR A LA A8
AARE A AAR EASHT Gk £
708 1A A Fek(Kim & Ko, 2019) w2 A, ] efv]
2870 AEY B0l ¥ E4E AAEE A4
of ohutebm 7} & AU Edska, B B4

o_\1i [> 1)-

WA HEH AE AT =N g2 o2 wEpH A
AEES =Y 9l

o]t o] F57d o] &9 ‘ﬂr—a—tﬂ, ot o] 40 5
7Veh45 v tjo] Abg ool FHA G A
(Hasim et al., 2020; Teo et al., 2019), 1| t] o] XA} 4=
ol H2E AE A B A o offwli gt =2
Argol st A AR ol =5 AL
QIth. Teo et al.(2019)= 2291 23 g7 o) A o]u] %]
FHo] #5541l Y=t Fksks e #elst

- 1026 -



= e
E%l:l

)
=2
a
=]
O
10

MEHHA &8

9 o1, Hasim et al.(2020)-2 A u]t]o] ZXA o]
7145 vt oo A Bz = AFY o=
oﬂ X];}(jx—lo] O:lﬁ]:_O_ U];‘(].‘: 7—]_9_33:]_0];]_0:114_ 3151%1
4 oA njro] FRA ) £2S A AL 840l
7] W&o WEl A 3k o] Al E] Z o] Zrteks
S o|eb 2 69 BNE ALG O w7} F7He Aol gt
2 A5 4= ek whebA g 22 7P 1& A
el
HI. vjebe 2 274 o] 2l
EAEY A Y=
2. MEtE A EHE

A 3}= A A 7Hembodied presence)-S 74 $H4 of
A AR ATE A AA R EAsHE AAY L7l
AYE| S 9w gtk (Mennecke et al., 2010). 0] = AF&-A}
771 BN A AHAL S A A A L4 ata 1
Bl A EA G B AT B 9] o]
Z AR, VR, H[EFH 2 5-0] 7|5 2] 2H o A 53] S8
31A| o} X 2L ¢l th(Zhang et al., 2022). Mennecke et
al(2011yo] w} 2w ) 3hg) AXj7re] Ao 7|4 o
o]o]\,]-ia = Qo] S E= A]._Q_x]__gl_o]oﬂ EE]—E} r/l—g};d

ATk 1 F 71E4 2202 Qe H o] A B 0 & A
7}/& A A o] Ao A a-E =32, A 2=+
- el sisotel 18 BAL S A7 A

i |

Al e =H A
st
kel

_{

16
=
/\

o\
o F
ﬁ
O
ul
g
ru
=
I
é
PU
D19,

/SD!ZH 7‘—0— o HPUl-l:}(Mennecke etal., 2011). 24l
Q& AFEA} ofuELS] ok 22 9, 7 Al A
2 A== T 7ol s A HE Y 2=
o) st o] 2fgt ZRl =& Il AHgA= 7}
FAIAIE & AlA TEe] FAHE & A ZFshe ZH Al
Aol I3 4 Qe b uho 2 A4 2.2l AHE
A AR1e] WA Bolt A B Aoz )
Q14 5ol uke} ofubere] £ 5L FAIET ) A
A1) 4147 4] of 7t 914 0] T 4 ok

2 QAo A bR sl Wep 4 a7
2 Z212 7|7 Qoo sfddtct 7| & 2208 A
A7 BAH B A 0.2 B AA ] BT 2 9
7| shof Ap419] ofrtete] gt A S FFFAl 7] AL,
7HE A A & Sk AR o] ek 42he 7 sttt
=28 F#th(Mennecke et al., 2011). whahA], W ERH A

o ;lo = lNl
ofll
o
19,

7o) dee A AshE AL 212 A

o]} ol 4Fa 4= 9]}, Zhang etal.(2022)0] A7o] A &

e s SR A EAS HRE A aE

23, ARUAIA BT L& 71 %4 290 A3}

B A S A8 St of sl
I

A A o] FHAMA L, 7%}%7&01 | ﬂ%ﬂ
7174 42 AL AL 0] AR ZFo] ot Aael
T A7} R 1531 Q) th(Kim & Ko, 2019; Nicovich et
al., 2005; Van Kerrebroeck et al., 2017; Zhang et al.,
2022). o]l th-5-3 22 7Hd-& =&

L

A7 Bl A Al
o AT AALE A48 AT
1, b4 B el Al o] o
AR ES FIAO
QF Fofol A A 3
th(Nowak & Biocca, 2003).
2 A2 gutalrhis o
51 9l o] ALg A} 7}
o) AEYAS Fol T W
Lombard and Ditton(1997)-2 4]
e
EUHLE A FAHEHM o= E
ddom olol] dgeld ol
S AR ONA EART 71 B
t}. Sylaiou et al. (2010)
b uhE RS AR e AS
= A2t A 274
< #1514t} Cheng and Huang(2022)h 7}

= ‘E]_ 2 2 A 7 (telepresence) ©]

O o

1
o, o

Hﬁiiﬂgﬁﬂh‘

I>

Huﬂ’.

ox
Jlm o R

ojuf &4,

~ r&
i)
i)

o2 il
ot &

=2
¥9 o2

F-R ifked 09‘.’. 'b‘
2 W o
filo

=
ooy oY

=
s

old 1= [
Ol
o

o ooX
N
N

o i o

e

=

]_ _

o>~

l‘
o,
=2
I
1A
N
P

=2

7] W&ol

O
il

+

o]
N
1
s
°
[

)
o Mo
o Ir
NS

>~l
N

f

fo ]
oN,
2
=
<t

rlo

Lm“r&*:rﬁ:;i

rlr n}i
_40>~ r_ﬁrloﬂllﬂ:: O

ﬂﬂ%%@

oy
2 19
0 e o

rE odlo oo gy oot

s

do o
m$+
ol
-HOIJL
_,O_L,
2

]_

N

o

2 |o

N il
o

K=l

ol
-

_1

w > oo

> o NoX rfo
r

2

>

oﬂﬂIO

™ X
o
=2
o2
ok
o
=)
2
rr
pack
- fllo
- o B
r3
ol
iﬁ’.
o
_EL
U
%
8
e
Q

014)9] Aol A= 81 74 21l FHolet A}
o] Azt Aol 578 FIHTE A
ek, o2l g AW T Aol up
epe s ol XzbH o A%
shol Azt ARIzol Z7hat A
27182 v 7ste] wehu] s A8 o=
2) Aol ek ol Abgieh. %, Wi Eo] A|shel

olN
i)

lo

fru

1o

> 3
o I
2o
lo oot
o
é
ofd

M Ho oy B opx o 2 oA o
ﬂl'g > 32y
. e

-

=2

>

rr

=2

- 1027 -



3Kl Vol. 48 No. 5, 2024

2 ol Ful Astof veh 2 ALg o=

Al

= =

£ 743ket Rlol et st thea 2o AHE 4%
3}

H3. vl Ep e 2 37 o] el o) -2 R|skel A4 g
B} 2A L ol FuNste] wEhe 2 £ B
Eo| Apgol =] A4 e uA o]k,

B

3. OHIE} B A Z

2 Ao A= mt]o] FRA o] 2ol uhet vk
27 o] e FA o] A|she ARzl v 2=
2g ofulel @7 S50l AT Aol AT
. olH}E} & A Zh(avatar realism)2 A| 24 5.2 3 5
/gof 714ksto] ofubetrt AR AZTA Y Kol
SH= 2] 2 E3THKim et al., 2023). obuFE}o] A] ZH
A4S obutere] 914 So] duht 17kt £
shal A Ado] AdeAL TRl 9low(Gong &
Nass, 2007), o]= " H g =Fo| v 2] 2 ¥ 5249
Atd Ao wep Zebd 4= 9t (Nowak & Fox,
2018). Al & =01, il A 7]&& AHESte] TR
A%, A= #4, w7kt 2 Y 52 AA Akt
9 32 AUk E@ sk otufet

Agro] oba o 4= lek. ofutetel A

2 o L CL oo [
e o

>

(-
Lo
-

>
5

Doy & e
a1

¢

4

a1 AR ohubetE A B o7 B, B8 weeat
5 7Abe] e Lt 28 2L otk g Al 3ok 4
92 Gk AR ARGl ol A= dEbel 2 ZHE] B4
of ube} chopat £ 9] ofutetsh 265 31 gl oLk, of
ubebe] @A SFol AHgA AP0l 1A JF

& YA AT vug Aol

veh 2 F ol A ALg Y] obutelE 8 AF
817 4521 go] o]0 A 7] wEof ofutet | A
T HEH A FYo) S A = AT A A
ol w2, Q1% fAFEE @A Al ofutebs AR
Apol| Al -7 A Q1 Q14-& =1 (Chen etal., 2021), T =
& a0 QAT e S w714 Seha b
(Hamilton & Nowak, 2010; Mull et al., 2015). Kim et
al(2023)] Qo)A & 54 2] ofukeo] ] 3} @414
ofuleto] th sl A 2] 4 A= & d A Z8HA H L, o]=
2 A A AAE F7H 71 Ao dehget )
o o] F5A o] Zof ue}, ofulete] AAIZto] ol of
HlEb A1 ZhA S 0w AR 17k Are
5, AFEA 7] AfF U Aol Aol v st F
sHA o] o] 4= Q52 oS3l & 4= Tk E3L of
SRebt AR ol T YEUSE AAE T
S U dAA o7 L7|al TP Al Ao A o] &
Fol 29 4= AS Aotk ofof whe} & Ao A=
@414 ofuteto] -4 (] @414 ofuteto] u]af) o]
e Z7HAA 1A BRANA Y ALgA 3
Al 4= Q7] wfZof] wlEbH 2 2Hg o] |l
Ashe Az v A= d¥FEe 23t
ol stol 714 48 A steth 2 7
TR <Fig. 1>3} 7t}

¢
it

|

r

ool oX
ox M

2o oy ofy
rhe

o O oy 2 o

L)
e K2

1o et @ gl 2

Ha. B4 obubebS AL§ T v (vs. B WA ofut
eh Aef % Eo] Askel Axgrel v A 4
A Qare Z7H Aol

H3 : serial mediation

)

Embodied presence]—{ Enjoyment }\

[ Rendering quality m

‘(Use intention of metaverse
L shopping platform

Fig. 1. Conceptual framework.

- 1028 -



HEHHA 48 Z2HEZ0| DI SEH-UHE SZ2 01 OtHHEF & 2 0] ogt-

1L P g &R SHe AR 21X A1717] $18) ALkl o7k Aske

ofuletg Bl vk 2 £ BHFoIA £Y sk

1L MEXSE AT £5Hs Aol AN SIS F

8] 1A 7] HRRr o) AlA | gk ekl 2 4 &

s oplel @A e A £ B AZo|A olulehE o a% S S ARAL SF

RE| AYL A SAo obutel BULS T 6 AolA AX AW, S| 4GB G4 A5

o2 FRAN AU LAUAR ABATLE AW EF G F AEAS AAS
SHITF. 3291 0] bl 2 2 172 AASaL ofut
ek EL EECEE REETRE PR DR 2 BHET

o]o]:7].E_' =L a8 Jaro 7 JLFE Eo] Al YR

2 Ao AW 432 ofutet 5 4of njet B ATRGo] X 70 W) SHET S

opefeke) 8] 50 A olbleleimuis g S THeat et el EAe oAd del)

Aol e A A olulestimulus B)E $8S B A7l o]u] A JAke ® WEels 1S

TRatolT. ofulel WA opuero] Az WAl o) et Ak vjehul s So] oa E4g o

ol uhet 2448} 51l o, o] = ofulEl €7 9 oSk, A 22 A gty Y E HE dS wkgRt

o] 18k 7155 9l th(Gong & Nass, 2007). H 4 4¢1 ok ARATES Bt o]of oot Az e Y F

obutel A} Bl A ofubelst AA) Abge] v &t £ 418 A2 (Kim & Ko, 2019; Zhang et al., 2022) &

AR A FH = ﬁ?ﬂﬂh HP‘H, H| & A 4 ofule} &2 3oz Stk Alehe AT A

ApFEof| A = ofufelr} vl Al A ¢l B]&-F 3D ofY T-E E o) Z(Bailenson et al., 2004; Gao et al., 2017) 4

] o] 4 815 1 eh(Fig. 2). = *Elf‘d ATES A 9 -Erﬁo, E7]&2 Pillai et al.(2023)9] ZH =5 Edf

FEEELEEDECI RS
31, vl o] $732) 5} 44 F, ofulero)
A%, ofukete] ol A1 2) 29
£ U BAE G ABATEE
1539) SO HERAA ALke] 9.9 G A
AIE Sk A AB A7) dehd 2 ALY of
22 shelshgla, ehi 2 BE] A A4 FE

Qe AFH7P B RAL9 R & A 4T
o Fgstol WHsHES shoick. AATTHA A W
A vjet 2 47 ERF A ohitet S Bo) £ 2

o]

Stimulus A: Realistic avatar

248, Ve A 4 B
etal.(2020)9] 9112 B & 4232
HA 2 ERE FH H=s
oh mE chRate] SHETE S

Z Y E A8 9] == Shankar
2 Q1) v}
sl 23

HEAE

=
Za

rBL‘ .ll)l-

@ﬂ%%Eﬂﬂw&ﬁé%o%%ﬂ%*ﬂi
Al ofutel 4 2718 1, 1A A obutet 4
AL 002 o)y W2 Hejste] wAstech
A7) 3

=4
=

g4 “ﬂE}‘ﬂ’\ Ei“i l

Stimulus B: Unrealistic avatar

Fig. 2. Stimuli.

- 1029 -



3Kl Vol. 48 No. 5, 2024

o, AR ATEA S 54

2 ATE Ayes sy Helg AH s
(IRB No. KUIRB-2024-0093-01) &-2}0] A&z
53l A= E 43Rt AE = Amazon Mturk
o) e Fa) 405 n, wehi 2 EERo-
blox, Second life, Zepeto, Avakin life, VRchat, animal
crossing, Haboo 5)2] 0]-& 7§ o] 9= 1k 184]] o)At
o= gl HUE Ao = shglch vl ek A S8
O A7 o) gl SE A= AmxAbll A Al A2
O m, 37 A W Ep e 2 A3 S (| EFH 2 ARG 7] 7E, 5
ARE S HE, SFF ot I EF 2 o] §AIZE, v EpE &
2] 4= 5ol et Aol Gt - A g of Frost=
5 otk A7 HAE AUE| 25 i A 5E2
2

n
>~

Ao NIEA B ARFES Shgon, $94
AR 0|5 AR R ST 4 YES Soich A
FO LB SN2 A 9le 520559 4272

T EA 0 AR EHAT A E 222 AL 1459
(702%), &A= 608 (29.3%) 2 HE3FF o, AH 2>
TE 18A~294 7} 23.4% 2] B]F& AR5k AL, 30T 7F
64.9%= H|ZEo] 7}A =9t} 40 = 8.8%, 50t 7}
29% HEE Gtk $EAY e HFA 22
A .0.5(87.8%), S HA0] 42.0%7} 413 A] 52
2,30.7% % SRR BE SUAE] Ak
E-2 $40,000u] 70| 22.4%, $40,0000]4F ~ $80,000H]
ko] 48.8%, $80,0000]4F0] 28.8% = L3I T E
o SuAEo] 7P wol o] e vjEhi s ZAE
2 Roblox7} 38.5%% 71 @Wekow, Zepeto 33.7%,
Second life 8.8%, VRchat 8.8%, Avakin life 6.8%,
Animal crossing 2.2%, Habbo 1.5% =% £33} T}
Al et 2A0 45 99 S 94
& oulEl} A2h4 0 = ek A gAY B
stedtha AZsh U7l o] 1282 59 e AE 4
2 24519k A28 1k opubeke] 4|24 EH o
de SYRE YA A AU ofuiete] 438
(mean gimuusa=4.104, n=105)0] H| & Al 2] o}n}e}l o] =}
=E(mean gimuusp=3-860, n=100) 2.t} 5-2J3}14] =7
LERLK(#=2.095, p=.037) A7 A=&9] 2237} &
A= At webA F A=Eol et et A FE &

EYE 3 AARIAEY SHS EH=E o]F £4
< AAskTh AR o] HA12 AMOS 23.02 5 17
O 2 1A QRIRAS At PEY HEEE
HZ3}9 21, SPSS Process Macro 4.0 E3f| L EA
E 3 E.4(bootstrapping)Z A A 816} AL 7}A4S 7
=513l

2 Ao BE ohE o] SH = By
T E gls}7] 9)al AMOS 23.08 AFg-aho] ol
QR4S AAISFRIT 4] A IK(Table 1), 2.1 55}
ol WAL B S BT A7t =oF 9
B =S WESHA] 3 S 4TS A AL HF S
Ay ol gholA @ QEAS HAsk e, HE &

Aol AFE 24=(*=90.214, df-38, p=.000),
Normed »*=2.374, GFI=921, CFI=.925, RMR=.037,
RMSEA=.080)= =& A ).

SR 8918 98] 2 S0] @ olnal,
AVE(average variance extract), CR(composite reli-
ability) k2 Shelstqieh. S M4 aQlHste
.613~731 ZFo &2 7]&%]Ql 6Kt =11 {95t Ao
2 YEelgth(Bagozzi & Yi, 1988). =5 ZF Q 21 9] AVE
e .500~.6190 & LJEMY 7|5 %] Q] .5 B th(Bagozzi
& Yi, 1988) =3¢t o1, CR.2.707~.8292 5= .7 9]
o2 Uty g g =7 iEE E S th(Nunnally &
Bernstein, 1994). T3t Cronbach’s a.Z}o] .607~.720.2

2 Ueh} g Qatgol Selsgich acle] Z4%
ao] 28910 2 THE 49, SAegE A 24
SR o7 ATEA T GO e 4 e
X) 2] Hair et al (2010)9] 7] o] w2} o] & 2hel o 3
Ak 7 291 2, AT WSEE GG HTUAE 7}
A& 20 2 Uebgeh(Table 2). T AT ¥42] 2
MEtF g shelsh] 918 2 M4l AVEG} W

7r I A AlF 3 Bt 2 3(Table 2), 4= 7t
O] AFTA AlFgke] B WO AVEZLE T 2
e, o] e =T 2l E of(Fornell &
Larcker, 1981), o] 23 R dl & EY| & o] & 7}4 A=

242 Ak,
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Table 1.The result of confirmatory factor analysis

Construct Items Standardlz.ed Cronbach'aa AVE CR
factor loading
I'think there is a wealth of sensory information available 718
i in the metaverse shopping platform ’
Rende.rmg pping p 634 546 707
quality I think the sensory content provided in the metaverse
. . . .694
shopping platform is very detailed
Socializing in the metaverse shopping platform is with 703
a sense of reality. ’
Embodied In tbe metaver§e shopping platform, the incarnation is 688 640 513 759
presence sentient and alive to me.
I can be aware of my presence in the metaverse shopping 627
platform. ]
I feel that metaverse shopping would be relaxing and 708
stress-free. '
Enjoyment I feel that metaverse shopping would be exciting. .653 607 00749
I feel that I would enjoy metaverse shopping .613
Use intention I will make an effort to use metaverse shopping platform 731
of metaverse 1 the future
shopping TIintend to use metaverse shopping platform in the future .686 720 619829
platform I plan to use metaverse shopping platform in the future .637

All estimates are st

atistically significant at p<.001

Table 2. The AVE of variables and squared correlations

Use Intention of

Rendering quality Embodied presence Enjoyment metaverse shopping
platform
Rendering quality .546° 648%+xP 538%** 665***
Embodied presence A419° 513 675%** ST3xEE
Enjoyment 289 4SS .500 530%**
Use Intention 442 328 280 619

% p< 001

a: Average Variance Extracted (AVE) for constructs are displayed on the diagonal.
b: Numbers above diagonal are correlation estimates of two variables.
c: Numbers below diagonal are squared correlation estimates of two variables.

=
o

2. 718 &4

1) Hl=tel Axiz

o e 2 gh

RE| ALg Y=o
o glo] sk ARt &

E 23 A28 Has2 A AL 5S gRe

AP AT A= ot Al 22 AHEALS] E4d0]

tot 7|20 o7 E ot Eﬂﬂ—‘r—ixl_J AHEAF 0 2o] 2 90 7] 2 9tk
ol Ay FAo| wepH A &£ & A 8kal QItH(Gurtner et al., 2014; Venkatesh et al.,
u| 2| = gkt F W4kl A 2012; Zhang et al., 2021; Zhang et al., 2024). £3
A=Y ol A= Zhang et al.(2024)«= M EFH 2 S F o A o] £ 7

HZ317] 93l, Hayes(2018)2] SPSS Process Macro
4.0 29 6 ARg-Sto] FEAER F4-5 HAISHY
tH(95% confidence interval, 5,000 samples). HEFH A

Holl w2 Pl o]z AL Ao Lholof whet et
4 9leg AFST Bk oh ek A Aol A
EERCEPREE L EREBEIIREEEE
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=)
N
-

£ 70 A8l HE S4E
H|(Venkatesh et al., 2012), 9] E}Hi A3
e} /\]._9_/\] 7]-,9_ Al ZH 7]—374. 7+

ooy e o

2
o

4> oX i o o
30

rr

(B 0_9.

[e]

oll i gt T3] A+
°ch 3 43t 9 FUE Agoleo

0] 3} A tH(B=.665, =12. 675,p .000).
AnFig. 3), e EAL o e
O] AFg 9 of u| 2= AH a7 A
51 7)1 © 2 e}y thEffect=.417, bootSE=
.060, 95% CI=[.299, .535]).

TRt e ) 58 o] A She A A (b=.587, bootSE
=.051, 95% CI=[.485, .690]) &7 =°l(b=.154, bootSE
=.059, 95% CI=[.037, .272]) 525t J &2 | x]= A
O &2 vepstth AlghE A SRl o't
S v H 2w (h=.511, bootSE=.063, 95% CI= [.386,
637]). E71Lo0] HEp A 43 ZeEe] ALE-e| w0

e

D> Hr o2 |
B~
ol
i3]
>§é

o
u
o
1o

ofr

=.069, 95% CI=[.040, .315]). &1} A &= Az 7+e]
HEPH A 4 SRR AL rof ik 2 A
o 0ol eFotth(h=.137, bootSE=.072, 95%
CI=[-.004,280]). 274 o= A& ZAo| Wl A
23 ZHEY ARG of u| 2= F3Fel 2lo] A3t

o AL AL AR S F A ESE §
9] 5} A = (Effect=.162, bootSE=.064, 95% CI=[.056,
308)), 2V Eoe] AR F ASE AL EAS

= A 0.2 w7 Sz o] S A 2ol HiRk P E
I} 7H(Effect=.053, bootSE=.030, 95% CI=[.006, .127])
o g A 0 = LR Th(Table 3). A b A AT
w78z g 2ol A= Aok Aol Wb & ARG
ol o A A kL ujzA| oo} 7+A 3t} 89
SHA] ke, S7&RhE vilshe FRolM e |
9% B0l 27 g, E7A0l e A 43 29
Zo| Ao wof 7t AR o3t JFS vl F o,
E718 R SHe TR I} Got f-0f514) o

Z o2 e THEffect=.027, bootSE=.023, 95%
CI=[-.001, .086]). whetA] v 23} AHg-2) &2
A7 2ol tigh 7Hd 13} -l 7 52 o) Al ok A A
Zholl Axp2| Ao Hiek 7Hd 2, 1e] a1 A ok A A

T E7 =< ol SN = 7 HH A 2ol Hiet 7

=
Golgt AL u) 2| 2 0 7 LpeRTH(b=.178, bootSE 3 W A A H Gl
/{ Embodied presence } ST
sg7ees T 178*
154%
Rendering quality AL TR Metaverse use intention
*p<.05, ¥¥*p<.001
Fig. 3. Mediation model.
Table 3. The direct and indirect effects of rendering quality on metaverse use intention
95% Confidence interval
Path Effect BootSE
LLCI ULCI
Direct path 417 .060 299 535
Indirect path 1 .080 .059 -.028 207
Indirect path 2 .027 .023 -.001 .086
Indirect path 3 .053 .030 .006 127

Indirect path 1: Rendering quality — embodied presence — metaverse use intention
Indirect path 2: Rendering quality — enjoyment — metaverse use intention
Indirect path 3: Rendering quality — embodied presence — enjoyment — metaverse use intention
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HEHHA £+ & SHZ0| 0ICI0 SR E-AHE S2 1 OtHHEF S1& 21 0] o1at-
2) OIHIEt EM(SAAIA vs. HISA M) O] ZH S 1} = Al 7ol A e ZA o] n| x| A G 59
HElH A 349 gy E2o| et A &2 = 3} © 1 (h=.463, bootSE=.076, 95% CI=[.313, .614]),
PE2) ALgofmof vl2) = G| glo] ohulet B4 ofulel |2 el w3k 27 ol A= A o= Lhehy
(AA A olulE}vs. B EH A A olHlEN S 2 A TS 4 TH(b=-.992, bootSE=.432, 95% CI=[-1.845, -.139]). &

2317] 918, PA M o2 A e E4a} A shE AR
2 Atol o A|o] ofutet B4 2AMSE £eJ5}
o] o] Ful | 5 & B A5 T £41L Hayes(2018)
2] SPSS Process Macro 4.0 24l 831 & o]-&3}o] HE
AEW B A5 EH95% confidence interval,
5,000 samples). @A A ofu}Elo] 2742 1, H]E A H
ofHlERS] 22 002 S E o B Hlom, 5
XPS’J Lhol, A, v e 2 AR AIZHE A sHA F
E [ E] o] r,].

H M 752 918 AE Y Eo] vty A &
HE 4o /\}4‘1—45011 o] 2= G ol ol A5}
ANk EA4FE] ol ol et ofuiet
o 24 whE shelat Al opubel 3o] o3t
A v f21 8 A 02 hekikrhindex of
moderate mediation=.020, bootSE=.017, 95% CI=
[.005,.061]). o] Zuj = Eaf Ay ZTHo| el
2 82 SHFY ARG o) M A= G HlEA
Z ofdle} 27 Hth(Effect=.042, bootSE=.025, 95%
CI=[.006, .105]) &A1 2] ofule} 27 A v (Effect=.062,
bootSE=.035, 95% CI=[.008, .145]) ©] =gttt 14| A
o= Aed FHol AgtE ARl A= I
ofulel 54 o] 2E A5 AL A iK(Table 4), A| 3t

7

3z
=
o

N —'-10 i, of
W M R

5] A3t AAfgre] AT g &2 ofutel 419
Az AL a7t {8 AeR e TH(6=.220,
bootSE=.101, 95% CI=[.020, .420]). 41 & o}u}E}2)]
7oA Ay FH o] AEtE Aol v = 9
ko] (Effect=.684, bootSE=.068, 95% CI=[.550, .818])
H| & Al A ofule}o] % 7] of| A X Th(Effect=.463, bootSE
=076, 95% CI=[.313, .614]) =& 7oz L}ehgu}
(Table 5). & AHEAES T it A | 3ol

O A FHE AT A o] AR =1, @AH S o}
H}EPE AFE-5hE HERH A S of| A= o] B3
ZAEHE & o 4= ot whEkA] ot B0 2 H a3t

off thgt 71 47F A1 A = .

H5skaL ofof of

Table 4. Interaction effect of rendering quality and avatar character on embodied presence

95% Confidence interval

Independents b BootSE

LLCI ULCI
Rendering quality 463 .076 313 .614
Avatar character (Realistic vs. unrealistic). -.992 432 -1.845 -.139
Rendering quality X Avatar character 220 .101 .020 420
Metaverse using time .001 .001 .000 .002
Age .002 .005 -.007 .013
Gender .066 .074 -.080 212

Table 5. Conditional effects of avatar character

95% Confidence interval

Avatar character Effect BootSE

LLCI ULCI
Unrealistic (0) 463 .076 313 614
Realistic (1) .684 .068 .550 818
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3}=1t|(Daft & Lengel, 1986; Hasim et al., 2020; Teo et
al, 2019), ¥ €151 v ehu) 27} W ALA A8 3D 714}
S 0.2 P Tl A9 vl o]k 2o 4 vehn
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| Bp ] 2 %]’76]’%‘6‘ &t =7 4= Qleh 53] vl ek
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¥} oflERe] A Ao AlstE AT H EASS T
THNA, Aoz HEtH A SHE AR =S
ol A0 & el o] = WEtH A 9] u|t] o] 5
4 87 AREAF Aol Ak el e adle] HE
A Fgtet.

A, 7V B oA = AREAZE AR LA A A =
o7} Q=% 3 AAzY Adel AxEol it
(Nowak & Biocca, 2003; Zhang et al., 2022). £3] o}ua}
S Foll AHEAE AR = SR o] WA I 3T &of
AL =77]= A 3k AR 7Ee] 7 H2(Mennecke
etal., 2010) @A A Ao A &) B2 71 AlAl = 2
Sk HE 2o A= vl - a3t @ 47} He) o]
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H AT AR A o2 ST = 2 Y-S st

X
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o of
Rnk —{11
ﬂJlO OE O_L,

+
ox
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Row, o= AgtE AAge] 7 B9 Vw4 &
axof ol ek 4= Q&2 Hol g AP AHKim &
Ko, 2019; Nicovich et al., 2005; Van Kerrebroeck et al.,
2017; Zhang et al., 2022)2} & %] 5t}

o] totr} of wjat ofulelE ghg-at7lo] ue of
Epi2s 73 9] Aeje) o) A31E ARl vl
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Sh= Ak AAA Y] 2t o slolslg
. o bl & 43 EAES F B Ao} o
2] Q121 ofulELO] A 22, 35 2] S o] w|EtH A 1]
Hoje] BH4& AZe) shet] Fa 247t E
3 9SS o]tk (Nowak & Fox, 2018; Jiang &
Benbasat, 2007). 53] @A & Q] & Z1+= ojulerr}
Al et 2 g ol A= e | FH o] =5k
Askel ARzl % ZshEThE ol 1 2] 2
WS S8l AxEch geba wE A7 4 AlA 9
SR Fha @ olehiz oA, AHg 2] Fha B 1
ofl 9] A A7 A2k ek 2 AL A B
S AUE 5 Sk ol = A g FH o] 2 HEH A
Hg ol A A A A Q1 ofutErE AT 24, AREAFO
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> >
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H|(Cheng & Huang, 2022; Decock et al., 2014; Wee et
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