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Background

Background of the problem

The functions that wirtual worlds fulfill in people’s lives have
expanded substantially in recent years. Before the emergence of the COVID-
19 pandemic, people were in:reas.i.ugly devoting their time to virtwal
environments. Particular attention hjﬁﬁi to the metaverse as a future
technology in'the context of & pos: todus from real-world locations
o wrlugtﬂiﬂs Mm#}m as T]'IE nhvmﬁme# which is a virtual
apmt VMM ein receive enh-.dmmn-etﬂ‘ﬂﬂ;n.cl with others,
and even conduct business. A characteristic Mﬂﬁnﬂh&l‘ﬁ the metaverse

--ﬁun ils predecessor, the internet, is its pbfehﬁlh be explored in ways
similar to our interactions in the real world. This will ha:hiﬂulpnmunlv

ﬂw the continued ndvancement of virtual and w reality
echnology. which allows users to be trnsported into virtual worlds or have
ru!hlhh'uenﬁ integrated into the real world (Oleksy et al., ED._’{;
Thqtidea of 2 metaverse has been around:for thirty yeanhE term
“metaverse” was first introduced in Neal S{ephmm’&ﬁun novel
Snow Crash in 1992, Today, certain components of the upcoming virtual
world hiave been used extensively. Users can create personas, make trades.
and bay and mﬂl virtual real estate in Second Life, among uﬂwr activities.

mmm are. also enhanced by m viriual conversation
platforms. umiudmg Decentraland nn;l Sandbox, as well as VRChat.

Additionally. recent years have seen an explosion in sugmented reality (AR)
gaming, exemplified by the popularity of Pokemon-Go, which allows
smartphone users to navigate the real world in pursuit of virtual concepts.

Simultaneously, there has been a substantial improvement in the guality and
accessibility of VR systems. which has had o major impact on their gradual
acceptance. However, despite the incredible technological developments. the
general public has only just been briefed on the metaverse. This came to light
when leading technology companies declared their initiation to develop their



own iterations of this technology, which includes the broad but somewhat
vague concepl of “the next evolution of social relationships™ as well as
improvements to today's virtual environments § Bﬂ.rreda-.‘"mgeies etal., 2023),
Based on several previous explanations, researchers concluded that the
metaverse a5 8 new computer-mediated environment consists of o virtual
"world" where people act and communicate with each other in real-time
through digital representatives :alhim
Social dimension of Mmetaverse, ]_uﬁﬁnﬂhri]r its capacity to forward
Renl-tmm.e.rugj‘ ocial Interaction: fﬂh'm},'lﬁpumuh:ﬂ}mchrms
engagement mmﬂﬁkmmh as hearing, touch, mmghl among two
-ﬁ' me mdwiﬁlﬁp, !ﬁ'lr garnered global L‘npm hﬂm.ﬂl.enlmrt Mark
Imknberg.ns Meta €EO for instance, shows the metaverse as the social
‘interaction ultimate pinnacle. The company's decision executives anticipate
that the metaverse, with its capabilities for RMSI, ha< the potential o provide
hwﬂiuﬂ to consumers and enterprises when compared wmlll“n-
W (2D} computer-hased platforms such as Skype, M and
Zoom. "l'll’kperspa'lwe t¢ undermimad by financial analvsts liﬂpmdid a
substantial shift in business dynamics from the 21 intemet o the metaverse.
Goldman Sachs says that the metaverse is expected to generate trllions of
dollars in annual reyenue, (Sheridan et al., 2021). ¥y |
. Th&m h_ﬁ_ﬁtmrsjw space mmwrttmr and physical
realities; the users can engage in real-time infersctions and experiences
distance regardless and with many various elements. Think likely, it is able
to revolutionize hwmm wﬁﬂﬁwhl:tmtm of leisure. Mark

Zuckerberg envisions the metaverse as the next evolution on the far side of
maobile internet, emphasizing its distinctive feature of creating a "sense of
presence.” This entails users having the ability to project themselves as
holograms, allowing them to be present in an office without travel, attend a
concert with friends, or join a gathering mn their parents’ living room to
connect with reality. Microsoft and Facebook (which has since changed its
name lo Meta) are among the world's largest technology companies investing



billions of dollars in virtual hardware and software. Despite this, there are
many other companies eurrently developing their own metaverse worlds, such
as, Google, and TheSandbox. By 2022, Citigroup estimates that the metaverse
could become an 88 tnllion to §13 trillion addressable market by 2030, and
companies such as Guect, Nike, and Coca-Cola have also begun investing.
developing products, and even building virtual spaces in metaverse (Ortiz,
2022).

mntd%mﬂﬁﬁ%@mm WI gnwlh in its user
base during the pandemic. In May 2019, the majority of wsers (75%) were
uner the age OF 35, with 43% falling below 23 years old, indicating a
pronounced skew toward the younger dw Huhhly the pender
 distribution is notably imbalanced, with 81.5% Bfm;'ﬁﬁngm although

thimct is not nddressed “ﬂmmeuumufﬂmmm
al., 2022), VRChat serves as a platform where individuals can interact with
others through avatars in 4 3D computer-generated world using yoice and
gestures, Within VRChat. each user has the capability to construet diverse
\ﬁﬂjﬂ “Wmlas " and fellow users can explore ﬂmm ﬂws to the
VRChat environment is possible either ﬂmtlﬂ 8 PC-conneeted head-
mounted display (HMD) or a.standard flat screen, utilizing VRChat Desktop
M m Desktop mode mllmlmhnmmmin[mu'neﬂha sensations
Mm;ﬁmm can still eumﬁvmne communication and
navigate the virtual world freely, similar h}_‘_ﬁ experience with an HMD.
Notably. one of VRChat's features is the ability for wsers to play together from
distant locations by connecting ;:r\rer the :Inl.e.meli providing a shared

adventure for gadget enthusiasts, particularly during the Covid-19 pandemie
{Hiramatsu et al., 2022),

VRChat offers users a digital environment, presented as chat moms,
where they can hunt their specific objectives. While VRChat comprise
community-crested activities like capture the flag. bowling and so on, its
tendency is frequently towards role-playing pames. The platform lets for



flexible avatar selection: users are able to effortlessly create various
characters visually. In these chat rooms, the stories and narratives contructed
during role-playing games are entirely at the carefulness of users. reflecting
their creativity and determination. As these role-playing games start to lose
their way (if they ever had any), players are blurring the variance between
VRChat as a game and ils role as a "software toy.” Upon logging in the gamie,
users notice themselves enveloped in & movel world, adoring the joy of
escapism mﬁmmmm 15:the most part anonymous,
ailmul:},ﬂ ﬁ#ﬁ!u wmm methode of interaction with the
virtual world, and with whom they arrest. In spite of the fictional nature of
this space. the experic : ees, conversalions, a rdmtlp:rﬁmmd within it
hold genuine and tangible significance (Park. ﬂﬁlﬂ}.
The idea that video games can cunsmnﬁ___l___ - am

W time is a well-estoblished phenomenon. Nwm @eﬂl}r
acknowledge spending hours immersed in o single game, ‘anm;er ’ll:mg
relatively new, VR Chat has already amassed a community of dedicated users
whh#ﬂ:mhslnnun! time in the virtual realm. Umrs frequ-unll}.r u;pm:s the

VR Chat. This opportunity has empowered md_wﬁlh-!nbe m_wu‘l.-'ocal and

cextroverted within the software, o stark contrast fo iheir ‘potentially
introverted behaviar in real-life situations where approaching strangers for a
conversation might be less fikely (Park, 2018).

Nevertheless, li.tepleas[uv derived from VR Chat is not without its
drawbacks, and &mmm mméss the positive aspects of
the platform. When users begin investing more time and attention in building
and nurturing their digital existence, the repercussions on their real-life
identity and relationships become apparent. Depersonalization, derealization,
and eventual disconnection are potential outcomes of establishing an 1dentity
and life within this virtual environment. The emergence of these issues can
be unsettling as they wvnfold inconspicwously without evident signals or

awareness. The situation becomes more concerning when users struggle to



distinguish between the boundaries of reality and their virtual lives. VR Chat
can be used to complement existing social gaps in a user's life. but ultimately,
the overall model or mentality is not sustainoble. In the novelty of VR Chat,
this is just a guess. but it's a common problem that arises m avatar-based and
immersive video games.

The role played by anonymity in providing space for expression and
interaction in VRChat is not trivial. Apﬂms high degree of anonymity in
VRChat mkﬂm feel uﬂb ﬁw—nﬂ l,'(u'm to express and communicate.
The EWE‘S nulﬂﬁug ﬁ'um the nbsenee of thf.se boundaries are
mif.mr in mﬁt urpmﬁt:dﬁmhrhmnn. which m attempts to
incresse self-understanding snd personal deve
“tpersmnl mrfﬂil!:ll um:l intrapersonal inuu, or Hiﬂme emotions and
| experience one's identity, It is ressoned by these mﬁm an alter
Mﬂuﬂ or second account fo follow sccounts that m napprc
'fpﬂqamd.hy their real accounts, often starts from a sense ufp'mh. ﬂ;ﬂhnﬁther
@-qf#_muunl. both of these are 1o avoid stalkers and have the freedom
io stalk accounts they want 1o know about without having to reveal their
identity. 1t is admitted that this second account was restricted only for those
:tlams:t to them by uploading and doing sumemmnl from the main

account o mamiun the profile image that has been crested (Bahar, 2018).

In today's world, instances can be found where social media platforms
are utilized to w#ﬁmlm nrllmﬂ;-;w;mls. These platforms
endeavor to connect spm?mlilg. with users’ dlﬁyﬁvcs. thereby fostering a
beneficial impact on their well-being (Emﬂ'ﬂﬂlﬂhl:l 201%). For instance, a
social media user mm 5pren|:l ]:r,uppmtss ur pf_l.;E.i.l.:'l'h'E feelings by expressing

IIIIE‘.‘

admiration, affection, or approval towards another user. This sets off a chain
regction of happiness, where users transmit these positive vibes to others,
resulting in a widespread "pandemic of happiness" across the globe in a
mutter of hours. Essentially, this cascade of happiness or posttivity has a
magnifying effect, creating an autonomous and dynamic network of jov.



motivation, positivity, creativity, and similar sentiments {Sonica Rautela,
2019

Moreover, it would be unwise to assume that the fictional world is
devoid of its own set of issues. These virtual realms are susceptible 1o
problems such as hatred and discrimination. In fact. the anonymity provided
by VR Chal can contribute to the fostering of a negative environment. An
illustrative case is the mm-wuﬁlw.un Knuckles. which exemplifies
racism and stersotypes perpefunted by usersin VR Chat. gaining notoriety on
the mlm. Users. while embodyin, H'be ngmﬁhi Knuckles avatar, often
adaptlt"""nﬁlﬂ' mmm@ge mn ceasnhss qﬂﬂtﬁl their "do wae"

Hgbﬁenrlud and pbyhl mstances nherelyﬂpdfhlﬁnﬁmls embodying
Mﬂ harasses a female avatar can be scen a5 m ﬁ line into

Wﬁlc the metaverse is currently undergoing dzwlupuﬂﬂ;mtmn
cw of 1t already exist in widely played xideo pnmes like VRChat.
mﬁnﬁnﬁd in 2017 on the Steam platform. M video game
‘developers play an important role in building &um gimils primary
nature as an addition of video games. It is nﬂﬂﬂ! o note that video games,
hm hﬁﬂg ﬂﬁ ﬂm health a.nd. #ﬂiﬂ mms ncluding the
normalization of violence. perpetuatian uf#th’md racial stereotypes,

gaming addiction, and other related i issUes , 2020). VR. due to its

nature and design M‘!ﬂm WH realistic, can exacerbate
many of these Iiungs. To nppru;n'mtﬂl} nnvlgale and regulate these

lechnologies, society and, in particulzr, policymakers must fully understand
the dangers associated with these technologies (and emerging dangers) ( Ortiz,
20223,

The phenomenon of social interaction within virtual reality platforms
like VRChat presents a compelling subject for research due to its growing
popularity and unique implications for interpersonal relationships. However,



despite its increasing prominence, there remains a gap in understanding the
nuanced dynamies, mechanisms underlying the formation and maintenance
of bonds in the metaverse and conducting the information between interactant,
such as how and what aspect that makes building bonds in VRChat can be
deep and meamningful aside from other social media. Therefore, o qualitative
exploration into WVRChat's social interuction is warranted to delve into the

conduct a study o
Exploration of VRChat's Social Interzction



1.2

1.3

Formulation of the problem
Based on the background of the problem above, the problem formulation i this

research is:

“What about real-time multisensory social interactions (RMSI) in the metaverse,
especially in the VRChat platform™”
Research Objectives and Benefits
1.3.1 Research purposes

Based on the problem formulation above, the aim of this research is to describe and
identify: The social Interaction through Real-time multisensory sotial interaction (RMSI) in
the meta\'m;h the \"ﬂﬂmphthm . -

1.3.2 iquﬂ!! of rescarch
Th!.’l benefits of this research are divided into'two, namely, theoretical and practical

benefits, the explanation is as follows;

] ths

a. Thisresearch has significant theoretical benefits for VRChat usml:gr{xqﬁdhm an in-
depthmmmng of how real-tme multisensory social mu:mcunn;{th_lﬂl} in the
mlmw,e@nmjly i VRChat, impacts their experiences. The research results can
provide insight into how the dynamics of these interactions relate 1o ﬂndwclnprrwnl
af social relabionships in real life. allowing useﬁ o bﬂlﬂ:r understand how the
metaverse on work

b. Forsoicly s whole, i rescareh can provie deep understanding f he proces
of metaverse, ﬁpuﬁlﬂyiﬂﬂu context of VEChat, on the users' social interactions.
This can pmu-de a basis for the development of policies that better manage the
potential risks and benuﬁhﬁfmtl‘l'm

¢. This research can provide theoretical contributions for future rescarchers in
understanding how the evolution of social relations in virtual worlds can form a new
paradigm in madia studies, psychology and digital sociology.

Practical Benefits

a. This research is expected to provide practical benafits to VRChat users by providing

=)

an in-depth understanding of how real-time multisensory social interactions (RMSI)



in the metaverse, specifically in VRChat, can influence their experiences and how this
can influence the understunding of how Metaverse work. With this understanding,
users can be more aware of the potential positive and negative impacts of their
involvement in the metaverse.

b. This research is also expected to provide insight of the metaverse social interactions.
This information can serve as a basis for the community to develop a more thoughtful

approach to the use of the metaverse, taking into account the possible implications.
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