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Abstract: In a rapidly evolving digital landscape, the Metaverse emerges as a transformative force,
integrating augmented reality, virtual reality, and the internet, to redefine online interactions. This
collective virtual shared space promises to revolutionise global collaboration, communication, and
information engagement. Our study consisted of the application, through an online form builder,
of a questionnaire to Portuguese adult gamers, analysing the results with descriptive statistics. Our
research question was the following: how is the Metaverse perceived and represented by gamers?
In this context, we trace four objectives: (1) verify the representations of the Metaverse; (2) verify the
representations of immersion; (3) verify the representations of the multiverse; and (4) verify the
importance of these concepts in daily reality. Our findings explored the Metaverse, immersion, and
multiverse concepts, uncovering gamers’ perceptions with emphasis on animation, gaming, and
virtual worlds as foundational elements. The Metaverse arises as an evolving force that bridges
emotional experiences, offering limitless possibilities for experimentation and exploration.

Keywords: Metaverse; multiverse; virtual world; immersion; gaming

1. Introduction

In the rapidly evolving landscape of digital technologies, the concept of the
Metaverse has emerged as a transformative force, redefining how we interact with and
experience the online world [1-6]. The Metaverse represents a collective virtual shared
space that integrates augmented reality (AR), virtual reality (VR), and the internet,
providing users with immersive, interconnected experiences [1-6]. As we navigate this
dynamic digital realm, the Metaverse promises to reshape social interactions, commerce,
and entertainment [2,7]. Its importance lies in creating a seamless digital environment and
in the potential to revolutionise how we collaborate, communicate, and engage with in-
formation on a global scale [1-6].

At the heart of the Metaverse concept is the notion of immersion, a key element that
amplifies user experiences to unprecedented levels. Immersive technologies, like virtual
and augmented reality, transport individuals into alternate realities, blurring the lines be-
tween the physical and digital worlds [8]. The immersive nature of the Metaverse fosters
a sense of presence [9], enabling users to engage with content in ways that go beyond
traditional interfaces. This sensitive level of engagement can have profound implications
across various industries, from education and healthcare to entertainment [2] and busi-
ness. Immersing oneself in a virtual environment opens new possibilities, marking a par-
adigm shift in our approach to digital interactions.

As we delve deeper into the digital frontier, the multiverse concept emerges as a
compelling extension of the Metaverse, introducing the idea of interconnected and paral-
lel digital universes. The multiverse goes beyond a singular virtual space, envisioning a
network of diverse and coexisting digital realms with unique characteristics and rules
[2,10]. This concept emphasises the diversity and richness of digital experiences,
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accommodating various preferences and interests. In essence, the multiverse amplifies the
democratisation of digital spaces, allowing users to explore and engage with content tai-
lored to their preferences [11]. Understanding the significance of the Metaverse, immer-
sion, and multiverse concepts is essential for navigating the evolving landscape of digital
experiences and harnessing their potential to shape the future of our interconnected world
[2,4].

The intricate interplay between the Metaverse, virtual reality, virtual worlds, immer-
sion, and the multiverse marks a transformative era in our digital interactions [1-6,12]. As
users increasingly seek more immersive and interconnected experiences, these concepts
collectively contribute to a digital landscape that transcends traditional boundaries, offer-
ing a glimpse into the limitless possibilities of the evolving digital frontier [13,14]. In this
way, it is necessary to explore the relation of these concepts and how they are perceived
by the users (as gamers).

This study is integral to a broader research initiative examining the Metaverse, vir-
tual reality, and gaming concepts. The central question revolves around understanding
how gamers perceive and depict the Metaverse. After analysing the literature regarding
these concepts, we found a gap to be explored between how adult gamers represent the
Metaverse and how they relate it to the multiverse and perception of immersion in virtual
worlds. To understand how adult gamers perceive and represent the Metaverse concept,
it is important to identify the dimensions that structure it. By identifying these main di-
mensions, we also unveil intricate connections between the Metaverse and other concepts,
providing essential findings for future studies and bridging some gaps with new
knowledge.

This research is part of an ongoing PhD program, and the current objectives have been
formulated by drawing insights from previous studies [1-5]. The objectives of this study are
aligned with the main goals of our PhD thesis—under the supervision of a scientific com-
mittee—ensuring a cohesive integration into a larger developmental framework.

And so, we ask: how is the Metaverse perceived and represented by gamers? In this
context, we aim to (1) verify the representations of the Metaverse; (2) verify the representa-
tions of immersion; (3) verify the representations of the multiverse; and (4) verify the im-
portance of these concepts in daily reality.

This paper has a comprehensive introduction and a concise literature review. Follow-
ing these sections, we examine the methodology employed to analyse the questionnaire re-
sults. Subsequently, we present the findings, followed by a discussion that evaluates the
current results. The conclusion incorporates insights from the discussion and offers sugges-
tions for future research endeavours.

2. Background
2.1. Metaverse

Coined by Neal Stephenson in 1992, the Metaverse is defined as a virtual world ca-
pable of reaching, interacting with, and influencing human existence [15]. Despite its ini-
tial conceptualisation, there exists a lack of consensus on its precise definition, yet there is
an anticipation of convergence towards agreement in the future [1,5,16]. The Metaverse is
envisioned as a vast dimensional network of interconnected 3D virtual worlds, experi-
enced synchronously and persistently by users, offering a unique sense of presence and
data continuity. It allows for social, economic, and cultural engagement through avatars
and merges socially immersive virtual realities with online multiplayer platforms, gaming
worlds, and augmented reality [17,18].

Proposed as a layer between reality and individuals, the Metaverse is a 3D, virtual,
shared world enabling various activities through augmented and virtual reality technol-
ogies [19]. Rooted in the physical world but without physical limitations, it facilitates in-
teraction between people through avatars, fostering engagement in social, economic, and
cultural activities [20]. It integrates physical and digital virtuality as a post-reality
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universe, supporting multisensory interactions compatible with multiplayer online video
games [21,22]. The Metaverse can transform digital communication and significantly im-
pact entertainment, education, healthcare, the economy, information, and services [23].
The gaming and education sectors were early adopters, recognising the transformative
potential of the Metaverse [24,25].

The Metaverse’s evolution is intricately linked to technological advancements, par-
ticularly within the gaming world, where success in virtual and augmented reality tech-
nologies and animation evolution paved the way for its emergence [26]. There is a grow-
ing initiative to materialise the Metaverse, aiming to offer a virtual reality that surpasses
the constraints of physical reality in terms of virtual affordances [27-31]. The proposition
suggests bridging consumers’ imaginations with the natural world [32]. This involves con-
verging social networking and immersive virtual worlds [30] to establish a dynamic space
for brands to interact with and continually captivate their audience [31,33-35].

While Neal Stephenson introduced the concept in 1992, ongoing exploration reflects
its evolving nature and the volatile dependence on current and future technologies [4,5].
Defined as a game offering an immersive experience through virtual reality technology,
the Metaverse creates a layer between individuals and reality, providing a gamified expe-
rience [5,36]. Characterised by a top-level hierarchy of persistent virtual spaces that blend
with real-life experiences, it allows for the emergence of social, commercial, and personal
experiences through technological interfaces [7]. Functioning as a 3D virtual shared world
reliant on augmented- and virtual-reality technologies, it eliminates physical interaction
limitations among users, fostering engagement in social, economic, and cultural activities
[37]. Positioned as a post-reality universe, it represents a multi-user environment support-
ing multisensory interactions, marked by a mix of elements such as online games, social
networking, augmented reality, and virtual reality, accessible through various devices
[38—40]. Supported by technology, the Metaverse not only transforms entertainment but
also offers significant opportunities in areas such as social services and professional en-
deavours [1].

Although the Metaverse concept’s inception dates back to Neal Stephenson in 1992,
it remains an evolving and multifaceted concept with much still to explore [5]. The ab-
sence of a consensus definition underscores its dependence on present and future tech-
nologies, making predictions about their influence on perceptions, desires, and needs a
challenging task [4,41]. Defined as a game that offers an immersive experience through
virtual reality technology, the Metaverse creates a layer between individuals and reality,
providing a gamified experience [5,36]. Characterised by a top-level hierarchy of persis-
tent virtual spaces that blend with real-life experiences, it allows for the emergence of
social, commercial, and personal experiences through technological interfaces [7].

Functioning as a 3D virtual shared world reliant on augmented and virtual reality
technologies, it eliminates physical interaction limitations among users, fostering engage-
ment in social, economic, and cultural activities [37]. Positioned as a post-reality universe,
it represents a multi-user environment supporting multisensory interactions, marked by
a mix of elements such as online games, social networking, augmented reality, and virtual
reality, accessible through various devices [38-40]. Supported by technology, the
Metaverse not only transforms entertainment but also offers significant opportunities in
areas such as social services and professional endeavours [1].

2.2. Virtual Reality and Immersion

Virtual reality, originating from the gaming domain, is characterised by its capacity
to substitute human senses with computer-generated data, creating an electronic simula-
tion of diverse environments [13,24,26]. Its immersive experience relies on computer
graphics, displays, and interface devices, forming a 3D computer-generated environment
representing a new medium enabled by technological advancements [15,42]. Early
adopters and technology enthusiasts predominantly embrace virtual reality and related
technologies as consumer applications [43—45].
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Furthermore, there is a rising trend in deploying these technologies in specialised
verticals, as evidenced by their integration in various domains, including studies [45-48].
This technology profoundly impacts human lives, encouraging continuous exploration of
technological limits and optimising resources for scientific and technological progress
[49]. This immersive technology has critically impacted communication, such as talking
over the phone, sharing video messages or participating in an online meeting [50]. Now-
adays, the immersive experiences are being implemented has effective marketing tools,
creating, for example, a prior experience of tourism destinations [51]. The key elements
defining virtual reality include participants, creators, the virtual world, immersion, and
interactivity [42]. The concept encompasses various forms, such as cab simulation, pro-
jected, augmented, telepresence, and desktop virtual reality [17]. There is also a virtuality
continuum (VC) spectrum that categorises immersive technologies as providing a sense
of presence or social presence in a range of real or completely virtual environments [52].

Virtual reality’s illusionary nature, often regarded as a creation of computers [53], is
countered by proponents emphasising its realness, as users can interact with objects with
virtual realism, presenting it as a practical and effective communication medium [42]. Vir-
tual environments and ongoing experiences with social interactions acquire life through
computer graphics, displays, and interface devices, offering spatiality, immersion, and in-
teraction [15,54,55]. With a focus on creating realistic environments and convincing par-
ticipants of being in another place, virtual reality proves its efficacy through diverse, im-
mersive tasks accessible anywhere and anytime [15,56,57]. This technology brings high
expectations for revolutionising interactions with the digital world [18] and profoundly
impacting daily human life by providing varied means to access, view, and analyse data
[55].

The Metaverse, dependent on virtual reality technology, owes its existence to the ca-
pability of virtual reality to create worlds and environments [41]. Ivan Sutherland’s pio-
neering implementation in 1968 paved the way for virtual reality’s integration into daily
life, influencing users to accept alternative realities and offering a continuous experience
through virtual realms [58]. Virtual reality, a recent concept facilitating existence in imag-
inary worlds, demonstrates its technological prowess through computer-generated envi-
ronments that provide immersive experiences across various domains [59,60]. The evi-
dence of its impact lies in the immersive characteristics that replace real-world sensory
information, generating a convincing sense of presence [61,62]. With its unique and spe-
cial immersive systems, virtual reality significantly influences human actions, perceptions
of reality, and self-understanding [61,62].

Immersion in virtual reality is defined by its sensory fidelity, relying on the system’s
rendering software and display technology, representing an objective property of the vir-
tual reality system [63,64]. Successful immersion necessitates the provision of sensorimo-
tor contingencies that enable perception and support natural behaviours, contributing to
the illusion of presence and fostering a subjective, experiential engagement [62—-64]. De-
spite its potential to evoke a profound sense of reality, immersion in virtual reality may
be perceived as unconventional when viewed with common sense [62].

The concept of presence in virtual reality refers to the tangible feeling that the virtual
environment is a kind of reality, with the user’s sensations and actions responding to this
virtual world rather than the physical reality [65]. It is a subjective and individual re-
sponse tied to the experience of “being there”, allowing for varying levels of presence
among users in the same virtual reality environment [61]. Presence can manifest in differ-
ent forms, including physical, social, and self-presence [9]. A heightened physical pres-
ence enables users to abstract themselves from the environment, while social presence
involves perceiving virtual social actors as actual social entities. Additionally, self-pres-
ence is the psychological connection with a virtual body, contributing to the sense of own-
ership over that body [9,63].

The relationship between immersion and presence is significant, as a higher level of
immersion enhances the sense of presence [62]. Immersion, in this context, depends on
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vividness and the realism of representation facilitated by devices [66]. The hardware and
software play a crucial role in determining the level of immersion, with the breadth of
information (the number of sensory dimensions simultaneously present) being a key fac-
tor [13,61]. Collaborative efforts across multiple media contribute to achieving higher lev-
els of immersion, extending beyond traditional input devices like keyboards and mice
[13].

For users who can move within the virtual space and comprehend different points of
view, the perception of immersion is particularly heightened [67]. The collaborative inte-
gration of hardware and software and the richness of sensory dimensions play a crucial
role in enhancing the immersive experience and, consequently, the sense of presence
[61,64].

2.3. Multiverse vs. Virtual Worlds

The distinction between the multiverse and virtual worlds becomes more apparent
when considering their fundamental attributes and underlying concepts.

Virtual worlds are immersive digital environments where users engage in real-time
computer-generated simulations. Characterised by their persistent and dynamic nature,
these spaces foster a spectrum of social interactions and activities, including forming
friendships and conducting property transactions [68]. These worlds, navigated through
avatars, serve as shared frameworks where users interact with objects or other users in
real-time [69]. As a subset of virtual reality, they provide seemingly real user interactions
with three-dimensional elements [70]. Virtual worlds, extending into domains like educa-
tion and leisure, have become integral to various facets of our lives [71].

These virtual environments, akin to persistent and dynamic computer games, con-
tinue to draw in a growing user base and establish alternative legal systems [68]. Their
computer-mediated, networked, and spatially navigable characteristics offer avenues for
diverse experiences, extending beyond social interactions to encompass activities such as
property transactions [72]. Inhabited by avatars, these environments manifest as shared,
simulated frameworks that allow users to navigate and interact in real time [69]. These
computer-generated simulations, recognised as a subset of virtual reality, incorporate
three-dimensional elements, providing users with seemingly real interactions [70]. These
virtual worlds, having an immersive nature, are non-pausable, distinguishing them from
traditional virtual environments [73].

Delving into a conceptual realm, an intriguing question surfaces: does the Metaverse
serve as the creator of the multiverse? Both concepts envision merging digital and real
worlds, but remain distinct entities. Acting as a precursor to the multiverse, the Metaverse
involves the coexistence of multiple instances in different contexts [74]. The multiverse,
introduced by Joseph Pine II and Korn, unfolds as an architectural framework for ad-
vanced extended reality (XR) experiences, defined by three variables: Space/No-Space,
Time/No-Time, and Matter/No-Matter. This results in eight realms, each providing a
unique reality and spanning the entire reality—virtuality continuum [74].

The multiverse comprises multiple independent worlds with minimal shared data,
leading to diverse rules, equipment, sign-in systems, and friends lists [10]. The multiverse
is described as a collection of distinct digital spaces with unique features, so it diverges
from the Metaverse in essential aspects such as definition, ecosystems, flow, properties,
and entities [11]. Both the Metaverse and multiverse signify the dynamic evolution of dig-
ital experiences, beckoning exploration into infinite possibilities at the intersection of real
and virtual realms.

Moreover, the multiverse extends its scope beyond the confines of a single virtual
world, serving as an architectural framework tailored for advanced extended reality (XR)
experiences, as introduced by Joseph Pine II and Korn [14]. Unlike virtual worlds, the
multiverse concept involves multiple independent realms with minimal shared data, re-
sulting in unique rules, equipment, sign-in systems, and friends lists [10]. This intricate
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tapestry of digital experiences showcases diverse behaviours and features within separate
digital spaces, surpassing the boundaries of individual virtual worlds.

While virtual worlds are immersive digital spaces with shared characteristics and
interactions, the multiverse introduces a more complex and interconnected landscape.
The multiverse concept envisions a network of independent digital spaces, each offering
its own rules and features, contributing to a broader and more diverse digital experience.

3. Methods
3.1. Data Gathering

In this study, we constructed a questionnaire, aligning it with our PhD project (in
development) and drawing insights from previous research [1-5]. The main concepts and
dimensions identified in earlier studies guided the formulation of questions in the ques-
tionnaire, ensuring its validity. This validity was gathered through content validity to en-
sure the questionnaire items cover the relevant aspects of our study, construct validity,
where we used previous studies to compare the construct of our questionnaire, and relia-
bility, using the Cronbach’s Alpha to measure the internal consistency. Once finalised, we
employed Jotform, an online form builder by Jotform Inc. (San Francisco, CA, USA), to
create our survey. Jotform was chosen for its user-friendly interface and effective manage-
ment capabilities, making it suitable for our purposes. This survey was published by the
research unit of which we are a part and was available for anyone to participate in. There
were no exclusion criteria, since this was open to anyone who would want, to participate
freely. All the participants were considered valid, which was achieved by the Jotform sur-
vey, since only if the participant answered all the questionnaires and submitted them,
would we have access to their answers. For participants who would abandon or did not
answer the questions, the system would not save their answers. Therefore, there were
non-invalid participants, and the study’s validity was preserved.

Our target audience comprised Portuguese adult gamers. After collecting the data
from a sample of participants, we used descriptive statistics for analysis, including fre-
quencies or total responses (N) and percentages (%). This analysis approach facilitated a
comprehensive understanding of the responses and their significance within the sample.
We also made a diverse number of factorial principal component analyses, or PCAs to
explore the structures of the concepts of Metaverse, immersion and multiverse. This al-
lows us to find the core dimensions in a concise and systematic way.

The questionnaire consisted of two sets of questions: the first five focused on demo-
graphic information, while the remainder addressed aspects related to the Metaverse, im-
mersion and multiverse concepts. To ensure the reliability and validation of the question-
naire, we applied Cronbach’s Alpha (a = 0.85). A higher value of Cronbach’s Alpha indi-
cates a very strong internal consistency among questionnaire items. We also verified that
the correlation among questions was highly statistically significant, affirming the reliabil-
ity of our data analysis.

3.2. Data Analysis and Results

We had a total of 112 participants, where 62 (55.4%) were female, and 50 (44.6%) were
male (see Table 1).

Table 1. Gender.

Gender N %
Female 62 55.4
Male 50 44.6

We observed a total of 77 (68.8%) participants of 40 years old or less and 35 (31.8%)
of over 40 years old (see Table 2).
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Table 2. Age.
Age (Years) N %
<40 77 68.8
>40 35 31.8

With the question “Are you somehow involved with Information Technologies?” we
verified that the majority are somehow involved with this technology. The results show
that 57 (50.9%) are connected through profession, 10 (8.0%) through studies and profes-
sion (working students), 2 (1.8%) through studies, and 1 (0.9%) through profession and
leisure; 41 (36.6%) are not connected (see Table 3).

Table 3. Are you somehow involved with Information Technologies?

Connection to Information Technology N %
Profession 57 50.9
Other (No) 41 36.6

Working Student 10 8.0

Student 2 1.8

Other (Leisure) 1 0.9
Professional and Leisure 1 0.9

Most participants have a bachelor’s degree (N =58, 51.8%), followed by a master’s (N
=34, 30.4%), then 12° grade (N =16, 14.3%) and, finally, a PhD (N =4, 3.6%) (see Table 4).

Table 4. Academic degree.

Academic Degree N %
12° grade 16 14.3
Bachelor 58 51.8

Master 34 30.4
PhD 4 3.6

In our question “How often (approximately) do you play digital games (on mobile
phones, consoles, computers, or other digital media)?” (see Table 5), we verified that the
participants are frequent players (or gamers), since the majority play daily (N = 63, 56.3%)
or weekly (N =49, 43.8%).

Table 5. How often (approximately) do you play digital games (on mobile phones, consoles, com-
puters, or other digital media)?

How Often N %
Daily (very frequently) 63 56.3
Weekly (frequently) 49 43.8
Never 0 0.0

Rarely 0 0.0
Monthly (sometimes) 0 0.0

With the answers to the question “To what extent do you associate the Metaverse
with ...”, we observe (Table 6, Figure 1) that the concepts that are most connected to the
Metaverse are Concept in Evolution (N = 46, 41.1%), Create New Worlds (N = 50, 44.6%),
Fiction (N = 50, 44.6), Escape social reality (N =47, 42%), Future (N = 48, 42,9%), Gaming
(N =43, 38.4%), Artificial Intelligence (N = 34, 30.4%), Immersion (N = 43, 38.4%), Innova-
tion (N = 44, 39.3%), Virtual World (N = 46, 41.1%), Multiverse (N = 41, 36.6%), Escape
from daily routine (N = 46, 41.1%) and Experience different realities (N = 46, 41.1%). We
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can also see some connection to Animation (N =35, 31.3%), Well-being (N =37, 33%), Hope
(N =42, 37.5%), Pleasure or Fun (N = 39, 34.8%), Reality (N = 34, 30.4%), Fear or Appre-
hension (N =31, 27.7%), Risk or Threat (N = 32, 28.6%), Socialisation (N = 36, 32.1%), Stress
(N =37, 33%) and Possibility of having other friends/family (N = 35, 31.3%). Connection
with and acknowledgement of base concepts like Animation, Gaming, Virtual World, Im-
mersion, Multiverse and Reality are linked to the Metaverse. We can see the understand-
ing of possibilities the Metaverse can promote, such as Well-being, Innovation, Pleasure
or Fun, Fear or Apprehension, Risk or threat, Socialisation, Stress and Experience of dif-
ferent realities.

Table 6. To what extent do you associate the Metaverse with... (%).

To What Extent Do You Associate the

Metaverse with... Nothing Little To Some Extent Significantly Very Much

Animation 17.9 11.6 31.3 304 8.9
Well-being 259 24.1 33.0 15.2 1.8
Concept in Evolution 8.0 15.2 24.1 41.1 11.6
Create new worlds 9.8 8.0 14.3 44.6 23.2
Hope 214 214 37.5 15.2 45
Personal experience 24.1 27.7 24.1 19.6 4.5
Fiction 6.3 54 11.6 44.6 32.1
Escape social reality 8.9 6.3 16.1 42.0 26.8
Future 7.1 7.1 25.0 42.9 17.9
Gaming 7.1 10.7 22.3 384 214
Artificial Intelligence 9.8 8.9 223 30.4 28.6
Immersion 11.6 54 21.4 38.4 23.2
Innovation 8.9 10.7 14.3 39.3 26.8
Virtual World 6.3 1.8 12.5 411 38.4
Multiverse 14.3 7.1 17.0 36.6 25.0
Past 36.6 37.5 17.0 8.0 0.9
Pleasure or Fun 10.7 11.6 34.8 31.3 11.6
Reality 259 29.5 304 9.8 45
Fear or Apprehension 20.5 26.8 27.7 14.3 10.7
Risk or threat 19.6 24.1 28.6 19.6 8.0
Socialisation 18.8 25.0 32.1 19.6 4.5
Stress 20.5 31.3 33.0 11.6 3.6
Desire to live (like an Avatar) in a virtual 277 196 214 18.8 125
world
Escape daily reality 125 11.6 19.6 41.1 15.2
Experience different realities 125 7.1 17.9 41.1 21.4

Possibility of having other friends/family 25.9 19.6 31.3 17.0 6.3




Electronics 2024, 13, 2491

9 of 21

50.0%

45.0%
40.0%
35.0%
30.0%
25.0%
20.0%
15.0%
10.0% |
ool |18 I | i |
o : i JUF N I Wl Ll I
C X X L2 QA P& @ LN @3 A A ERXA. @ N
Ny R S NS P 50 O EE NP &5 (_}@? St 2-\\0“@@‘
OISR SN MNP NN ° ¥ @ S Rl b
NI N > ¢ & QD N & O & F D &
B CH N RN & & & &3 Q/,\e}\\;\\é\
0 N SR &0 & QPR
¥ & o . RS <
&® R o8 & 'S‘o @‘\\ & &b\ o&z
< I~ @ > RN
& 5 NI
< s L
N
& Q&
N S
O R
.\@ ro,
&
m Nothing m Little To some extent Significantly m Very much

Figure 1. To what extent do you associate the Metaverse with... (%).

We can see in Table 7 (Figure 2), regarding the question “To what extent, in your
daily life, is the important...”, that the participants clearly state that Animation (N = 43,
38.4%) and Socialization (N =47, 42%) are the two most important concepts in their daily
lives.

Table 7. To what extent, in your daily life, is the... important (%).

To What Extent, in Your Daily Life, Is the...Im-

portant Nothing Little To Some Extent Significantly Very Much
Metaverse 429 36.6 15.2 5.4 0.0
Gaming 34.8 24.1 15.2 20.5 5.4
Virtual Reality 40.2 33.9 15.2 7.1 3.6
Animation 15.2 9.8 29.5 38.4 7.1
Desire or need for immersion (virtual) 33.0 32.1 24.1 9.8 0.9
Cosplay 55.4 28.6 14.3 0.9 0.9
Virtual World 28.6 34.8 20.5 14.3 1.8
Multiverse 429 29.5 16.1 10.7 0.9
Socialisation 6.3 10.7 14.3 42.0 26.8

Through the question, to what extent do you associate the immersion (or being im-
mersed in the game) ... we can observe (Table 8, Figure 3) that the majority of the concepts
presented were considered important: Animation (N = 39, 34.8%), Experience new reali-
ties (N = 58, 51.8%), Fiction (N =59, 52.7%), Escape from social reality (N = 57, 50.9%),
Escape daily reality (N =58, 51.8%), Future (N =40, 35.7%), Gaming (N = 63, 56.3%), Inno-
vation (N = 38, 33.9%), Artificial Intelligence (N = 39, 34.8%), Metaverse (N = 37, 33%),
Virtual World (N = 54, 48.2%), Multiverse (N =40, 35.7%), Pleasure or Fun (N = 44, 39.9%),
Satisfaction (N =40, 35.7%) and Feel integrated (with Avatar) in the virtual world (N =30,
26.8%). So, we can understand the definition of immersion and its central concepts. We
can also see the little connection they attribute to a more emotional acknowledgement,
such as Hope (N =45, 40.2%), Fear or Apprehension (N = 42, 37.5%), Risk or Threat (N =
34, 30.4%), Socialisation (N = 37, 33%) and Stress (N = 36, 32.1%).
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Figure 2. To what extent, in your daily life, is the...important (%).

Table 8. To what extent do you associate the immersion (or being immersed in the game) ... (%).

To What Extent Do You Associate the Immersion
(or Being Immersed in the Game) ...

Nothing Little To Some Extent Significantly Very Much

Animation 10.7 17.0 27.7 34.8
Well-being 17.0 29.5 29.5 232

Hope 29.5 40.2 20.5 9.8
Experience new realities 9.8 8.0 17.9 51.8
Fiction 5.4 3.6 18.8 52.7
Escape social reality 6.3 8.9 15.2 50.9
Escape daily reality 6.3 6.3 16.1 51.8
Future 11.6 11.6 259 35.7

Gaming 6.3 8.0 12.5 56.3
Innovation 7.1 10.7 30.4 33.9
Artificial Intelligence 9.8 7.1 26.8 34.8
Metaverse 6.3 8.9 30.4 33.0
Virtual World 6.3 3.6 17.0 48.2
Multiverse 14.3 7.1 23.2 35.7
Possibility of having other friends/family 24.1 30.4 31.3 13.4
Pleasure or Fun 10.7 12.5 23.2 39.9
Reality 27.7 384 18.8 12.5

Fear or Apprehension 25.0 37.5 19.6 10.7
Risk or threat 259 304 19.6 17.0
Satisfaction 15.2 12.5 32.1 35.7

Feel integrated (with the Avatar) in the virtual 268 170 230 268

world

Socialisation 21.4 33.0 23.2 19.6
Stress 26.8 321 26.8 11.6
Tranquillity 22.3 23.2 44.6 8.9

Desire to live (like an Avatar) in a virtual world 33.0 19.6 25.0 14.3
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Figure 3. To what extent do you associate the immersion (or being immersed in the game) ... (%).

With the question, “To what extent do you associate the Multiverse to ...”, we can
see (Table 9, Figure 4) that the multiverse is perceived as connected to experience different
realities (N = 51, 45.5%), Fiction (N = 61, 54.5%), Escape from social reality (N =46, 41.1%),
Escape from daily reality (N =59, 52.7%), Future (N = 51, 45.5%), Gaming (N = 48, 42.9%),
Innovation (N = 45, 40.2%), Artificial Intelligence (N = 45, 40.2%), Metaverse (N = 33,
29.5%), Virtual World (N =47, 42%), Multiverse (N = 45, 40.2%) and Pleasure or Fun (N =
35, 31.3%). And we can see that the multiverse is not connected to the possibility of having
other friends/family (N = 36, 32.1%), feeling integrated (with Avatar) in the virtual world
(N =41, 36.6%), Socialisation (N = 34, 30.4%) and the Desired to live (like Avatar) in a
virtual world (N = 44, 39.3%).

Table 9. To what extent do you associate the multiverse with... (%).

To What Extent Do You Associate the Multiverse Nothing Little To Some Extent Significantly Very Much

with...
Animation 15.2 19.6 29.5 25.0 10.7
Well-being 24.1 27.7 31.3 15.2 1.8
Hope 25.0 35.7 25.9 12.5 0.9
Experience different realities 10.7 8.9 21.4 455 13.4
Fiction 6.3 4.5 13.4 54.5 21.4
Escape from social reality 10.7 13.4 20.5 41.1 14.3
Escape from daily reality 11.6 10.7 11.6 52.7 134
Future 16.1 7.1 18.8 45.5 15.2
Gaming 14.3 8.9 18.8 42.9 15.2
Innovation 14.3 9.8 214 40.2 14.3
Artificial Intelligence 18.8 5.4 22.3 40.2 13.4
Metaverse 18.8 7.1 28.6 29.5 16.1
Virtual World 16.1 54 17.9 42.0 18.8
Multiverse 8.9 1.8 19.6 29.5 40.2

Possibility of having other friends/family 32.1 26.8 27.7 11.6 1.8
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Pleasure or Fun 16.1 17.9 31.3 31.3 3.6
Reality 28.6 33.9 25.9 8.9 2.7
Fear or Apprehension 24.1 26.8 30.4 13.4 54
Risk or threat 23.2 33.0 26.8 11.6 54
Satisfaction 20.5 18.8 39.3 17.9 3.6
Feel integrated (wit}:/;::l dAvatar) in the virtual 36.6 143 232 205 5.4
Socialisation 304 26.8 29.5 12.5 0.9
Stress 28.6 31.3 25.9 10.7 3.6
Tranquillity 26.8 29.5 29.5 12.5 1.8
Desire to live (like an Avatar) in a virtual world 39.3 13.4 17.9 21.4 8.0
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Figure 4. To what extent do you associate the multiverse with... (%).

To help us understand the relationship between the concepts of Metaverse, immer-
sion and multiverse, we have performed a diverse number of factorial principal compo-
nent analyses, or PCAs (Tables 10 and 11). During this analysis, we removed some non-
discriminant variables—items with a loading lower than 0.50 in all factors—and mixed
items—items that had loadings higher than 0.50 in two or more factors. Animation is not
considered a factor because it is a transversal concept to all the other concepts—and that
is why in our PCA this item did not appear significantly associated with any other item,
resulting in an isolated item —which can also be explained by the fact that there would
not be a Metaverse without this concept.

This analysis has a strong KMO = 0.842 (<0.001), and we have identified eight fac-
tors/dimensions (F1, F2, F3, F4, F5, F6, F7, and F8), which explain 71.7% of the total vari-
ance.

The F1 dimension is related to well-being with life and has a 38.2% total variance
explained and an a = 0.936. We observe the importance of the immersion concept on well-
being, the feeling of being integrated, and how it influences a gamer’s potential desire to
be in a multiverse alternative. It is also possible to see apprehension in understanding or
integrating a Multiverse perspective, but the desire to explore virtual worlds brings new
hope and a desire to experience these.

The F2 dimension is related to technological innovation concepts and has a 7.8% total
variance explained and an o = 0.946. We can see the correlation and importance of



Electronics 2024, 13, 2491

13 of 21

concepts such as virtual worlds, multiverse, Metaverse artificial intelligence, and gaming
being among them, as well as an understanding of the importance of these in Innovation
and Future reality.

The F3 dimension is related to emotional responses and has a 7.5% total variance
explained and an a = 0.936. Although there is a possible risk of diving into a multiverse
reality, there is a feeling of satisfaction and tranquillity brought by this new reality and
the feeling of being immersed in it.

The F4 dimension is related to escaping realities and has a 5.4% total variance ex-
plained and an a = 0.909. It clearly shows us the importance of the immersion concept in
potentializing a feeling of escape from the reality of daily life that is brought by the virtual
world through fiction and gaming-world realities.

The F5 dimension is related to experiences and has a 4.1% total variance explained
and an a = 0.916. We observe the importance of the virtual worlds in the Metaverse con-
cept, and that the help of the immersion feeling can lead to the experience of new realities,
bringing feelings of fun and pleasure to the users.

The F6 dimension is related to personal experiences (well-being and past representa-
tions) and has a 3.8% total variance explained and an o = 0.852. It is a clear expression of
the personal experiences and the background each user brings when interacting with con-
cepts such as the Metaverse and multiverse.

The F7 dimension is related to socialisation. Its total variance is explained by 2.732%
and it has an a = 0.764.

The F8 dimension is related to fiction concepts and has a 2.303% total variance ex-
plained and an a = 0.608.

Table 10. Factorial structure of Metaverse, immersion and multiverse concepts.

Dimensions of Metaverse, Immersion and Multiverse Concepts

Items

F1 F2 F3 F4 F5 Fe F7 F8

Immersion ... Well-being 0.812 0.137  0.058 0.049 0219 -0.078  0.038  0.005 0.058

Immersion ... Feel integrated in the virtual
world

0.774 0101 0.185 0.238 0.139 0.025 0.081 0104 -0.024

Immersion ... Desire to live in a virtual world 0.741  0.020  0.067 0.117 0.135 0311  -0.038 0.058 0.159
Multiverse ... Fear or Apprehension 0.691 0107 0.269 -0.003  0.129 0.139 0.145 0.057 0.165

Multiverse ... Feel integrated in the virtual

0.685 0.330 0.138 0.255  -0.011 0.170 0.079 0164 -0.290

world
Immersion ... Reality 0.675 0.216  0.056 0.220 0163 -0.205 0275 0158 -0.031
Multiverse ... Desire to live in a virtual world  0.673  0.243  0.180 0.167 -0.041 0357 -0.032 0.096 -0.174
Multiverse ... Hope 0.672  0.407 0.104 0.167 0.014 0.240 0.059 0.033 -0.338
Immersion ... Hope 0.658 0.211  0.180 0.019 0.085 0.317 0.157 -0.161  0.066
Immersion ... Fear or Apprehension 0.652  0.128  0.202 0.000 0.113 0.192 0.131 -0.044  0.347
Immersion ... Animation 0.652 0.153 -0.034  0.263 0337 -0126 0192 0117  0.108

Multiverse ... Experience different realities ~ 0.565  0.312  0.102 0.142 0.029 0.395 0.104 -0.023 -0.086
Immersion ... Experience different realities =~ 0.501  0.240 -0.007  0.477 0.133  -0.017 0.343 0.113 0.125

Multiverse ... Virtual world 0.233 0.826 0.110 0.068 0.185 0.116 0.107  0.101 0.061
Multiverse ... Multiverse 0.135 0.804 0.048 0.118 0.288 0.065 -0.041 0.067 0.126
Multiverse ... Metaverse 0.267 0.735 0.268 0.214 0.249 0.030 0.059 -0.007 -0.176
Immersion ... Multiverse 0.193  0.677 0.177 0.380 -0.066 0.168 0.037  0.078 0.360
Multiverse ... Innovation 0.195 0.667 0.156 0.191 0247 -0.014 -0.002 0.209 -0.125

Multiverse ... Artificial Intelligence 0412 0.643 0.153 0.235 0.230 0.065 0264 0169 -0.075
Immersion ... Artificial Intelligence 0.174 0.631 0.229 0.394 0.290 0.047 -0.097 -0.103 0.101
Multiverse ... Gaming 0.237  0.600 0.211 0.277 0.258 0.100 0240 0176 -0.013

Multiverse ... Escaped from daily routine re-

0.011  0.588 0.136 0.485 0.100 0.258 0.075 -0.065 0.085

ality
Multiverse ... Reality 0.528  0.546  0.095 0.275 0.055 0.051 0.134 0135 -0.143
Multiverse ... Well-being 0.299  0.521  0.068 0.089 0.067 0.025 0.092 0468  -0.267

Metaverse ... Multiverse 0.069 0.518 0.063 0.118 0.053 0.420 0.098  0.408 0.284
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Immersion ... Future 0.242  0.488 0.085 0.375 0.246 0.083 0.153 -0.049 0.244
Multiverse ... Risk or Threat 0.199 0.121  0.889 0.104 0.083  -0.075 0.114 0.067  0.056
Multiverse ... Satisfaction 0.136  0.090  0.876 0.137 0103 -0.082 0.111 0.045 0.017
Immersion ... Risk or Threat 0.134  0.168  0.863 0.085  -0.088  0.051 0.020 -0.029  0.016
Immersion ... Satisfaction 0.039 0216  0.844 0.134  -0.017  0.119 0.040 -0.067 -0.021
Multiverse ... Tranquillity 0.108  0.056  0.827 0.094 0.106 0.039 0.102  0.090  0.062
Immersion ... Tranquillity 0.166  0.059  0.809 0.084 0.039  -0.014 -0.049 -0.010 -0.045
Metaverse ... Fear or Apprehension -0.014 0.093  0.653 0.001 0.356 0.349 0.017 0.080  0.000
Metaverse ... Stress 0.047 0.073 0.636 -0.111  0.148 0.307  -0.061 0.306  -0.038
fmmersion ... Escapeii;(’m daily routinereal- o 97 0169 0117 0890 0115 0011 0088 0065 -0.057
Immersion ... Escape from social reality 0.041 019  0.074 0.886 0.115 0.085 0.028 0.012 -0.036
Immersion ... Fiction 0.208 0.269  0.118 0.769 0.090 -0.042 0.099 0.082  0.038
Immersion ... Gaming 0314 0.148 0.014 0.637 0201 -0.076 -0.069 0.128  -0.067
Immersion ... Virtual World 0251  0.347 0.122 0.636 0.127  -0.045 0.061 0.036  0.360
Metaverse ... Escape from social reality 0.027  0.062  0.310 0.533 0.462 0.192 0.013  0.229 0.024
Multiverse ... Fiction 0.372  0.400 0.106 0.499 0.165 -0.017 0363 0218 -0.032
Metaverse ... Virtual world 0.159  0.304 0.063 0.084 0.760 -0.042  0.021  0.292 0.112
Immersion ... Immersion 0.392  0.067  0.003 0.150 0.708 0.119 0128 -0.017 0.114
Metaverse ... Artificial Intelligence 0.006 0485 0.188 0.073 0.678 0.070  -0.020 0.094 0.014
Metaverse ... Escape from daily reality 0.028  0.148  0.206 0.358 0.625 0.285 0212 -0.023 -0.262
Metaverse ... Gaming 0.135 0.194 0.122 0.171 0.615 -0.002  0.021 0220 -0.041
Metaverse ... Innovation 0.337 0.364  0.099 0.172 0.585 0.169 0.258  0.128 0.121
Metaverse ... Experience different realities ~ 0.294  0.255  0.122 0.256 0.560 0.180 0.452  0.058  -0.090
Metaverse ... Pleasure or Fun 0289 0321 -0.033 0.167 = 0.524 0.206 0.380 0.161  -0.016
Metaverse ... Past 0.159  0.085  0.054 0.041 0.085 0.784 0.086 0.067  -0.002
Metaverse ... Well-being 0509 0220 0.071  -0.027  0.244 0.573 0.049 0.056  0.012
Multiverse ... Stress 0.433 0.049 0.222 0.262 0.007 0.507 0.292 0126  -0.008
Metaverse ... Reality 0470 0.190 0.062 -0.097  0.331 0.505 0243 0.015  0.193
Metaverse ... Personal Experience 0.427 0.184 0.086 -0.049 0.338 0.490 0.194  0.013 0.100
Metaverse ... Possibility of having other fam- )¢ 069 0043 0106 0316 0321 0711 0020  0.001
ily/friends
Immersion.... Possibility of having other fam- 50 136 0326 0112 0124 0083 0636 -0066 0.083
ily/friends
Metaverse ... Fiction -0.101 0206  0.187 0.302 0.255 0.003 0.066 0.716  0.113
Metaverse ... Animation 0.367 0.097 0.070 -0.034 0.294 0195 -0.078 0.666  —0.092
Immersion ... Metaverse 0.150 0.435 0.072 0.498 0.101 0.171 0.036 -0.039  0.525

In the next Table 11, we can see the alpha (a) values to assess the scale’s reliability.
Almost all the factors have a very good score (F1, F2, F3, F4, F5, and F6), which indicates
that the items on the scale are very consistent, or are measuring the same underlying con-
cept, making the scale reliable, and accurately measuring what is intended to measure. F7
has a good alpha score. The median alpha (a) value for F8 is common, because this factor
explains a smaller portion of the variance in the data, and it includes fewer items than the
previous ones. However, this does not mean it is unimportant or irrelevant —it just means
that it might not be as strongly interrelated as the previous factors.

Table 11. Explained variance and Alpha (a) for internal dimensions.

Dimensions  Eigenvalues ExPlalned Cumulative (%)  Alpha (o)
Variance (%)
F1 9.22 38.118 38.118 0.936
F2 7.79 7.818 45.937 0.946
F3 6.26 7.454 53.390 0.936
F4 6.15 5.355 58.745 0.909

F5 524 4.068 62.813 0.916
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F6 3.53 3.823 66.636 0.852
F7 243 2732 69.368 0.764
F8 2.18 2.303 71.671 0.608

4. Discussion

Our results provided essential findings regarding the Metaverse representations and
perceptions with other concepts such as immersion and multiverse. It also gave us insights
into the Metaverse concept in a daily routine.

Regarding our first objective, verifying the representations of the Metaverse, we can
see a clear view from the gamer participants in identifying the central concepts essential for
the Metaverse existence, such as animation, gaming, and the virtual world. Animation be-
cause it is the concept that allows the transformation of our reality, empathising the virtual
reality as the creator of dreams [75]. Animation combines itself with the gaming world in
transforming other realities [3], creating new types of communication [76], evidencing that
the gaming world is the founder of the Metaverse [3,59]. The virtual world emerges from
the alternative realities brought by the gaming industry [3], which also shows us that this
concept is not new to gamers’ perceptions, confirmed by previous studies [5].

According to our second objective, to verify the representations of the immersion con-
cept, we can also see a connection to the key concepts such as animation, gaming, Metaverse,
and virtual world and key ideas such as pleasure and fun and feeling integrated (with the
Avatar) into the virtual world. So, the participants understand the concept of presence in
the virtual reality provided by the Metaverse. This presence allows the user to have sensa-
tions and actions responding as if they were in a typical reality [65], enhancing the sense of
presence [62] in their “being there” experience [61], which is possible using diverse devices
[66]. Collaborative efforts with multiple media promote higher levels of immersion [13],
such as animation, gaming, and virtual reality concepts with technological advancements.
The participants also showed us their acknowledgement of self-presence and connection to
a virtual body [9,63] by identifying the feeling of being integrated (with the Avatar) in a
virtual world.

For our third objective, to verify the representations of the multiverse, we could see
a connection to main concepts such as animation, the gaming Metaverse, and the virtual
world. There was also a higher connection for a fiction idea. However, the participants
understand the general idea, and there is evident confusion regarding this concept’s def-
inition. Although they have some similarities, the multiverse is not a virtual world, but
involves multiple independent realms [10]. It diverges from the Metaverse concept in es-
sential aspects [11]; however, it uses extended reality (XR) experiences [14] through the
entertainment area, allowing the user to bring down barriers between what is or is not
real [2] through its multiple dimensions through the environment and characters, allow-
ing “virtual reality” experiences [2] in the multiverse of the Metaverse [2].

For the last objective, to verify the influence of these concepts in daily reality, the par-
ticipants showed us a non-conscient awareness regarding the presence of concepts such as
virtual reality, gaming or the Metaverse. They only referred to animation and socialisation.
However, the Metaverse can be experienced through the internet with augmented reality
devices, game consoles, computers, tablets or a simple mobile phone [40].

Our findings show that the Metaverse concept has a long way to go before creating its
complete definitions [2,5,77]. The course of its development depends on the technological
development.

We consider it crucial to continue exploring these concepts and their relations and
definitions in future research, possibly using alternative methodologies or research ap-
proaches. We also highlight that it is important to continue exploring the entertainment
area, such as gaming or others, to understand the emerging concepts or essential elements.
Future research may also consider other case studies comparing different populations.
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5. Theoretical and Practical Implications

From this study’s findings we derive important theoretical and practical implications
about the Metaverse, immersion and the multiverse, which may contribute to the gaming
industry.

Considering the theoretical implications, our study sheds light on several aspects,
such as Metaverse representations as the gamers recognize its key components, including
animation, gaming, and the virtual world. Animation, in particular, acts as a bridge be-
tween reality and virtuality, emphasising the Metaverse’s dreamlike creation. This under-
standing aligns with previous research, affirming that gamers are familiar with these con-
cepts [3,5]. Immersion concepts develop as the participants grasp the concept of presence
within the Metaverse, where sensations and actions mimic real-world experiences. Col-
laborative efforts across media (animation, gaming, and virtual reality) enhance immer-
sion. The feeling of being integrated (with an Avatar) in a virtual world further contributes
to this sense of presence [9,63]. With regard to multiverse definitions, while there is con-
fusion, participants associate the multiverse with animation, gaming, and the virtual
world. However, the multiverse diverges from the Metaverse by involving multiple inde-
pendent realms. It leverages extended reality (XR) experiences, breaking down barriers
between real and virtual dimensions [2,14].

Our findings are focused on developing, enhancing and exploring these concepts,
which can be directed to the gaming industry and have practical implications. As the
Metaverse evolves, game developers can leverage animation and virtual reality to create
immersive experiences. Understanding the Metaverse’s foundational concepts (e.g., ani-
mation) will guide game design [3,59]. Enhanced immersion game designers can enhance
immersion by integrating diverse media (animation, gaming, and virtual reality). Devices
like VR headsets and consoles play a crucial role in achieving heightened presence [65,66].
With regard to multiverse exploration, while distinct from the Metaverse, the multiverse
offers unique storytelling opportunities. Game narratives can explore multiple dimen-
sions, blurring the lines between real and fictional worlds [2,11].

As for the contributions to the gaming industry we can highlight the technological
advancements, while the Metaverse’s success hinges on technological progress. Contin-
ued exploration of animation, gaming, and XR will shape its development. For user expe-
rience, gamers can access the Metaverse through various devices (the internet, AR, and
consoles). Game developers should prioritise seamless integration and user-friendly ex-
periences. Future research and further studies should refine definitions, explore relations,
and employ alternative methodologies. Continued investigation of entertainment areas
(including gaming) will enrich our understanding of these concepts.

Our research highlights the Metaverse’s complexity, emphasising the need for ongo-
ing exploration and collaboration across disciplines. The gaming industry stands at the
forefront of this transformative digital frontier, shaping engaging virtual worlds and al-
ternate realities [2,5,77].

6. Research Limitations

Although the number of participants in this study constitutes a significant sample,
we must mention that a larger sample could have given more insights. The number of
questions, whether large or few, can also be considered a limitation and something that
can be explored for future research. Another limitation found can be the type of gamers,
as a sample with more-frequent or less-frequent players could bring more insights.

7. Conclusions

In conclusion, our study delved into the intricate realms of the Metaverse, shedding
light on its representations, perceptions, and interconnectedness with concepts like im-
mersion, the virtual world, and the multiverse. The insights gleaned from gamer partici-
pants vividly outlined the foundational elements crucial for the existence of the
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Metaverse, emphasising the pivotal role of animation, gaming, and the virtual world. As
a transformative force, animation aligns with the gaming world, giving rise to alternative
realities and new forms of communication, solidifying the gaming realm as the
Metaverse’s originator.

The perception of immersion strongly connects with the concepts of animation, gam-
ing, the Metaverse, and the virtual world. Participants revealed a nuanced understanding
of presence within the Metaverse’s virtual reality. This heightened presence, facilitated by
diverse devices and collaborative media efforts, showcased the immersive potential of ani-
mation, gaming, and virtual reality concepts. It is also possible to see the animation’s im-
portance and transversal influence on all concepts, as well as the clear factor that without
animation there would not be a Metaverse.

Our study uncovered associations with animation, gaming, the Metaverse, and the
virtual world, accompanied by a prevalent fiction element. Despite some conceptual con-
fusion, it became evident that gamers comprehend the multiverse, distinguishing it from
the Metaverse by multiple independent realms. The multiverse harnesses extended-real-
ity experiences within the entertainment domain, dismantling barriers between real and
virtual dimensions.

As for the influence of these concepts on daily reality, participants exhibited an
awareness limited to animation and socialisation, overlooking the broader impact of vir-
tual reality, gaming, or the Metaverse, showing that the Metaverse offers exploration and
experimentation that connect the virtual world with the social reality. Our findings un-
derscore the evolving nature of the Metaverse concept, signalling a prolonged journey
toward comprehensive definitions. The trajectory of its development remains intertwined
with technological advancements.

Focusing on our research question: how is the Metaverse perceived and represented
by gamers? We confirm that the Metaverse is something technological, using virtual real-
ity, immersion, virtual worlds, and multiverse concepts through the entertainment area
of the gaming and animation industry.

The idea of a future concept is still present, perhaps because of the novelty and the
long development it still needs. Other essential aspects are emotional factors such as well-
being, pleasure and fun, fear or apprehension, risk or threat, and stress, all promoted more
or less within the social experience or by escaping daily social reality by experiencing dif-
ferent realities.

The main key ideas presented by the participants are those according to findings in
previous studies [1-5], and they allow us to go deeper into the understanding of the
Metaverse concepts by adding on the definition that it can be a bridge that will enable us
to explore and experiment with different emotions in a conscious or unconscious way,
giving us an extra layer of immersion through our emotional well-being. This virtual ex-
perience will enable us to grow and adapt to our new board controls, giving our lives new
meanings to continue dreaming, exploring, or building through virtual technological re-
alities.

Our study invites a relentless pursuit of understanding these dynamic concepts, fos-
tering collaboration and innovation in the ever-evolving landscape of digital experiences.
The Metaverse holds limitless possibilities, and our continued exploration will shape its
trajectory and redefine the boundaries between the real and the virtual. As Ralph Waldo
Emerson wisely stated, “All life is an experiment. The more experiments you make, the
better” [78]. Our journey is an ongoing experiment in the Metaverse realm, urging us to
embrace the infinite possibilities that await through this multiverse of virtual worlds.
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verify and interpret the users’ perceptions, i.e., their opinions on their feelings or thoughts about
the films and concepts presented. Our participants were adults; they were well-informed about the
study’s main objectives and that we only use their data for scientific purposes. In this context, they
freely agreed to the terms presented and gave their written consent to participate in the present
study. For these reasons, formal consulting with an ethical committee was unnecessary.

Informed Consent Statement: We obtained informed consent from all subjects involved in the
study. It is essential to note that before answering the questionnaire, all the participants were well
informed, on a protocol page, that they could carefully read about the study’s primary objectives
from the University research reference, and their participation was voluntary and confidential. In
this protocol, we also informed each participant how long it would take to fill out the whole ques-
tionnaire, and that they could choose not to answer —or not proceed to the questions—or quit at any
time. Additionally, we presented email references for any possible inquiry about the questionnaire
or the research. Afterwards, at the bottom of the page, the participants needed to respond (Yes/No)
if they had read and understood the information previously described and if they agreed to partic-
ipate in this study and answer the following questions. In sum, and to avoid any doubt, we men-
tioned again that all the answers were anonymous and confidential and that they could withdraw
at any time. If the participants answered yes, registering their consent and free will, they had access
to the questionnaire and participated in the study. If not, they did not have access to the question-
naire. In any case, we thanked them for the time they spent.

Data Availability Statement: Data are contained within the article.
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