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Abstract: Everyone forms a perception about everything, including the Metaverse. Still, we may
expect a gap or disconnection between what has been expressed by various researchers and the
widespread perceptions of technology and related concepts. However, the degree to which these
two frames of representation differ awaits further investigation. This study seeks to compare the
Metaverse perceptions between the scientific findings and the common people’s perceptions using
the data from two previous qualitative studies about the representations of the Metaverse from a
scientific perspective versus a common perspective (by adults). Is there a common ground between
these two perspectives? Or are they in opposition? As goals for this research, we aim to contrast the
depiction of the Metaverse in pertinent studies (published in indexed journals) with the portrayal
of the Metaverse among adults (non-researchers); ascertain the most prevalent depiction of virtual
reality; and determine the significance of gaming within the representations of the Metaverse and
virtual reality. This investigation encapsulates crucial findings on the Metaverse concept, contrasting
the discoveries made by researchers in prior studies with the common public’s interpretation of this
concept. It helps with understanding the differences between the Metaverse representations, the
immersion and perception concepts, and a disagreement from the past vs. future perspective.

Keywords: metaverse; virtual reality; gaming; immersion; adults

1. Introduction

All the most straightforward technology started from an idea or a dream, from our
inner curiosity and creativity. After this beginning, these ideas brought experiences and
then the realization of a possible fundamental concept coming to life. Walt Disney used to
say, “All our dreams can come true if we dare to pursue them” [1] “because it’s kind of fun
to do the impossible [and] if we can dream it, we can do it” [1].

Our natural curiosity leads to ideas, which become real concepts. We now face another
great concept emerging: the Metaverse. As with any other concept in its conceptual-
izations, the Metaverse still lacks a more final and generally accepted definition to be
developed, while several vulnerabilities need to be resolved [2]. As usual in technology
fields, the users are at the core point of all the evolution [3] because, without them, concepts
such as Metaverse, virtual reality, and technology could not evolve through continuous
transformations [4].

Suppose the user is the fulcrum point for the concept evolution. In that case, the
authors or researchers are the driving force to define any concept in the most precise
way—while in parallel, the common idea that arrives at the standard user grows. If we may
consider the ‘scientific domain’ and the ‘common domain’, how far or how close are the
concepts adapted in these two ‘worlds’? Can common thoughts and scientific knowledge
be aligned? Or are there two distinct perspectives progressing in parallel?

The Metaverse concept is increasingly discussed and has led to increasing use, often
associated with virtual reality, particularly in games, different applications, platforms, and
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information systems, which strongly motivates us to want to analyze and study it. Also, in a
PhD project, the present study is a component of comprehensive research on the Metaverse,
virtual reality, and gaming concepts—in sum, we ask the following: to what extent may the
Metaverse scientific representations vary from the Metaverse common perceptions?

In this context, we aim to (1) compare the Metaverse representations found in rel-
evant studies (published in indexed publications) with the Metaverse representations
among adults (not researchers); (2) verify what is the most common representation of
virtual reality; and (3) verify the importance of gaming within the Metaverse and virtual
reality representations.

This study can help us understand the main concepts that arise from comparing
the scientific and the common view that can complement and give new insights into the
Metaverse concept. It compares the representations of the Metaverse from a scientific
perspective versus a common perspective (among adults), considering the results of two
previous qualitative studies [2,3]. The significance of this study lies in its thorough ex-
ploration of the Metaverse from both common and scientific viewpoints. It traces the
Metaverse’s journey from a concept in Neal Stephenson’s book to a sophisticated digital
reality, showcasing the impact of human curiosity and creativity. The study will provide a
detailed understanding of these perspectives by examining how scientific representations
of the Metaverse differ from common perceptions; offering valuable insights by comparing
common representations of adult gamers with scientific depictions; and aiding in concep-
tualizing the Metaverse from both research and everyday perspectives. Understanding
concepts like social, immersion, virtual, and virtual reality highlights the Metaverse’s role
in social interaction and its immersive nature. The study will emphasize the differences
between common and scientific views, particularly in how reality is perceived.

Our paper includes an overview introduction, followed by a concise literature review
and a brief summary of earlier studies. Afterward, we present the methodology applied to
compare the results from both previous studies, preceding the findings of this study, fol-
lowed by a discussion considering the present results, and, finally, a conclusion, including
suggestions for future work.

2. Background
2.1. Metaverse

Before we look into the Metaverse definition, we have to look at its genesis. The
Metaverse word comprises the words “Meta”, which means beyond, and “verse”, which
comes to form the word universe. As mentioned in the book Snow Crash in 1992, Neal
Stephenson was the first to propose this concept, considering that the world was so terrible
that no one wanted to live in it. Hence, the Metaverse became a parallel universe where
everyone lived through their avatars [5]. The Metaverse would be a virtual construction that
could be perceived as real on the internet [5]. This concept aims to become an immersive,
three-dimensional, multisensory experience, an alternative reality based on extended
reality. This medium includes technology such as virtual and augmented reality [5]. The
first attempts to achieve these goals were found in the Second Life game (2003) [6], with
virtual reality, and Pokemon Go, with augmented reality [5].

Until today, there is no consensus about one general Metaverse definition, but there is
some agreement with some definitions [2].

The Metaverse can be described as a 3D universe that is online and combines multiple
spaces where you can work, meet, go to concerts, and meet other people, all through
an avatar [7]. It has a parallel universe that exists alongside the physical world in an
immersive, interactive, and persistent way [8], where you can interact and modify the
present information without physical limitations [9]. The Metaverse is a virtual reality
world where you can enter and exit any time [8]. It is considered the future of cyberspace [8],
but the future is already here. It is just not evenly distributed [10]. The inner world of the
Metaverse continues to exist even if we are not connected [6], becoming a layer between us



Computers 2024, 13, 193 3 of 25

and reality [11], where a 3D virtual world is shared and experienced through virtual and
augmented reality [12].

The Metaverse combines online games, social networking, and augmented and vir-
tual reality to facilitate digital engagement [13]. Like any physical or virtual world, the
Metaverse needs a functional economy [14], enabling users to engage themselves eco-
nomically, as well as socially and culturally, with their avatars [15], and uniting socially
immersive virtual reality platforms compatible with video games [16]. At this point, the
Metaverse is regarded as a digital universe that integrates gaming, social networks, and
virtual reality [13].

The social application of the Metaverse will transform the social network [17]. The
gaming application of this concept is responsible for tying us to a screen and enveloping us
with alternative worlds. The gaming world is the origin of the Metaverse [2], so the limits
and boundaries between these concepts have disappeared [18]. The Metaverse concept
may also function as a digital universe that blends online gaming elements with social
networks [13], which can be accessed via the internet using augmented reality devices,
game consoles, computers, tablets, or mobile phones [19], existing in our lives consciously
or unconsciously in our lives [2].

2.2. Virtual Reality

Virtual reality as a concept is a technology in constant and fast development. It involves
entering the fullness of another world using any device (for example, a headset), which
promotes improving the virtual experience by excluding the real world and blurring the
boundaries between virtual and real reality [6]. Virtual reality thus becomes an immersive
technology popularized by the gaming area. However, the benefits of this technology are
visible in fields like education [20].

To better understand this concept, we must comprehend its birth. The word “virtual”
derives from the word “virtus” in Latin, which means strength or power [21]. It is also the
origin of virtue, defined as a person’s power or strength. According to the Dictionary of
Philosophy in 1920, “The virtual X (where X is a common noun) is something, not an X,
that has the efficiency (“virtus”) of an X” [21]. Virtual means “as something”, thus virtual
reality is severe and profound as a reality, something that affects reality but is not real [21].

Virtual reality as a concept is a technology that is constantly developing. It involves
entering the fullness of another world using any device [5], thus becoming an immersive
technology popularized by the gaming area. However, the benefits of this technology
are visible in other areas, such as education [20], the cultural heritage domain [22], and
other fields.

It is a technology that enables users to sensitively experience real things similarly to the
standard interface with the physical world [23]. Virtual reality uses a computer’s graphics
systems with various interfaces and presentation devices that create the effect of immersion
in a computer-generated 3D environment [24]. Through technological evolution, virtual
reality has become a new means of finding new practical and effective communication
applications [25]. Virtual reality is an electronic simulation [26] that replaces the user’s
primary senses to interact with computer data [17], which means substituting the human
senses with computers and peripherical devices [23]. It enables the creation of an artificial
reality based on our actual world [23]. Virtual reality utilizes computer graphic systems
along with various displays and interfaces to enable immersion in a 3D computer-generated
environment [24].

For this reason, it is considered a new way of communication [25], allowing humans to
advance the development of this technology because of its impact on their daily lives [27].
It is achievable with different devices [19], enables the creation of new environments [28],
and has transformed into an immersive experience [29]. These immersive experiences have
been explored in various fields, including virtual reality, gaming, and design [30].

Virtual reality may also be an illusion that computers create [23], allowing ongoing
experiences for a wide audience and a realm of social interactions [31]. The user is admitted
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to another place [17], leaving their local space and entering a remote space [32] and en-
abling experiences of tangible things akin to those in the physical world [23] with realistic
environments [33], allowing us to have high expectations on how to revolutionize, interact,
and deal with the digital world [34]. It is crucial to recognize that each user’s experience
with virtual reality is unique and shaped by their individual backgrounds, cultures, and
personal histories. [25].

2.3. Gaming

We now have to dive into what connects the Metaverse and virtual reality concepts,
which is the gaming world, because the evolution of the technology of those two concepts
potentializes the gaming industry [35], making the limits between these concepts (Meta-
verse < > gaming) disappear [6]. Nevertheless, the gaming world has already made its
mark as the founder of the Metaverse [2], but what is gaming? How can we define it?

The origin of gaming comes from our need, as humans, to recreate and play games.
Play is a free activity that brings fun and joy and allows the imagination to thrive [18]. It
is essential [18] because play involves immersing ourselves in the world to understand
our surroundings and find ways to connect with others [36]. It can be seen as a voluntary
attempt to overcome obstacles [37], to make a series of significative choices [38], and to
solve problems [39], using structured rules and objectives that are fun [18]. A game can be
defined as a system where players get involved in an artificial conflict with rules, resulting
in a quantifiable result [40]. Games allowed the rise of human culture and creativity [41], a
decisive factor in our species’ development [42].

With the evolution of technology, play has evolved through video games or digital
games. Thus, the games are not something new but something that has been with us for
a long time [43]. They respond to all our wishes and offer experiences that we did not
know we wanted [6], providing even more shared experiences and becoming even more
social [44].

A video game or digital game can be of any type. It is designed and programmed to
utilize software and hardware systems that deliver sound and images [40,45–47], which
becomes only possible because of the development of technology and virtual reality that
allows the creation of immersive experiences and transformations of new worlds [4].

Digital games have brought people together worldwide [48,49], positively impact-
ing players and perceiving their well-being through cognitive stimulation and social
influences [50]. Perceived stress is interpreted as a positive emotion [51] that allows users
to focus on their well-being (emotions and stress), helping them to know themselves better
and regulate their emotions [52]. This highlights the significance of the social aspect of
gaming, as most players engage with others [53] and prefer to play with others [54]. After
all, communication, involvement, and bonding are more fun [55].

It is also important to note that gaming areas and virtual reality can actually have sig-
nificant potential in supporting individuals with special educational needs and disabilities
as well as in education, training, or health promotion [56–58]. They enhance motivation,
develop metacognitive skills, and foster emotional intelligence. The study identified a
positive correlation between adaptive functioning and success in VR training [57]. With
technological advancements, serious games and gamification techniques are increasingly
utilizing mobile and digital platforms, virtual reality, and machine learning for personalized
interventions [56].

3. Previous Studies: Brief Description

This section will briefly describe the two previous studies used for the study presented
in this article. Both studies are already published and indexed and are available through
these links:

(1) Documental Study: https://www.mdpi.com/2227-9709/10/2/47 (accessed on 31
July 2023)

https://www.mdpi.com/2227-9709/10/2/47
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(2) Focus Group: https://www.mdpi.com/2076-3417/13/15/8573 (accessed on 31
July 2023)

3.1. Documental Study (1)
3.1.1. General Description

This study aimed to investigate more leads regarding the Metaverse concept, having
as a research question: How is the Metaverse perceived?

The study involved a documental analysis, or meta-analysis, of 50 highly relevant
scientific papers selected based on specific inclusion and exclusion criteria. The scientific
documents were indexed articles from leading database platforms (B-On, Scopus, and
Google Scholar) using three main keywords: Metaverse, virtual reality, and gaming.

Inclusion criteria were publication within the last three years (2021 to 2023), inclusion
of at least one of the main keywords, and alignment of the article’s concept with the
study’s goal.

Among the 50 selected articles, the majority were from 2022 (6%), and 74% were
journal papers. The most frequent publishers were IEEE (12%), Research Gate (10%),
DergiPark (10%), CNKI (6%), and ScienceDirect (6%).

After the article selection, we analyzed the data from the titles, abstracts, keywords,
introduction, and conclusions using the Leximancer software (4.5 version, Leximancer Pty
Ltd., Queensland, Australia). Titles are important from a marketing point of view [59],
abstracts are crucial in focusing on the essential issues shown in the papers [60], and key-
words are a vital factor for classifying and searching any article [61]. They provide crucial
insights into concepts and conclusions by synthesizing the results from each presented
study [62].

After this selection, we used the Leximancer software to analyze the sections of the
articles referred to. This study followed the PRISMA 2020 guidelines, please see Figure 1,
which shows the flow diagram for systematic reviews.
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3.1.2. Leximancer Software

Qualitative research allows for the investigation of the relations of the categories that
may change during the research process [63], enabling one to observe without the concern
of measuring things [64]. Due to the emerging technology, qualitative research has also
been evolving [3].

https://www.mdpi.com/2076-3417/13/15/8573
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With this evolution, Qualitative Data Analysis (QDA) and Computer-aided Qualitative
Data Analysis Software (CAQDAS) have become crucial not only for analysis but also for
enhancing the qualitative analysis process [65]. The QDA software, as a word processor,
supports qualitative research [66] by increasing the validity of the analysis [67,68], allowing
consolidation of the research [65,69], and facilitating the sampling decisions [70].

We used the CAQDA software Leximancer for the documental study, which facilitates
textual analysis of documents, identifies high-level concepts, and provides key ideas and
insights [3]. It has been applied across various academic research domains, including
business, the public sector, social and cultural studies, education, leisure, and tourism [71],
proving to be reliable in its analysis [60], stable, and equivalent to intercoder reliability [72];
it also provides substantive content and sureness [73,74], which are very important to an
investigation and the researcher.

3.1.3. Main Results Description

After collecting all the data, the corresponding text files gathered from titles, ab-
stracts, keywords, introductions, and conclusions were uploaded and analyzed individu-
ally through Leximancer, which creates concept maps to specify the concepts in detail (see
Tables 1–3 for descriptive results).

Table 1. Abstract concepts analysis.

Concepts Frequency % Relevance

Research 38 17
Social 37 16

Immersive 36 16
Future 30 13
Users 25 11
Paper 25 11

Online 24 10
Platforms 22 10

Worlds 21 9
People 21 9

Physical 19 8
Data 19 8

Experiences 17 7
Healthcare 17 7

Current 17 7
Real 16 7

Analysis 16 7
Environments 15 7

Life 15 7
Use 14 6

Impact 13 6
Using 12 5

Provide 12 5
Applications 12 5

Review 12 5
Software 11 5

Information 11 5
Framework 10 4

Important 10 4
Process 9 4
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Table 2. Introduction concepts analysis.

Concepts Count % Relevance

Metaverse 698 100
Virtual 311 45

Virtual Reality (V.R.) 150 21
Users 113 16

Digital 108 15
Reality 107 15

Social 93 13
Physical 88 13

Research 85 12
Immersive 65 9

People 61 9
Future 59 8

Development 53 8
3D 49 7

Augmented Reality (AR) 46 7
Data 47 7

study 47 7
Avatars 46 7

Real 46 7
Online 46 7

Platforms 45 6
Information 43 6

Work 42 6
Concept 42 6

Applications 39 6
Content 38 5

Literature 37 5
Paper 37 5
Media 36 5

Platform 34 5
Human 32 5

Potential 32 5
Companies 32 5

Meta 27 4
Interaction 31 4

Current 30 4
Market 29 4

Example 25 4
Including 24 3

Services 23 3
Intelligence 22 3

Table 3. Conclusion concepts analysis.

Concepts Frequency % Relevance

Metaverse 553 100
Virtual 130 24
Social 112 20

Virtual Reality 88 16
Reality 81 15

Users 81 15
Future 74 13

Support 67 12
People 62 11

Research 58 10
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Table 3. Cont.

Concepts Frequency % Relevance

Use 53 10
Digital 50 9

Human 49 9
Physical 46 8

Platforms 42 8
Different 42 8

Online 41 7
Real 41 7

Development 41 7
Activities 39 7

Life 39 7
Data 38 7
Time 37 7

Companies 37 7
Business 36 7
Analysis 33 6

Applications 32 6
Example 32 6

Impact 31 6
Facebook 25 5

Results 28 5
Important 28 5

Further 25 5
Field 25 5

Information 24 4
Interaction 23 4

value 23 4
Current 22 4
Concept 22 4

Work 21 4

It is important to highlight that the following tables are the only ones we will use
in this comparative study. In the next tables, it is possible to observe the frequency of
the words and the percentage of relevance. In Leximancer software, the “percentage of
relevance” for a concept measures the frequency of text segments coded with that concept
relative to the most frequent concept in the list [75]. The relevance percentage helps to
understand the prominence of a particular concept in the analyzed text [75].

3.1.4. Main Study Findings

This study allowed us to identify seven main concepts (Reality, Virtual Reality,
Users and People, Affordance, Business, Development, and Entertainment) and observe
their connections.

The Metaverse is seen as an integral part of our lives, fostering new forms of communi-
cation and interaction through immersive experiences, thereby enhancing the development
of new services and entertainment options [3]. The Metaverse is also seen as being driven
by technology, including virtual and augmented reality, enabling the creation of new vir-
tual worlds and fostering significant opportunities in our lives, whether in entertainment,
social interactions, services, or work [3]. The Metaverse perspective emphasizes gaming
entertainment and acknowledges the growing social needs of players [3].

3.2. Focus Group Study (2)
3.2.1. General Description

This focus group explorative study aimed to understand the following: How is the
Metaverse being perceived by gamers?
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This study involved three synchronous online focus groups with 13 participants
from Portugal, consisting of seven males and six females, with an average age of twenty-
nine. Participants were selected based on the following inclusion criteria: being a gamer
(regularly playing digital or video games), being a young adult or adult, and having
some knowledge of videoconference tools. Exclusion criteria included not meeting all the
inclusion criteria and lacking access to a computer with internet for the online focus group.
Google Meet was used for the videoconferences.

The focus groups consisted of twenty-eight questions, organized into three main
themes: gaming, animation, and the Metaverse. Regarding the sample, the number of
participants is crucial. In qualitative research, we do not aim to generalize a population
but rather to identify social processes [76]. However, we considered the saturation point of
the concepts to be the point where new data gathered will not provide any new theoretical
insights [77,78]. One focus group generated 64% of the themes/concepts, while three focus
groups generated 84%, indicating that three focus groups are sufficient to identify the most
prevalent concepts [79]. A small number of groups is sufficient to capture the breadth
of the main issues [80]; therefore, we opted for three focus groups, resulting in a total of
13 participants.

3.2.2. Focus Group: A Qualitative Method

The focus group is a qualitative method for collecting data that allows a few people to
engage in an informal discussion [81]. It can also be considered a non-standard technique
for gathering information [82] through a discussion where a moderator leads the focus of
the debate on the research issues [82]. The research is responsible for prior planning and
determining which questions to approach [2], so facilitating participation by the discussion
group can occur [81].

This qualitative method facilitates discussions among participants that might not
happen in real life, quickly generating a substantial amount of data [83] and making them
more valuable than a representative sample [84].

The focus group is a highly effective way of providing information regarding what
people think and feel and how they do it [85], reflecting human capabilities [2]. It is also
flexible enough to be used as a single investigation method or in combination with other
methods [2].

3.2.3. Main Results Description

In this study, we gathered all the participants’ answers and categorized them in
frequency results. The following tables (Tables 4 and 5) relate to the results from the
questions chosen for the present comparative study.

Table 4. Metaverse—What is the Metaverse for you? Refer to at least three words about what
it means.

Categories Total %

Past 13 100
Socialization 9 69.2

Evolution 9 69.2
Virtual 7 53.8

Creation 6 46.2
Immersion 3 23.1

Build 3 23.1
Monitorization 2 15.4

Threat 1 7.7
Risk 1 7.7

Innovation 1 7.7
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Table 5. Metaverse—What do you think about the Metaverse? What do you think the Metaverse
is for?

Categories Total %

Old concept 13 100
Promotes Socialization 9 69.2

Technological evolution 9 69.2
Virtual reality 7 53.8

Creates characters 4 30.8
Allows immersion 3 23.1

Allows people to make things virtually 3 23.1
Monitorization of the virtual world 2 15.4

Creates a new reality 2 15.4
Creates new worlds 1 7.7

Question 1. What is the Metaverse for you? Refer to at least three words about what it
means (see Table 4).

Question 2. What do you think about the Metaverse? What do you think the Metaverse
is for? (see Table 5).

3.2.4. Main Study Findings

The study found that gamers view the Metaverse as a blend of technological and
social elements within games, often experienced through virtual reality [2]. This is not a
new concept, as games are seen to enable immersive experiences through virtual reality
technology. Socialization and communication, whether at an individual or community
level, are crucial. Additionally, it is recognized as a promoter of well-being [2].

4. Methods
4.1. Data Gathering

We used the results gathered both from the documental study (1) [3] (Tables 1–3) and
a focus group study (2) [2] (Tables 4 and 5) to develop this comparative study.

We decided only to use the data analysis described in Tables 1–3 on the documental
study because they were the only significant and comparative data meaningful for this study.
Also, for the focus group, we decided to use only two of the twenty-eight questions available
because these are the ones that focused on the Metaverse perceptions and, therefore, were
comparatively meaningful for this study (see Tables 4 and 5). This follows the PRISMA
2020 guidelines for systematic reviews [86,87].

4.2. Data Analysis and Results

For this comparative analysis, because of the significant meaning present in the results,
we decided to only consider the categories/concepts with at least a 10% significative value
to focus on the most relevant categories/concepts. This 10% minimal relevance was decided
by the analysis of all data, showing us that it was impossible to compare or to have a signi-
ficative value to compare to below that value. The use of percentages for the comparison of
this study was determined by the need for standardization, relative understanding value,
and to deal with the proportions, as well as simplicity and universality. Standardization is
important because the percentages allow for standardization, enabling comparison across
different groups or categories within the study [88]. Relative understanding is important
because it provides a relative understanding of the data, which can be more meaningful
than raw numbers [88]. Relative understanding is ideal for dealing with proportions, which
are common in many scientific studies [88]. Simplicity and universality are important
because percentages are simple to understand and universally recognized, making the
findings of a study more accessible to a broad audience [88]. Considering the nature of
the data gathered from both studies and the research question being addressed, the use of
percentages was considered appropriate. We addressed the appropriateness and carefully
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considered the use of this statistical measure in this study, as with any other quantification
technique [89].

The subsequent tables (Tables 6–10) show the values considered for this comparison
analysis, considering the significance and meaningfulness of the results.

Table 6. Abstract—significative concepts.

Concepts Frequency % Relevance

Research 38 17
Social 37 16

Immersive 36 16
Future 30 13
Users 25 11
Paper 25 11

Online 24 10
Platforms 22 10

Table 7. Introductions—significative concepts.

Concepts Frequency % Relevance

Metaverse 698 100
Virtual 311 45

Virtual Reality (V.R.) 150 21
Users 113 16

Digital 108 15
Reality 107 15

Social 93 13
Physical 88 13

Research 85 12

Table 8. Conclusions—significative concepts.

Concepts Frequency % Relevance

Metaverse 553 100
Virtual 130 24
Social 112 20

Virtual Reality 88 16
Reality 81 15

Users 81 15
Future 74 13

Support 67 12
People 62 11

Research 58 10
Use 53 10

Table 9. Question 1—significative categories.

Categories Total %

Past 13 100
Socialization 9 69.2

Evolution 9 69.2
Virtual 7 53.8

Creation 6 46.2
Immersion 3 23.1

Build 3 23.1
Monitorization 2 15.4



Computers 2024, 13, 193 12 of 25

Table 10. Question 2—significative categories.

Categories Total %

Old concept 13 100
Promotes Socialization 9 69.2

Technological evolution 9 69.2
Virtual reality 7 53.8

Creates characters 4 30.8
Allows immersion 3 23.1

We started to make a comparison by taking into account the three most relevant results
from the documental study (abstracts, introduction, and conclusion, corresponding to the
first nine columns starting from the left side, in this respective order) and from the focus
group study (question 1 and question 2, the remaining six columns in corresponding order)
(Figure 2).
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Figure 2. Comparison Graphic—3 most mentioned concepts/categories.

Observing the results, we can see that the common concept/category is the Social
concept, which is mentioned in abstracts, conclusions, and both questions from the focus
group. This indicates that the Metaverse is perceived by researchers and common adult
gamers as a social concept, promoting socialization among its users.

For the following comparison, we focused on the common concepts/categories men-
tioned in both studies (see Figures 3–7 and Tables 11–15). The % relevance shown represents
the % of concepts presented in the texts (documental study) and the % of categories men-
tioned by the participants (focus group study).

The first common concept/category mentioned was social (Table 11, Figure 3). It is
possible to observe the high relevance of both studies and how this concept appears in
every part of each study (abstracts, introductions, conclusions, question 1 and question 2).
So, there’s a high representation of the Metaverse as a social concept, promoting the
socialization between its users.
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Table 11. Comparison—related concept/categories—social.

From Concept/Categories Total % Relevance

Abstracts Social 37 16
Introductions Social 96 13

Conclusions Social 112 20
Question 1 Socialization 9 69.2

Question 2 Promotes
Socialization 9 69.2

Table 12. Comparison—related concept/categories—immersion.

From Concept/Categories Total % Relevance

Abstracts Immersive 36 16
Introductions 0 0

Conclusions 0 0
Question 1 Immersion 3 23.1
Question 2 Allows immersion 3 23.1

Table 13. Comparison—related concept/categories—virtual.

From Concept/Categories Total % Relevance

Abstracts 0 0
Introductions Virtual 311 45

Conclusions Virtual 130 24
Question 1 Virtual 7 53.8
Question 2 0 0
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Table 14. Comparison—related concept/categories—virtual reality.

From Concept/Categories Total % Relevance

Abstracts 0 0
Introductions Virtual Reality 150 21

Conclusions Virtual Reality 88 16
Question 1 0 0
Question 2 Virtual Reality 7 53.8

Table 15. Comparison—related concept/categories—future and past.

From Concept/Categories Total % Relevance

Abstracts Future 30 13
Introductions 0 0

Conclusions Future 74 13
Question 1 Past 13 100
Question 2 Old concept 13 100

It is also possible to verify (Figure 4, Table 12) that the concept/category that both
studies mentioned was immersion. Researchers and common adults also agree that the
Metaverse is an immersive experience and is considered a characteristic of this concept.

The next common concept/category found was virtual (Figure 5, Table 13). It is a
perception of the Metaverse as something virtual or a promoter of a virtual environment or
world achieved by technological development.

We can observe in Figure 6 and Table 14 that another common concept/category is
virtual reality, stating the necessity of the technology by the Metaverse concept to exist.
Creating the virtual environments and worlds characteristic of the Metaverse concept
would not be possible without virtual reality.

Another comparison made revealed the distinct categorization of the Metaverse con-
cept as something perceived as future-related (documental study, researchers) and some-
thing related from the past (focus group, common adults) (Figure 7, Table 15).

It is interesting to observe this difference. The researchers see the Metaverse concept
as something in continuous development. Some aspects or factors will still be achieved,
developed, or defined in the future using a futuristic approach. As for the common adults,
the Metaverse concept is something from the past or something that was already seen,
invented, or presented as an idea or concept, so they do not consider it something new, as
the researchers do.

In order to more deeply understand the similarities and differences of these two
points of view (scientific and common sense), we also used Voyant Tools. This was created
by Stéfan Sinclair from McGill University and Geoffrey Rockwell from the University of
Alberta [90].

Voyant Tools is a digital platform designed for the analysis and interpretation of
texts [90]. Its primary focus is on providing a quantitative method for learning what is in
a text and what it might have to offer [91]. It is particularly useful for uncovering trends
and patterns in language use within a text [90,91]. The platform offers a suite of tools
for performing text analysis, including tracking word frequency, word collocation, and
visualizing trends in texts [90]. It also provides information about the co-location of words
within a text [90]. These tools can be used to support scholarly reading and interpretation
of texts, making it particularly useful for digital humanities scholars [90].

In addition to providing insights into the content of a text, Voyant Tools also encour-
ages users to think differently about texts [90]. By offering new ways of observing and
analyzing text, it helps users to uncover new insights and understanding [90]. This makes
it a valuable tool for anyone interested in exploring and understanding the complexities of
text [90,91].
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For this analysis, we created a text file with all the collected data used in the previous
comparison analysis from the Leximancer software and the focus group. To make it easy
to distinguish the two studies’ findings, we added a “_” at the end of each word that
resulted from the focus group responses. After this preparation, we entered all data into
Voyant Tools.

Figure 8 is a word cloud, also known as Cirrus in Voyant Tools, consisting of a visual
representation of the most frequently used words in a text [90]. The size of each word in
the cloud reflects its frequency or significance in the text [90]. Larger words appear more
frequently, whereas smaller words are used less often [90]. This visualization can help you
quickly identify key themes or concepts in a text [90].
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Figure 8 shows that the most important concepts are creation, reality, virtual, and
promotion. Comparing the studies, we can see a connection between the reality concept
(reality_ and reality) and the virtual concept (virtual_ and virtual).

There is a clear distinction between the two main clouds.
The gaming point of view sees the Metaverse as a creator of virtual realities that focus

on promoting the socialization between users. This virtual reality world can embrace
the user’s own experiences in these new realities through the immersion concept using
characters (avatars). The Metaverse concept is also seen as having its ricks over any other
technological innovation. However, his evolution and objective of colocalization between
people make gamers accept these new virtual realities.

From the scientific perspective, we can observe a different focus on the Metaverse
concept. This focus is centered on the virtual and physical applications that these virtual
realities can offer people. These applications are through online platforms, which allow
users to interact with other users through the immersion state in these worlds. The scientific
view plan is to continue to explore current and future research in order to use data and
information to improve the social impact through the applications and platform promoters
of these new virtual realities.

So, we can highlight more human relations through a socialization focus on the
gamer’s view and a more technology-engaging application to create a social impact from
the scientific perspective.

The representation of the Metaverse as a virtual reality created for people is consensual.
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From the common sense perspective, the Metaverse is seen as a means of creating and
promoting socialization through virtual realities. This representation is connected to users’
past experiences. From the scientific view, the Metaverse is perceived as a virtual reality
that people can access through online platforms or applications. These applications use
real information so people can engage socially in the present and in the future.

Figure 9 represents the tendencies of the most frequent words in both study’s results.
These tendencies provide us with valuable insights regarding the analyzed text, contribut-
ing to the identification of the main key themes and patterns. We observe that creation
(from the focus group) is linked to users and virtual (from the documental study). This
tendency shows us that the Metaverse is seen as a creation of realities by users through the
virtual world. A clear distinction is also observed in the two points of view. Both represent
the Metaverse as a virtual reality. However, common sense focuses on the creation of these
virtual realities, and the scientific view focuses on the virtual reality created for the users.
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This tendency shows us that the Metaverse is seen as a creation of realities by users
through the virtual world.

5. Discussion

Our findings gave us essential data to verify how close or apart the common repre-
sentations of adult gamers and scientific representations are, providing important insight
into conceptualizing the Metaverse by scientific research and the common perspective. We
now understand the representations of the concept through both visions (researchers and
common adults), and we can explore how virtual reality is represented and the role of the
gaming world within the Metaverse and virtual reality concepts.

Regarding our first objective, comparing the Metaverse representations found in
relevant studies (published and indexed publications) with the Metaverse representations
among adults (not researchers), we found a joint agreement on concepts/categories, such
as social, immersion, virtual, and virtual reality, and a visible disagreement, as a future or
past concept. So, the Metaverse is represented as a place where people can interact with
each other and where the promotion of socialization exists. There is no surprise in this
agreement because the Metaverse can be perceived as a social network [17] combined with
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a virtual game world [92], aimed at creating a social community [93] that will shape the
future of online social networks [94] because of the ability to allow interactions between
users [9] on all sorts of activities, such as social, economic, and cultural [15].

The immersion agreement between both visions is also unsurprising since this concept
connects the engagement with the user’s interaction. The Metaverse concept is defined as a
parallel universe that exists alongside the physical world in an immersive, interactive, and
persistent way [8]. The concept of immersion enables perception through sensorimotor
contingencies [95] for perception [96], supports natural behaviors [96], enhances the illusion
of presence, and allows for a subjective experience [97].

As for the virtual concept/category agreement, it is also something natural due to the
technological base of the Metaverse concept because this concept is seen as a 3D universe
that is online [7] and a layer between reality and us [11], showing the virtual reality base
from the virtual worlds created, where the users can enter and exit anytime [8].

Also, with logic comes the representation of virtual reality as an essential part of the
Metaverse concept since this concept is a computer-generated environment [98] responsible
for connecting it with the users through avatars [99]. Virtual reality is the medium [99] that
creates immersive virtual environments [3] for the Metaverse.

What about the main disagreement between the two perspectives? Common adults
see the Metaverse as something related to the past, and scientific researchers see it as
something related to the future. The perception of being an old concept among adults can
be understood due to its historical context or its reliance on other concepts like gaming and
virtual reality [2], or even because they are not completely aware of the developments in
the Metaverse and the function of technologies to be revealed (including new hardware
devices and emerging software releases). In the future, representation will likely stem from
the novelty or increased attention from authors and companies [2]. It is also important to
note that the Metaverse still lacks a consensual explanation of what to expect from it in the
near future [3].

Our second objective was to verify the most common representation of virtual reality,
and we could see an agreement from both perspectives (from researchers and common
adults) that this concept is a part of the Metaverse. Because it is considered a 3D shared
world based on the physical world [9], for these worlds to exist, they need virtual real-
ity technology to develop and involve the fullness of entering another world using any
device [6]. Virtual reality employs computer graphic systems to create an immersive ex-
perience within a computer-generated 3D environment [24]. It is also noteworthy that
scientific knowledge has a broader vision and more definition of virtual reality. As for
the common adult’s representation, there is a clear awareness, yet an underestimation, of
the importance of the virtual reality concept. However, they need clarification or more
understanding regarding the boundaries of the definition between this concept and the
Metaverse concept [2].

For our last objective, to verify the importance of gaming within the Metaverse and
virtual reality representations, we verify the importance of the social implications and
engagement that the gaming world brings to the Metaverse and from the technological
evolution of the virtual reality that allows immersion through gaming. The Metaverse
has a close and straight relationship with the entertainment concept, and this dimension
of leisure can be considered a blend of online games and social networking [13]. As
previously mentioned in the Metaverse brief history (in the Section 2), the games and the
social networks are the genesis of this concept, highlighting the gaming world’s position as
the founder of the Metaverse [2].

The Metaverse has only about two decades of history, so it still needs a more perfect or
final definition [2,3]. Scientific researchers continue to improve and develop their creativity,
experience, and insights regarding a definition in continuous construction, exploring new
boundaries and limitations as common knowledge uses only experience from what exists
and which is tangible to be experienced.
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6. Research Limitations and Future Research

For the documental study, a possible limitation is the keywords used for the research
papers; having fewer could have opened the range of papers found. Considering the focus
group study, we admit that more interviews could give more data. We requested that
all participants use a camera to prevent reduced non-verbal communication in an online
focus group session. It is also essential to refer to the nationality of the gamers interviewed
(Portuguese), so it should be considered that other nationalities, age groups, and ethnicities
could have resulted in different findings, considering the knowledge, lack, or confusion
regarding the concepts discussed.

As for future research, we can state some potential gaps to be considered. Compre-
hensive review articles: despite the exponential growth in Metaverse research since 2020,
there is still a lack of comprehensive review articles using bibliometric techniques. Future
research could focus on creating more systematic and in-depth reviews to understand the
current state of Metaverse research. Collaboration and advancement: the Metaverse field
would benefit from increased collaboration among researchers. Investigating interdisci-
plinary aspects and fostering knowledge exchange could advance the field further. Future
studies might explore collaborative efforts across academia, industry, and other sectors.
Research questions: our study presents 27 research questions for future investigation. These
questions span various facets of the Metaverse, including education, healthcare, tourism,
and more. Researchers can investigate these questions to uncover new insights and ad-
dress existing gaps. Reality perception and ontology: The question of whether reality is
real remains intriguing. Future research can discover the ontological implications of the
Metaverse, considering its impact on our perception of reality. Investigating the nature
of reality within virtual environments could yield valuable insights. Humanization and
technology integration: bridging the perspectives of humanization (common knowledge)
and technological enhancement (scientific knowledge) is crucial. Researchers could explore
ways to harmonize these viewpoints, ensuring that the Metaverse evolves with both hu-
man experience and technological innovation. The Metaverse presents a remarkable and
captivating opportunity for interdisciplinary exploration. By addressing these research
gaps, scholars can actively shape its trajectory and unlock its boundless potential.

7. Conclusions

It is incredible to see the evolution, looking into its history, of how a concept emerges
and evolves. In this case, it began as a simple idea constructed to transport users to
a possible and credible new reality through a simple book by Neal Stephenson, to an
extraordinary evolution and development that allowed a simple book to focus us on our
natural curiosity and creativity to transform it into a new reality.

The study acknowledges the continuous evolution of the Metaverse’s definition,
contributing to a broader understanding of this dynamic digital realm. Overall, this
study significantly enhances our understanding of the Metaverse by bridging the gap
between common and scientific perspectives, emphasizing the interplay between gam-
ing, virtual reality, and social dimensions, and recognizing the concept’s historical and
ongoing development.

Studying the Metaverse can benefit a wide range of individuals and groups. Re-
searchers and academics can use your findings to further explore the Metaverse, its applica-
tions, and its impact on society, providing a foundation for future research and theoretical
development. Game developers and tech companies can create more immersive and
socially engaging virtual environments by understanding the common and scientific per-
spectives of the Metaverse, using your insights into user experiences and expectations
to design better products. Educators and students can use your study as a resource for
teaching and learning about the Metaverse, virtual reality, and digital interaction, offering
a comprehensive overview of the concept’s evolution and current state. Policymakers and
regulators can inform policies and regulations related to virtual environments, ensuring
they are safe, inclusive, and beneficial for all users. The general public and enthusiasts,
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from gamers to tech enthusiasts, can gain a deeper understanding of how the Metaverse is
perceived and represented, bridging the gap between everyday experiences and scientific
knowledge. Social scientists and psychologists can explore the social implications and
psychological effects of the Metaverse, using your findings to understand how virtual
interactions influence real-world behavior and relationships. By addressing both common
and scientific perspectives, the study provides a holistic view of the Metaverse, making it a
valuable resource for a diverse audience.

As we recall our research question (To what extent may the Metaverse scientific
representations vary from the Metaverse common perceptions?), we may now sum up that
the answer lies in experience and knowledge.

From this study’s findings, it is important to state the theoretical implications regard-
ing this concept and the two compared views. When conceptualizing the Metaverse, our
study provides essential data by comparing common representations of adult gamers with
scientific depictions of the Metaverse. This insight is valuable for conceptualizing the
Metaverse from research and everyday perspectives. Understanding key concepts (such as
social, immersion, virtual, and virtual reality) highlights the Metaverse as a place for social
interaction and socialization. The agreement on immersion and virtual reality concepts
aligns with the Metaverse’s immersive, interactive, and persistent nature. Acknowledging
the divergence between temporal perspectives enriches our understanding of this dynamic
digital realm. As for gaming’s role and historical context, the investigation of gaming
within the Metaverse sheds light on its social implications and engagement. Recognizing
the Metaverse’s close relationship with entertainment emphasizes its multifaceted nature,
combining online games and social networking. Referencing the Metaverse’s origins in
games and social networks strengthens your study, acknowledging gaming as the genesis of
this evolving concept. Furthermore, acknowledging the ongoing definition of development
aligns with the continuous construction of knowledge, exploring boundaries and limita-
tions in the Metaverse’s definition. Our research contributes significantly to unraveling the
Metaverse’s complexities and emphasizing gaming’s impact, bridging temporal perspec-
tives; emphasizing the interplay between gaming, virtual reality, and social dimensions;
recognizing historical context; and acknowledging ongoing definition development.

Our findings show that these two perspectives or representations are relatively close
regarding the implications of the Metaverse concept but diverge in how reality is seen.

Common knowledge can only rely on their experience and daily practice, mainly
focused on how they feel, think, or experience what is available. The Metaverse is seen as a
promoter of socialization, so this point of view focuses on promoting human interaction and
the possibilities of relation with others within the virtual realities created by the Metaverse.
A common gamer’s point of view is observed, but past and present experiences determine
the level of engagement and perception of these virtual realities.

As for scientific knowledge, this is focused on the current applications and platforms
of the Metaverse that the user will use socially. So, it is a technological point of view that is
wanted to explore the engaging interactions between the user and these virtual realities,
focusing on understatement and creating more knowledge understanding so it can be
used to better transform the typical experiences or, with a bit more research and definition,
to impact their knowledge. It looks into the future, considering what can be done and
explored: What will it achieve? How can it be improved? New developments? How can it
be more immersive? More real?

As for the similarities, we can see knowledge of the Metaverse as the creator or
responsible for these virtual realities, and perhaps this is the only reality that exists and is
possible for these two perspectives—and this is neither good nor bad. It is only a matter of
perception, which brings us to a recurring question: is reality real?

The two studied representations each have merit and influence concerning the evo-
lution of the Metaverse concept. One is searching for a humanization of the Metaverse,
and the other is looking to improve engagement through technology. Joining these two
perspectives will permit extraordinary events to be accomplished, allowing the Metaverse,
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as this unique and beautiful flower, to bloom in this idea of what it will be in the future.
Life’s unpredictability often leads to the most amazing outcomes. We can expect to witness
incredible things if we collaborate and work towards a shared vision. Or, as Einstein would
say: “The future promises us the most amazing experiences”.

As researchers, we aim to discover new things; understand what, how, and why; and
see the limitations or boundaries of possible new things or new aspects of the same thing
that were considered. However, according to the common perception, discoveries often
come as a finished product made for them, so what matters the most is the experience.
So, we can understand the aim for the level-up experience and development from the
Metaverse concept, where we have to prepare for the new challenges that come from each
new scenario to reach the end goal.
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