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AEELELS Ao BT A (AP #; 4] (Snow Crash)>(1991)F &l A ofHtef gh=
8019} A, AA A|A Q] “F(universe) o £35}= Q1EIY 7]8HQ] 3D 7HAA| A S ‘o
HA(metaverse) 2Fal JEH AT
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1.2 HEHHAS WX 20 O

o

O 7|29 Bt B4Rl 3HtE] 9] HHAl o] @S S5 4= = HREC E HEtH A(metaverse) 7t
=31 Qlch(Attallah, 2020; Depp et al., 2018).

O THIAAE B85t k52 SRS AF24R1 Mol E v O R EY 58 7 e 7T
BiAolH, HEtH A0 A= o] Yo AHEATE BAo A&HA FATAE FAS
JoB g A5l BAE FA5HE Aol Fa8tHKuznetcova & Glassman, 2020).

O Nowlan, Hartwickd Arya(2018)°f] =2 7FHJA| Alof| A ovlELS B3 A4 Shaad 2
02 S5A1eke] Ao at8-3 B9l ok #Ho & =011, ASE 58 gs5o] 7Hs e ol E R
TAHLAR] 7w Q5] H &xtAol2kal shltt.

© Kuznetcova®t Glassman(2020)28] Aol A= 7HIAIA oA 9] B2 S5A T =54 2

A &A1& Agih= HFAlo| A Bloju} wIS=AQl sh5e oA 55 SFEAF AHREA 4= &
T 5 J OB R ShEARe] v AJEk 58 o] AES ERlskith

O THIAIA A SE A WA THE ShEAReke] AR AES Bofl =2 AR A AR S HE
SHA =0l A 7HFAIA Q] ek ol B U 5 AUTHBeck, 2019).

o ou}EFZ 823} o] Eo|u} BEo] sF& o] A2 F Q] Hojl} Tuj2 9urs
O| AL HIEFH A0 A ofHlerE ARESHA] AH4lE HESHY S5 3T
(Kuznetcova & Glassman, 2020).

0 ATAL oA SR w2 20 ATE A Z5H Elil(Lowenthal & Dennen,
2017) ol& &3l k5ol t% A=2o=2 FofstA Hrk(Beck, 2019).
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MetaVerse: universe a/b virtual space
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