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Foreword // I& C&IC

Metaverse is the place where all people can gather, breaking the barriers of gender, age, and social and
geographic positions. Some media emphasize the metaverse harassment issues such as provocative behavior,
slurs, etc. But what is the reality for residents who are truly living in the current Metaverse world? By conducting
a quantitative survey across different platforms and regions, we investigate the following questions: 1) Do users
actually encounter harassment? If so, what kind of harassment? 2) Does the user’s gender and sexuality impact
their safety? 3) How do users deal with unwanted behavior, and to what extent does it impact them? We hope
that by visualizing what is really happening in the Metaverse, we can think together about better "Metaverse
manners" and make our lives in the Metaverse freer, safer, and more enjoyable.
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Previous studies // fc1T7H3%S

Some researchers report harassment issues in the metaverse,
leaving the individuals with no choice but to avoid the situation or
block the offender (Piitulainen et al., 2022, p. 7). Research has also
shown that non-cisgender individuals face identity-specific slurs,
physical attacks, and anti non-cisgender rhetoric (Freeman et al.,
2022, p. 4). According to Oculus researchers, there are three
categories of social VR harassment: verbal, physical, and spatial
(Blackwell et al., 2019a, p. 854). While what constitutes unwanted
behavior is highly personal and subjective, the lack of “shared
vocabulary or regulatory structure across individual social VR
applications” makes it challenging to develop consistent and
appropriate metaverse behavior and norms (Blackwell et al., 2019b,
p. 124). To combat harassment, researchers propose automatic
bullying recognition systems (Fiani & Marsella, 2022) and suggest
developing adjustable privacy settings regarding social touch in
virtual reality (such as personal space bubbles) (Sykownik & Masuch,
2020). However, excessive restrictions to prevent harassment are
unappealing, as they might hinder communication (Shriram &
Schwartz, 2017, p. 226). Furthermore, recent research brings
attention to new issues, such as “phantom sense,” that have not
been addressed by virtual reality applications (Zheng et al., 2022, p.
4).
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Harassment in Metaverse
ATCDINTAAX B
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Purpose: This survey investigates the reality of
harassment in social VR

Eligibility : Users who have used social VR (VRChat,
RecRoom, Neos VR, etc) with a head-mounted display
at least 5 times in the last year, and are English or
Japanese speakers (Please refrain from answering if
you connect to social VR only from desktop or phone)

Methodology : From September 5th to 24th, 2022.
Public survey via Google Form.

Recruit : Issued press releases in three languages
(English, French, and Japanese) and sent them to
media around the world. Various metaverse-related
organizations also helped spread the survey.

Official supporters : NPO Virtual Rights, PANORA,
Metacul-Frontier, VNOS Corporation
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876 answers // [B1& &k

- Thank you for answering and sharing! // BEI& i U D ES TTWVE LT !
« 30 media coverage in 6 languages : 14 English, 10 Japanese, 2 French, 2 Italian, 1 Spanish, and 1 Vietnamese
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Interest
VTuber Researchers Launch Survey About Harassment In Virtual Reality

posted on 2022-09-07 12:45 EDT by Kim Morrissy

English-Japanese survey is open until September 24

Independent Japanese Virtual YouTuber "Virtual Bishojo Nem"” and the
Swiss VTuber anthropologist “Mila” (Liudmila Bredikhina) launched a
large-scale quantitative survey on Tuesday about harassment on Virtual |8
Reality (VR) platforms. The "Harassment in Metaverse" survey
specifically focuses on users of social VR platforms such as VRChat,
RecRoom, and Neos VR, etc. who use a head-mounted display at least
five times in the last year. The survey is in both English and Japanese
and is open until September 24.

The survey aims to address the following questions:

1. Do users actually encounter harassment? If so, what kind of harassment?
2. Does the user's gender and sexuality impact their safety?
3. How do users deal with unwanted behavior, and to what extent does it impact them?

The results will be published as a report and will not disclose any personal information.
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Regions and platforms // g & —E X

Please select the "area" you are currently residing in // What social VR do you use "the most"? // T&®&1 &<
HHEEOBIESEFND M) 2RI TFEL FET5Y - v IWREHZ TFEL
n % n %
Japan// B& 743 84.8% M VRChat 678 77.4%
North America// 677 X1 A 76 8.7% ™ Neos VR 75 8.6%
W Europe // 3—0OwIN 35  4.0% cluster 68 7.8%
M Asia (ExceptJapan) // 727 (BZ&LSY) 15 1.7% M Virtual Cast 42  48%
M Oceania// Z#€7=7 4 0.5% I Rec Room 4 0.46%
W South America // Ea77 X H 3 03% M Chillout VR 3 0.34%
o Other 6 0.68%

Enough n to compare 3 regions // 3 b &I+ 5 n#K Enough n to compare 4 platforms // 41— E X LE&IC+53 TanEk
*Sampling errors : appx. 4-18% in maximum (Japan-Europe) // *Sampling errors : appx. 4-16% in maximum (VRChat-Virtual Cast) //

BTV HRE [ BKA~18%EE (HEA~3—0O v /) BTV TRE | KA~ 16%F2E (VRChat~Virtual Cast)




Conclusion // $5:5&

Harassment in the metaverse exists and half of users have
experienced it. Due to the immersive nature of social VR,
users experienced the harassment as being “realistic.”

The most common form of harassment is of sexual nature.
We also noticed characteristics specific to the metaverse.
For example, biological males are also more vulnerable to
victimization because of feminine avatars. Although most
users had a “light” or “moderate” experience with
harassment, it could be “extreme” depending on the
situation or the characteristic of the user (sexuality,
minority, etc.). As in the physical world, the most
important thing is to respect each other and consider the
other person's situation.

As for legislations and requests to platformers, many users
expressed concerns regarding further restrictions as they
might hinder the freedom of the metaverse. Also, they
want more flexible safety controls, better guidelines and
moderation.
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Summary - Harassment Experiences

*E%E INTD A A F@%ﬁ%

Harassment experience: Almost half of all users responded
that they have experienced harassment while playing social
VR. It shows higher value than traditional online
communications like SNS or online games.

2. Especially, the highest harassment rate is in North America
(71%), biological female (69%), and cluster (64%). However,
in North America, the rate is almost same as that of online
games (67%)

3. Sexuality/minority: Overall bisexual users (61%) experience 3.

more harassment than heterosexual users (53%), although
there is no significant gap. Following previous research
presented at the beginning of this study, minorities face
more harassment (66%) than non-minorities (55%).

4. Witness: Overall, more individuals witnessed harassment
than experienced it. The highest rate is in North America
(92%) and cluster (77%). Unlike in the case of personal
harassment experience, there is no significant difference by
biological sex.

NG AA Y MEERER | 20— —DWFEHHY — v IVVR
DTLARITINGAAY b aZITEBRDH B EEA T
SNSOHA VAT —LEERKDT > S/4>2A=a2=
ry—avisalMEERLE.

FFICEEREHNFLDIE. JEK(71%) - ¥IELH(69%) -
cluster(64%), fefcLILKRDBEIEA >S4 T—LEIF
(XE CEJ&(67%).

YOI ITa,/RA/ VT4 - IHEZEE61%)IE. B
E%( 3%) KW EINTAAY FZZIFEERDZUVDH, &

i E Cldhb ol KiTHEEY ., <14/ )T 1I13IET
4/ JTF4(55%) & VEZLDINZTAAY MERLTWL
%(66%).

BR . EHRELTNSAAV I ZBELEAIEER L
AEKVEZL, BFITEODIXIEK(92%) Ecluster(77%). B
BDEBREREERY YPEELICEITLEL,

*ER  FFAETIRE, DI -F—H5ARGEERVNEEESNS
*Definition: In this survey, we define "harassment" as an REYETEE IW\SAAV M EEETS

inappropriate behavior which makes you feel uncomfortable by
another user



Harassment experiences and witnhess

INGAAY MEERER L EER

Were you ever harassed in any way while Have you ever seen someone else get harassed in
playing social VR? // &7zl —< v JVVR%Z any way while playing social VR? // ¥V —</ + JUVR
TLALTWBEEIL, FAISHDINTAAY b ZATWTC, MEADMISHDING A A FERIS
ZZFTEZEREBYTETH? fcDEREZEHNBYETH?

VRChat VRChat

12



Harassment experiences

INT A X MRERSR

Were you ever harassed in any way while playing social VR? // % fzl&Y —2 ¥ JWRZ T L A LTW

BEEIC, ASHDDINTAAY b EZIFEZEIEHVEITH?
By region, biological sex and platform // #thig - ¥ 4R] « H—E X5l

411
v

54

16

P +17% 358
e

112

392

32

44

19

Note : we use terms such as “biological sex,” “male,”
and “female” when talking about the user’ physical
body and sex. We differentiate it from “gender” what
is considered to be a societal construct.

AR MpIEMER)) YIRS MRt S
11— -G EIRICHSIT R BEEERICERL
TWEY, HEHNEEIZTHS V48— LK
MLTWET,

Big difference by
biological sex // #3245
ICLBEDHKEL

Enough n to compare // LbEIC 193 7xnEK
*Sampling errors : appx. 18% in
maximum (Experienced on NeosVR) //
BT IRE | BK18%FEE (Neos
VRODIZERE)




Harassment on/off Metaverse

ABRIN—ZARANTDINT A A MRERSR

Were you ever harassed in an%waﬁwhile laying social
VR? /[ HGTEY -2 v IWRZT LA LTWBEEIT,
FASHDINTGAAY bEZIFTEIEIEHIETH?

(Metaverse)

* For a comparison // Lt D= &

Have you experienced online harassment prior to social
VR?//V —2 % JUDVRUEIIC, Ry b ETDINGAAV b
ZREBRLIZEDBYETH?

Harassment in metaverse is greater that in other
forms of online communication

ABZIN—ATDINT AAY MEERRIZZDDF
VoA ATz r—3av&Ugn
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Harassment and sexuality/minority
INGARAV &I ¥ITA/IRA/ T«

Were you ever harassed in any way while playing social VR? // 5 fcldV — ¥ JIWRE 7L 1A L TW
BEEI, FASDDINTGAAY b ERIFcTEIEHBYETH?

By sexual orientations// f£#I35 A By minority // <4/ ') 7 1kl

5—*; +9% i—h; +12%

15

15



Witnhess to harassment
INDAX FPEHES

Have you ever seen someone else get harassed in any way while playing social VR? // ¥V —</ v ]LVR%Z
WA TWT. MADMASHDINGAAY M 22T DR EHBYETH?

) ) ) . More users witnessed someone else get harassed than
By region, b|olog|cal sex and platform // #3 - PpEEER] - —E X experienced being harassed themselves

NSAAV b ZBBLA-—Y—-RBEERLEI-T-&VESZL

i +2%
i
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Part 2. /\717( 3/ |~ @5 b |
Harassment types, extent and reasons // / \71)‘ I*@%E%E 3RE - FEFR

*This part is breakdown only those who responded that they have experlenced ha?assment // L@E(«il \FRAAY MEBRDH B EBERBEDHDHNRTY



Summary - Reality of Harassment
*E%E -INTG AA Y FDRERE

Harassment types: Overall, sexual harassment is the 1. NSAAY FOTEE | 26E LTHEMNSAAY D

most common type. In VRChat, which has the highest Z\, 1—H—DZ L WRChatTld. HHMESE
number of users, sexual language (63%), being (63%) « MRICAHE SN 5(43%) « FEYET7INZ—%R
touched in a sexual manner (43%), and being shown H5N2(69%)GEENRT TS,

inappropriate avatars (69%) are very common. | . D
2. JLKTDH, TELEEPANS FPAE—FLLEDEE

2. Onlyin North America, verbal harassment such as slurs DINS A FHERIANS Z A R ERE 5T
and hate speech is more common than sexual

harassment. 3. NTFAAXYVIDIEE :: £F& LT, 13IFEWN/NF R A
3. Harassment extent: Overall, 1/3 of harassment was ¥ MEDTe—5C, 7%@_@66_{5573%@_7—: 2 feo 4
mild while 7% was severe. Biological females felt BRIERYEBELYNTZAAY FEECELCTVS,
harassment more strongly than biological males. 4. BAMODEE (& A EDI—H—HVRIAEEDZ AN
4. Immersion impact: Most users perceive harassment as DI=DICHBEEINTAA Y b &) 7 IVICERLETWS,

real to some extent due to the immersive nature of the

VR experience. 5. BH  24&ELT. NFRAVFEZIFTRERIE T&

MET7INZ—TTLALTVWBZ L] BREZD O

5. Reason: Overall, the most common reason for being (51%), YIEBLHEDBSIIEETH BT &bAETHER
harassed was playing as a feminine avatar (51%). For ot (71.4%), K TEERTA /T4 THBTE
biological females, being a female was also a major AR E LTEA>T=(32%)

reason (71.4%). In North America, being a sexual
minority was mentioned as a reason (32%).



3 categories of harassment in Metaverse
AXZINN—ATDINZGAAV D3 AT —

This survey deploys the 3 categories of social VR harassment put forward by Oculus researchers

(Blackwell et al., 20193, p. 854) // AFAE TIXOculusDIRZEHEEBEICY — ¥ JWNRTDINZ A AV b &3D
@ijl)—L;ﬁtEin-a_ Blackwell et al., 20193, p. 854)

Categories harassment harassment harassment
A7V — DINFGAAV b INGRAAY B INGAAY B

Examples Insults, hate speech, Unwanted touching, blocking Unwanted, sexualized gestures,
3 sexualized language // 8%, movements, using objects in an being shown violent or sexual
N FPRE—F, HWGEEE  unwanted manner // E2E &2y  content// EEHWVEIRY. &
F. B1EZMITS. EXGWAEE BGEERIRY. 2ACEHIVT
TH7ZES vV ERELNS



*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Harassment types // I\5 A X > &R

What kind of verbal harassment have you What kind of physical harassment have you What kind of environmental harassment
experienced? Please select "all" that apply.  experienced? Please select "all" that apply. have you experienced? Please select "all"
/| EOLSIBEEDNSAAY &SR /| EDQXDIBINPENLINT AAX Y M EZIT thatapply.// EDO K SBIRIFINT AKXV b
ZEDBYVETH? ZEHTHED%E (£ TELBIVETH? ZETHE0D%E (£ EEBRLELD? ZEHTH5E0% T£
T1 BIRLTLEEW, Tl BRLTLLIEETWL, Tl BRLTLEEL,
VRChat VRChat VRChat
v
v
v

Sexual harassment is the

most common // /S X
AV FDEREHEZL

20



*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Harassment extent // I\ XA X/ FigE

To what extent have you experienced To what extent have you experienced To what extent have you experienced
verbal harassment? // EDRREDSED/\  physical harassment? // £ DIZE DR 1 environmental harassment? // & DIZED
FAAYV M EREBRLELD? INGAAV b ZRZBRLE LD ? WRIBINGAAYV M =EBRLE LD ?
VRChat VRChat VRChat
v v
6,9%
v
34,9%
v v

38,8%

For one-third “light” but for 7% “extreme”

1BIEENEDEED. 7%IEHTEELEHD

21



*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Verbal harassment types
SED/INTAA Y &R

What kind of verbal harassment have you experienced? Please select "all" that apply
EDELDIBEEDNTGAAY b EZITRIEHDHVETH? ZEHTHE0D%E 27T BRLTLLEL
By platform // H—E X5l By region and biological sex // #hizf - #pER 155

Non-sexual also occurs in North America

LR TIEHEAUNDEDE
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*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Verbal harassment extent
EEDI\SAAY MEE

To what extent have you experienced verbal harassment?
EDREDEEDINTGAAY M 2EBRLELHL?
By region, biological sex and platform // #thig - ¥ %R « H—E X5l
|

Japan// BAX = 10,5% 36,7% 35,5% 10,2% -

North America // 3t 7 A H 35,2% 352% 24,1% -
8,9% 38,0% 36,0%
Male // B1& +8% |
' ]
‘ EH
Female // & 80% 31,3% 39,3%
L CHAT - 69% 34,9% 38,8%
Nneos 18,8% 37,5% 28,1%
C cluster: 15,9% 409% 36,4%
0% 25% 50% 75%

Not experienced // #F8&L 1= &AL
Light // 8L £0
Moderate // FIEEDHLD
Severe /| EERTLD
= Extreme // B TEELZLD

23



*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Physical harassment types
PIEER/INT A A > &R

What kind of physical harassment have you experienced? Please select "all" that apply
EDLDBMBAGTNSAAY b ERIFZEDBIVETH? ZETHEL0D% 27T BRLTLELETW
By platform // H—E X5l By region and biological sex // #hizf - #pER 155

v
v

v

v

Greater among female and

North American users // ZZi%
EALKDEFITH L
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*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Japan// HR 20,7% 33,6% 26,3% 12,9%
|
North America // L7 *1)h 18,5% 38,9% 27,8% 13,0% 1}
|
Male // B1% 23.2% 34,6% +11% | 26,3% 10,3%
| ——
Female // Zxt% 14,3% 32,1% I 26,8% 17,9%
|
VRChat 21,7% 33,2% 27,0% 11,0% -
|
NEOS VR 15,6% 40,6% 15,6% 21,9% -
|
Cluster 11.4% 38,6% 341% 15,9% 0,0%
|
0;,6 sc;% 7',;% 106%

Physical harassment extent
YEERYNTG AX Y MRE

To what extent have you experienced physical harassment?
EDREDYPIENTZINT AAY b 2EEBRLELfch ?

By region, biological sex and platform // iz} - 4145 - H—E X5l

Not experienced // #2ERL 1= &AL
Light / 8L \&,D
Moderate // FIEEDELD
Severe /| EEGZHLD
m Extreme // BHTEELZELD

25



*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Environmental harassment types
IRIBINT A XY &R

What kind of environmental harassment have you experienced? Please select "all" that apply

EDELOIBRFBINTGAAV MR LE LD ? ZET5E0% 27T BRLTLEEWL
By platform // H—E X5l By region and biological sex // #hizf - #pER 155

v

VRChat is higher

VRChath¥4Fic 5L

26



*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Environmental harassment extent
IRIB/INS A A FRE

To what extent have you experienced environmental harassment?
EDREDRIFNTAAY P EBELE LD ?
By region, biological sex and platform // iz} - 4145 - H—E X5l

+6%;

27



*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Effect of immersiveness // 32 ATEDZHER

Did the harassment feel "realistic" due to the immersiveness of the VR experience?
/\51)( y I\ﬁ{ r I) TII/J Lgll:.\ Lbhfg@‘ri VRW%@I&AI&\@T&MTQtll..\(l\i-a_b\ ?

VRChat

75% feel that it’s realistic

75% B 7 ILICRLCS
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*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Effect of immersiveness // 32 ATEDZHER

Did the harassment feel "realistic" due to the immersiveness of the VR experience?
/\EZ)( y I\ﬁ{ r I) TII/J Lgll:.\ Lbhfg@(ri VRW%@I&AI&\@T&%TQtll..\(l\i-a_b\ ?

By region, biological sex and platform // #thig; - #3245 - H—E X35l

Japan // B&

North America // 4t 7 *')
h

Male // B1%

Female // &%

VRChat

NEOS VR

Cluster

25,5%

20,4%

26,0%

22,3%

24,7%

31,3%

15,9%

52,1%

51,9%

52,8%

51,8%

53,1%

43,8%

54,5%

Not at all // £<:85

14,1% Somewhat /| HHIEEIZES
Yes /I [EL>

13,0% W Extremely // #B&HTES
14,2%
14,8%

0%

25%

50%

]
1

75% 100%
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*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Reason of harassment
INDAX Y FDIRE

| feel that | experience harassment because | am... Please select "all" that apply. // B LT DREMEDIR
ETNSAAY P EZITTVWBERSHZEBIE. ZBITHEL0% 9T BREULCEEL,

By platform // F—E R 5l
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*This is breakdown only those who responded that they have experienced harassment // INT A A MEBRHDH B EEZ T ADHFDRNIRTY

Reason Of harassment
INDAX Y FDREA

| feel that | experience harassment because | am... Please select "all" that apply. // B LT DREMEDIR
R TNTGAAY b EZITTWSEBSHERIE. ZEHTHE0D%E [T HEULEEL,
By region and biological sex // #ui3 - #E2 14515

Regardless of biological sex

v EEEEECE

Only biological females

nIELZ 14D >

Sexual minority in North America
EXKTOENTA/ VT«
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*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Where to get harassment
— — E —
INTG AA Y =RV T I5FhR
Please select "all" the social VR platforms where you have experienced harassment of any kind
HBETEDINTAAY V223 T EDBHBY -V IWRTSY b T74—L% [IARTY BRLTLEETY
By platform // H—E X7l

YGICHAT v
Cw cluster Most often in VRChat
VRChath'&®H %\
neos
CHILLOUTVR
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After Harassment

Part3. N\ AXAY FDFE
Impact on physical and Metaverse lives // #JEBtHR & X ZN\N—AWBDEFEICSZ HHE

*This part is breakdown only those who responded that they have experienced harassment // ZDEIZ/INT A A Y FMREED B B LB X FDFHFDARTY




Summary - After Harassment

*E%g INTAAXA Y FDEE

Harassment in the metaverse |mpacted
approximately half of the users’ physical world and
metaverse lives.

2. Impact on physical world life: Most saw no, light, or
moderate impact. However, 3% felt a severe impact.

3. Impact on metaverse life: 43% play less often, and
18% spend more time in private worlds. Biological
females and North American users were affected
more strongly.

4. Dealing with harassment: Blocking users and
escaping by logging out or moving worlds are the
most common actions.

5. Ripple effect of harassment: Overall, harassment in
metaverse didn’t have a strong ripple effect on other
online communications like SNS or online games.
However, 36% of biological female users faced
additional harassment on SNS and 37% of North
American users in online games.

=

ABRIN—ATINGAAV b EZIFfcZ Tk, 8%
HHOUPEBHA « AZ2N\N—AWMBEDOEFICKELEZITT
(Y

MBEHATOEEFNOLE . [ZE2E 01 MEV]
hiEE] MFEALETE- T, TBHTEE] HE
52T ANE3%L e,

ABZINN—REFADEE  L3%D T LA EEERS L.
18%lx 7S A N— F BT IERNEL Hofe, Hic
BT LIEROI - —H K VBWEEEZITT,

INSAAY MADT : 1I—HF—%A2TJAvsd32E
E. BT70bLIEYT— U RIEEITTHIF B DH—AT
Sy ey [

INTGAAY FDER . 2L LTAZN-ATDINS
AAY FDSNS®A YV SA VT —LIEEMDFT S 1 >
A2 =7—2avIKEk T BEIGIEELGEH 2T
fefc U, I D36%IESNST. ALKD37%IEA >S5
AT —LTESHRBIINTAAY b eZITT,



*This is breakdown only those who responded that they have experienced harassment // INT A A MEBRHDH B EEZ T ADHFDRNIRTY

Impact on life in the physical world / Metaverse
#]JE’ [ KX 9/ ZE/E’\®5V &

To what extent did harassment in Social VR As a result of harassment, were there any changes
impact your daily life in the "physical" world? // regarding your lifestyle in social VR? Please select
V=% JWRICEBIIFBINT A AV MME. T “all” that apply // ING A X b &2 F T &£ T,
DYPIEIREMADHEEEICEDEERLEZR V=2 % |WRTDZATAZAIVICEIFHDY &

ELE LT ? LIch ? BT 360% [TAT) BB LEL
VRChat VRChat
Did not change//Z{t % L
3.3% m (Changed//Z1t L Tz)

47.4%

Almost half felt an impactin
both the physical and virtual

worlds // #93EH\YE - /\—
F v IVHFRNA THEZZ T
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*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Impact on life in the physical world

YRR COEFANDEE

To what extent did harassment in Social VR impact your daily life in the "physical" world? // ¥~/ —</ ¥ JUVRIC
BIFBNFAAY I, BEEOYBERREROAREEICEDEEREZRIFLELELL?

By region, biological sex and platform // i#hig - ¥R - H—E X5l

Not at all // £< BZELZ L
Light / BW\WHD
J Il 56,0% 27,0%
apan il B | Moderate // FIREDH D
‘/ 0,0% Severe /| EERHD
North America // 367 X U 1 38,9% 44,4% 93%  74% ® Extreme / BHTEERHD
2,2%
Male // B 58,4% 26,3% 8,7% 4,5%.
Female // Zt& 44,6% 33,9% 11,6% 3,6% 6,
VRChat 53,3% 29,1% 92% 51% ﬁ
NEOS VR 56,3% 31,3% 12,5% 0,0%
4,5%
Cluster 59,1% 22,7% 13,6% O,GE
0% 25% 50% 75% 100%
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*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Impact on life in the Metaverse
AZIN—RAEFNDEE

As a result of harassment, were there any changes regarding your lifestyle in social VR? Please select "all"
thatapply //INGRAAY b &2RZIFTEZET. V=¥ IWRTDSA TARZALIVICEIEH Y T LD ? %5
§580D%Z [TANTY HEOULLTCEW

By platform // #—E X5 By region and biological sex // g - ¥nEE 1R

37



*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Deal with the harassment
INT A A DXL

How do you deal with the person who harassed you in social VR? Please select "all" that apply.// ¥V —>/ ¥ b
VRTINTGAAY 2 LTERMEFIIESORULETH ? ZEHTHED%Z 27T FIRLTLLIEEW,

By platform // 4 —E Xl

v

cluster users report to
admin // cluster 11— —
FEBEICHRET S

VRChat users turn down the
voice volume // VRChat1—1#—
EEDR) 2 —LETFTIFS
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*This is breakdown only those who responded that they have experienced harassment // INT A A MEERHD B B EBEZ e ADHFDNERTY

Ripple effect of harassment
INGAXA Y DM
Have you experienced online/offline harassment as a result of social VR harassment? Select "all" that apply

[V =2 % )WRTDINGAAY NDBERELTH Y SAYV / FTZAVDINTAAY b EEBRLICT EIEH
VEITH? ZETH5LD% 27T #RLTLIEEL,

By region and biological sex // i} - #nE 14551 By platform // H—E X5l

Biological female users on SNS V4
VAR 1iEEIISNST

4 /

North American users in online games

IERTRA >S4 V5T—LT
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QlJ!ll

For a Better Metaverse

Part4. XV KWW A Z/I\—ADfedblc

To keep us safe. Requests for legislations and to platforms // 2 %F5&D « ZEYX TS Y 7 4+ —L\DEE




Summary - For a better Metaverse

*E%E -K Y KWAZN—ADTHIC

. Compass for behavior: 89% say they rely on “basic 1. 1TENDEE : 89% D EYILITEIZ XY S TsbIcFEY

common sense” to determine the appropriate

behavior. In Neos VR and cluster approximately 60%

says “platform community guidelines”.

. To keep us safe: 86% want safer Metaverse and 77%

think “Appropriate user behavior and being
respectful of each other” is important from
harassment point of view. In cluster, 53% wants
“platform to enforce guidelines more thoroughly”.

Legislation and guidelines: 77% don’t want
limitation by legislation and 61% says platform
guideline is enough.

Request to platforms: Many showed their concern
with getting more restrictions to freedom on
Metaverse. They want more flexible tool to defend
themselves, stricter moderation and a better
reporting system.

ICEBDIE T—HEEH THBEEZT, NeosVRE
clusterCl3#60%H 175y b7 +—LlcKDZ 2
ZTAHAM RS EBRTE

BEETBHEHD : 86NH X VEEHEAZIN—AEEAR
THEY. 77%lF 12— —DHEEWVICITF—LEBLP
NEEDTE] BDINGAAV MERTKEREEAT
W zo clusterTlds53%h THA RS A4 2 DiEt)GE
gl ZLATL I,

ERPHA FSA Y L TT%IEERICKBFIRELAT
H5F. 61%ETSY b T+ —LICKBHA FS1Y
THRfkEBAl

T5v b T+ —LANEE | XZ2)\—ADOBRAITFHIEH

MASNBZEICRRERASERDZD >fc—AT.
KYEHICHCOHETESAEK; - ETL— 30D

BRIt - ME AT LDRRHKRH SN T,



Compass for behavior and driver of safety
TENDIEE EREZTFTHHD

What do you rely on to determine the appropriate behavior What would make the metaverse experience "safer" from the
in social vr? Select all that apply // ¥V —</ ¥ JLVRTDE ] 5 harassment point of view? Please select "all" that apply. // X #
1TE =T Bcsblc, MZEBIICLTOEIH? ZHT S N—RABBRENSZAAY MRRATEKY TR2] [TTBEHICIIE

LOELTERLTEEL ICHBBREBVETH ? ZUTELDELTERLTEEL
VRChat VRChat
v/
v/

86% want safer

Metaverse // 86%H &L Y
BB ARN—RAEELES
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Compass of behavior // 17E1DIEET

What do you rely on to determine the appropriate behavior in social vr? Select all that apply // ¥V —>/ v I
VRTOBYIGATEE LT B1zslc. MEEYICLTVETH ? HET L0 TRIRL T T

By platform // H—E Rl

N

43



To keep us safe // ZEZ=F5ED

What would make the metaverse experience "safer" from the harassment point of view? Please select "all"
that apply.// X ZIN—REERZINTAAY MRRTEY TR2L) [TTBHEHICERITHRBERLEBRVET
h? ZETH5EDZLGEIRLTLEEL,

By platform // H—E X5l

Users should behave appropriately and be respectful of each other // 7339’ 07 %
l_ﬂ_b{ﬁ 'b\‘C?j-_ FE\L\'FU’&E'DC t 76,2%

More flexible safety controls for particular users (Mute/Block, etc) // FRRES 60,0%
RELI-Y—\ORSHEEE (S2—~TAYIRE) ZLDRRICTBE 524%
46,9%

User should follow guidelines // 1—H—HH 4 RS54 V&£ E8FT 3T & = 46,7%

.. Users should be avoid going to unsafe areas / REA 44,4% v
l_ﬁ_ﬁ\}ﬂﬁ@%b\t ES‘C 'b\jJ\tJ:b\J:'J ‘Cﬁ%jﬁ'%: t 452%

_ Platforms should enforce guidelines more thoroughly // 20.20% 347% \/
T2YRT7A=N—DBHARZA 2L DBENICEHBET S L 11,9%
26,0%

Admins to ban aggressive users more actively // 253% \/
EEENL DEBHICAELI-——ZWDHEZ & 10.0%

8,39
System restrictions for people to avoid touching each other // o 12,0%

A—HY—[ETDSNEVWEI AT LARNICHIRT S & 116

Creating legislations to address the harassment issue in the Metaverse. // BT, 216%
XIN=RIEBIFBINTAAY NERDBEDEREED & 2.8%

G — 13,7%

11,9%

Should not be "safer" than now // $& D T&£) THHIHEFHZWL

0,0% 20,0% 40,0% 60,0% 80,0%

m VRChat m NEOS VR cluster m Virtual Cast 44



Legislation and guidelines
ERECHA R4
Please chose one legislation or guideline in regards to harassment issues in the metaverse space that you

believe to be an appropriate solution // X 2 I\—RZERICHIT BINTAA Y MIRT HEEPAHS 1Y
ELTEADBEHEERS>BDE 1 DFRLTLETW

VRChat
1,9%

77% don't want restrictions enacted by legislations

77%l3ERIC K BHRE LA TLEL



Legislations and guidelines
ERECHA R4
Please chose one legislation or guideline in regards to harassment issues in the metaverse space that you

believe to be an appropriate solution // X 2 I\—RAZERICHIF BINT A A Y M T HEELALM KA
ELTEADBEHEERS>BDE 1 DFRLTLETW

By region and biological sex // iz} - #7EE A5

= Should be left to the conscience of the
individual and should not implicate any

Japan // B islations or guidelines
ﬁJAGEMkéhbH%BQTﬁb\EE
North America // PHA RZA 2V IBBERRWN
k7 AUA

= Should be regulated by each platform
guidelines, etc., and should not be regulated
by law.
BT RTA—LICEDHA R ZAVEIC
Lo THESNDINETH D, FRTRIC
HIRT Z2RETIEEL

Europe // 3—0Ow /X

Male // B
® A legislation with a less severe punishment
that in tht?lhp ﬁysn::‘al world.
Female /f Zzi4 YIRIRE LRAFEXRFOUT ZERICEK -
THRETBNE
= A legislation with an equivalent punishment to
VRChat |n the hysical world. //
%ﬂﬁtﬂ%@ﬂﬂ%%ékijTﬁ
NEOS VR Ei%“
A Ieglslatlon with a more severe punishment
that in tht?lhp ﬁysn::‘al world. //
Cluster YIIRIR=E EDEELWALEZEFERICL ST
RETBHINE
Virtual Cast

0% 25% 50% 75% 100%



Request to platforms (1/2)

O —
72v b7 F—LANEE (1/2)
Regarding harassment, do you have some specific request to social VR platforms? // IN\TZ A X >/ MMCDWT,
V=% )WRDTS Y b 74— LEEENDODEGNLGELIIHYETH?

Summary (n) Example of comments (translation)

More flexible tools that the user and the community can

defend themselves // A—H—P X 21 =57 14 HFFICHS

PrEcESEEHADILY (31)

A stricter moderation and a better reporting system // €7

L—> 3 VDB EEREY AT LDFEE (30)

Blocking repeated malicious users and general adjustable

safety measures //## VIR LN AA YV M ETOBEDH 5

d1—H—%70v 7 LY NG ReNRERAELTY
TESLHH (29)

A concern about further restrictions that might hinder

users’ freedom and make VR experience less enjoyable// B

HREIHIFVREERZ DESLH LK THIV—IVDEMETNSZ &
BNTW3 (11)

Add the ability to share that with friends so you can have a friend act as a psuedo-
moderator. Or something like "Hide users who have been blocked by 2 of my
friends (FNZRAEHBE T HHEEZEML T, RAIKBLUNGEET L—2—0D1%
BEFEDTENTEALDITLTLLEETL, H50E. TRA2AICTOY S
TNfA—Y—ZIFKRRICT B DLSEEHD)

=TT 4 V=V DFREFH L LY (Want to have safety zone availability)

Add more robust reporting features [...] make it easier for moderators to sift through
active harassment and false claims and making it easier to report with an actual
effect on the harasser (& Y s&E7G R EWBE, [.] ET L—2—D@EHSELEHAD
FRZFER L PTG, BOSEETHAICT CHUTELSLSICLTIELY)

BARNGTOY 75T 70Oy 7 ENTWSBED S e I—F—DEBRIE
ZRE L. AADBRLEIN L ECHETHNISHMDEMI COELLEEZBKET L
TAR LU (Detect the user's malicious position in terms of the total number of
blocked users, not based on personal blocking, and consider suspension measures
on an HMD basis if necessary after listening to the user's opinion)

Set safety measures (no intersection with social boundaries) as default and allow
the measures to be lowered for trusted friends (Z2XHR (HEMIEFRRERE LK
W) 2774V TREL. BETEARAIIINERZTIFONELDICT D)

Giving Big Government oversight & more powers is not only the wrong direction, it
is actually harmful to our individual rights & freedoms (K EHEAFICBER & LW EL<
DIERZS5Z 5 ElE. BE>TcAATH AT TEHEL. ERICH B DEADHE
FMEBRICEDTHEETHS)



Request to platforms (2/2)
T75v b7+ —LNEE (2/2)

Regarding harassment, do you have some specific request to social VR platforms? // IN\TZ A X >/ MMCDWT,
V=% )WRDTS Y b 74— LEEENDODEGNLGELIIHYETH?

Summary (n) Example of comments (translation)
y

Rather than banning sexual content, making in availablein - []Letting those people have their fun is good as long as they're private and

. . MEEIYTF I YES LT 2 ce]reful abogt making sure only appropriate and willing peoplg are there 17>
appropriate circumstances // 893> 7> /%R N— T, BIBEARBOBTRFHTIRYICBVTIE. 250 o750 mMEE
OTHEL ., BERETRETESHEEMELL (5) COTIEELD)
Sharing information to avoid harassment // /NS A X/ F[E + JL—9BICEANY 2 bEHET SRIEL DS C EHZE LU ability to share ban
BOADERERE LRI TEI L (4) ’
Contact support on multiple languages and help minorities - i’ﬂj%?;t—tfé\fifﬁfgEﬁaua@ea:f@oft : rﬁfgtﬁﬁ%ﬁg d%;;';t;iﬁﬁafﬁ“

| EEERA /)T A ADROYK— FDREIE (3) English PR R AR RO

More detailed guideline on Metaverse culture // X Z/\—X - iﬁ;&ﬁﬁtﬁeg ;((;Deﬁitfg@“%]'égiﬁatéﬂﬁ (Careful explanation of the
DXALICBET 51 F S 1 > DFH1E (2)
Better content filtering [ AT YD T IR “/70)35( «  Betterfiltering and content tagging systems | think are a good solution (7 « /L% 1)

£ (2) VORAVTVYRXVTIRT LETREER ST LIF. BROBRAER)



Metaverse User Profile 2022

Part 5. X2 /N\—XA1—H%—707 714112022

Physical sex, age, avatar appearance, changes from last year'// ¥JFE1£R! - &#E » 7 /\ 2 — DR - FEED S DEAL




Summary - Metaverse User Profile 2022

£

1.

Biological sex: Most users are male (80%) regardless of the

region. Although there are no overall noticeable
differences from the last year, there is double the number
of female users in Japan, going from 9% to 19%.

Age: Most users are in their 20s, regardless of the region.
Amongst females, most users are in their 20s (55%).
However, most users in cluster and Virtual Cast tend to be
in their 30s. Overall, there are no overall noticeable
differences from the last year.

Avatar appearance: Most avatars have a feminine
appearance regardless of the region, biological sex, and
platform (76% in VRChat). Although the trend is almost
the same as the last year, feminine avatar users
dynamically increased in cluster (from 45% to 77%).

Harassment experience prior to social VR: Shows a
significant difference by biological sex and region.
Females experienced more harassment (69%, especially
on SNS at 41%) than males (39%). North America users
experienced more harassment (72%, especially in online
games at 67%) than the other regions.

*Reference:

1.

*=

IE - AZN\N—R1—Y—707 714U 2022

YRR - Eoiig cEBMHI - —HZLNM80%), £
FHICEEELBII > EEFGEOD, BERTIIZEI—
H—H9%—19% & {Z1& L 1=,

Fip . EOHIFTEH20KHZ L, FICTETIZ20(8H
B % G B(55%), =12 Lcluster ¢ Virtual Cast
IE30KH 2 MER, £KE LTHEEEBII>EIXR
5L,

7 INZ—OER] - g - ¥R - S—EXICEDS
9. TR 7 INZ —HZU(VRChat Tld76%), FEEE
B CEmEH. Flccluster TR 7 /N2 —1—H—
KELEML(45%—77%),

AZIN—ANTDING A A MEER - HpIEHER - g
ICK>THEELEELRSNS, BEGBI%) K YLH
(69%. 4FICSNSTA1%)DEDINT A A MEERHDZ LN,
JeRIFMDIFE Y EBFVEIST/INT A AV M EZER
LTWB(72%. A1 25— LT67%),

=z


https://note.com/nemchan_nel/n/n6c6f1bb22ef1
https://note.com/nemchan_nel/n/ne0ebf797984c

Biological sex // Y214 A!

Please state your sex in the physical world (If it is not on the list, please fill in "other") // YIRS 57
ICHEITHHENZHZTTEN (ETEERELDHEWNESFIE TZ20M) ICEEALTTFEW)

Double the
9% of last Japan// H A

year // FEEED
9%hH 5 1218

North America // dt77 XU A Europe // 3—0Ow/\

6.6%

All /] 24k n %
M Male // B4 680 79.6%
M Female // &% 162 19.0%

Other // Z Dfth 12 1.4%

Note : we use terms such as “biological sex,” “male,” and “female” when talking about the user’

. . . hysical body and sex. We differentiate it from “gender” what is considered to be a societal construct.
S AR TR S G BTPE 2 [ (EVATUT) AEE Glied 2) WE CRENRL BRI LI, 01— OHE BN B A B A
YTV JRE L RRA~THREE (B~%) ERLTVET, HAWGERTHS Y1 V48— LRERMLTVET,

Enough n to compare male and female // B L& I+ H5nEK
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Sexual orientation // 8935 M)

Please state your sexual orientation in the physical world // $J¥EIREHM R BT B H - DEMIER %
HATLIEW

Male // B Female // Tl

0.4%

Male // B4 Female // &% 0.6% 379

n % n %

" Heterosexual // NTROE 72 v IV=EHEE 476 70.0% 74 457%
W Bisexual // N1 v ] V=HHEEE 115 16.9% 55 34.0%
M Asexual // 772 v IV=FHEEE 37 54% 11 6.8%
W Gay// T4 =BHRAKLEE 21 3.1% 1 0.6%
Lesbian// LAE7 =& EFEEEE 3 04% 6 3.7%
M Other // ZDfth 28 41% 15 9.3%

Enough n to compare Hetero and Bisexual // B4 F& L F14F
ZDLBITH 2 HEnE

*Sampling errors : appx. 13% in maximum (Female+Bisexual) //

YTV TRE  RR13%EE (ZEREEE)

Great variety of users of different sexual orientations among females
IR EIIRA G ERIERD I - —%EZ<{ 2L
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Minority // <A1/ V) 7T«

Do you consider yourself to be part of a minority (racial, ethnic, or etc.) ? If yes, please state in the
answer whatkind. // B DT EZ@SHDIA/ VT4 REBWETH (A REGE) ? Z0Di5
BIFEFMICER L TLEEL,

All // 2%

All /] £tk n %
No// LMW Z 741 86,8%
M Yes // 1F0L> 113 13,2%

Enough n to compare // LE&IC+53 nEk

*Sampling errors : appx. 10% in maximum (Minority) //
YTV JRE  R/RKI0%EE (R1/VT 1)
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Age group // 4%

Please state your age group // EFXZHATTETL i TR ICRRER <. K 20/E00 1 —H—

No matter the “area” or sex, most users are in their 20s // ih

By region, biological sex and platform // g - $¥2 1R - H—E X5
v
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Biological sex and avatar appearance

PoEEMERI & 77 /N2 — DR
Does your avatar (the one you use the most) look masculine or feminine? (If itis not on the list, please

fillin "other") // RH L KESIT7NZ—DON R EDERZHZTTEL (BT FESHEDOHLHWEEE

r% 0)1&‘” ?@% < 7—: Z_k L\) Note : By “avatar appearance,’:we imply avatar’s vism\J\aI cha[acteristics, such as feminine and/or masculine-
looking avatars // 3¥& : T7/\2—DHEH) &ET7NZ—HNENICEEMHZEMHIEIELTVET

Biological sex of VR user Avatar appearance amongst male Avatar appearance amongst female
VR1—4— D4R iR YIEBHEDED 7\ 2 — DR IR EDED 7 I\ 2 — DR
1.4%

8.7% 9.9%

ﬁ

m Male // B1% m Feminine // g4 8Y
m Female // Ttk m Masculine // B8 B4 R T NG —EES

Both male and female use feminine avatars

Other // Z Dfth Other // Z Dfth




Avatar appearance // 771\ 2 — D% R

Does your avatar (the one you use the most) look masculine or feminine? (If itis not on the list, please

fillin"other") // RHL KK ES T N2 —DAR LDHRZHZTTEL (ETREFBLDHEWIEEIF
rZoft) TERIELEEL)

North American users also use masculine avatars

ERTIEFEERT7NZ2—&FDNS
By region, biological sex and platform // #thig - ¥pE %R « H—E X5l

Japan // B&

8,1%
- ___f
North America // &t 7 AH 19,7%
Europe // 3—0OwsX 5,7%
Male // Btk 8,7%
Female I/ ZZ1%§ 9,9%
Feminine avatars VRChat 9,0%
increased
significantly from NEOS VR 12,0%
45% last year. //
TR 77 N2 —H Cluster 7,4%
FEAE45%H 5 A u
< igm] Virtual Cast 0,0%
0% 25% 50% 75% 100%

M Feminine // 2t M Masculine /f B Other (free text) // ZMOfth (BHRFER)



Prior harassment experience
ABZIN—ANTDINTG AKX MMEER

Have you experienced online harassment prior to social VR? Select “all” that apply // ¥/ —</ ¥ JLVRIL

gilc. XY P ETONSGAAY FERBELIETEDHVEITH? ZEHTSHE0% 271 FRLTL
:lk \

eEL By region and biological sex // iz} - #7E 1455l

4 Female on SNS // ZZ1IESNST

v

North American users in online games
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for our further analysis and future _~
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https://forms.gle/1B9iiBUmpC3MLy987
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Nem x Mila Recent Activities // gzt

Social VR Lifestyle Survey 2021 VRDays Europe 2021
NI 7] s Presented in “What is Metaverse” // TXZI\—X &l&
) —< WIJVREI%%‘.:H 2021 | Loente

Virtual Conference 2021 // I\—F ¥ JU¥£2021  Social VR Lifestyle Survey : Korea (2022)
Presented on Soaal VR Lyfestyle Survey 2021 J— /[/VREIS@EE]E : %EI(ZOZZ)
- - .

W7 /N2 — (it
15:00 - 15:30

2
,,' "’

/EEJJ

TBWA Worldwide “VTUBERS” (2022)

Appeared on international VTuber documentary // [E

J;F}‘VTuber FfaxXz2)—HE
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https://note.com/nemchan_nel/n/ne0ebf797984c
https://note.com/nemchan_nel/n/nc0a187d3cc66
https://note.com/nemchan_nel/n/nf070e986cfb1
https://note.com/nemchan_nel/n/n9719ada396a0
https://note.com/nemchan_nel/n/nab3c4c2b568c

Limitations // #PREIE

« Sampling bias: There is a possibility of respondent bias

due to the public survey method. To minimize this, we
collected answers from a wide range of users with the
help of metaverse-related organizations and worldwide
media. In addition, there is a language bias as this
survey was conducted only in English and Japanese.

Sampling error: A small sample size can significantly
impact the sampling error. Data analysis was conducted
only for categories that matched the pre-established
minimum sample number.

VR focus: This survey focuses only on VR experiences
and excludes users who access social VR from desktop
mode or smartphone. The purpose of this survey is to
focus on the immersive/somatosensory impact of VR. As
such, we wanted to avoid confusion by allowing data
collection from non-VR online game users that other
specialists and academics have deeply researched in
previous studies.

« YUTIORY I BET7 V- FARDA. BEEDRE

WHECSHHERMELHYET, aleeRRIYREY ZiR5Y
NL AZN-REBEEK - REAT « 7 DHH=ZET
BL I—Y—DEZEEFYVE L, . FRERE
HEBAXEFOH TREENR. BEEICKBRYDEFE
L&Y,
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