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[Abstract]

This study aimed to explore key dissatisfaction factors of Extended Reality (XR) devices in their early diffusion stage by
analyzing user-generated video reviews on YouTube. Focusing on Apple Vision Pro and Meta Quest 3, this study collected
subtitle data from user review videos and applied sentiment analysis and topic modeling. The results reveal common dissatisfaction
factors across both devices, including uncomfortable wearability, short battery life, delayed screen response, and limited content
compatibility. Device-specific issues also emerged: Apple Vision Pro was criticized for visual fatigue, inaccurate spatial
recognition, and lack of content diversity, while Meta Quest 3 users expressed concerns over backward compatibility, complex
interfaces, and physical discomfort. This study demonstrates the utility of video-based user-generated content as a practical data
source for understanding consumer dissatisfaction and offers meaningful insights for future XR device improvements and content
development strategies.
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Fig. 1. YouTube review analysis process flow
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Table 1. Sentiment analysis results

Apple Meta
ety Vision Pro Quest 3
The number of sentences 3,974 1,318

Positive 50.05% 58.50%
Neutral 37.75% 30.27%
Negative 12.20% 11.23%

F 2. BXX m|CHlof| EX5FEQ cho]

Table 2. Keywords identified in negative feedback

Category Top 20 Keywords
0 (699), crazy (197), weird (163), bad (137), hard
Apple (112), problem (97), insane (72), stop (68), leave
Vision Pro (59), sorry (54),wrong (51), pay (49), freaking (47),
sick (46), low (42), uncomfortable (39), annoying
(38), alone (36), shoot (36), unfortunately (34)
o (447), leave (127), weird (82), bad (82), hard
Meta (76), problem (73), dead (63), drop (62), stop (59),
Quest3 | Cray (59), freaking (58), unfortunately (53), low
(49), lower (42), hell (41), limited (40), forget (36),
wrong (36), discord (36), blurry (35)

Note. The numbers in parentheses represent the frequency of
occurrence of each word.
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Table 3. Topic modeling results for negative reviews of Apple Vision Pro

Topic Label Top 20 Keywords
) ) crazy, movement, eye, low, window, apps, front, thing, constant, strange, headset, time,
1 Visual fatigue . . - . )
world, real, disney, weight, siri, ski, reason, painful
5 Discomfort from strap and band solo, knit, strap, tracK, bandl, apps, sick, front, lame, recording, point, face, thing, first,
weakness, pressure, video, view, eye, battle
. ) e video, space, matter, jupiter, good, experience, screen, object, home, cut, much, rude,
3 Spatial/object recognition issues : ' ” ;
station, struggle, headset, way, movie, window, big, eye
4 Screen latency people, eye, game, headset, screen, vr, delay,. app, difficult, big, many, wrong, bad,
future, persona, example, effect, killer, picture, video
5 Discomfort from the light seal light, headset, people, klnd, face,lband, way, little, uncomfortable, step, lack, side, usb,
head, fast, small, seal, sticker, adjust, super
5 Short battery life hgadset, evye, time, battery, light, real, app, weird, vr, low, camera, video, kind, little, way,
window, display, wrong, room, screen
7 Resolution and field of view issues dlsplay,l big, little, good, world, kliﬂd, g!ass, much, virtual, camera, bit, everything, latency,
perception, eye, screen, app, weird, window, game
8 Lack of content diversity/compatibility game, _perfect, little, experience, hard, actual, ecosystem, movie, day, resident, ipod,
xbox, big, way, people, video, frame, face, screen, stuff
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Table 4. Topic modeling results for negative reviews of Meta Quest 3

Topic Label Top 20 Keywords
1 Response delay and performance time, new, jab, kind, home, station, good, bunch, video, immersive, side, area, insane,
issues tech, knock, zombie, unit, big, latency, everything
5 Battery and interaction problems interface, battery, setting, strap, head, time, new, low, something, glass, pixel, game,

solution, foam, comfortable, haptics, facial, point, opinion, controller

Differences between models and

different, pollination, course, able, model, last, people, clip, difference, day, video, main,

s functional limitations revo, system, reality, little, ui, ultra, time, limited

4 Physical discomfort headset, klnd,lway, game, vr, sensor, S|cknelss, downside, experience, low, hour, pin, big,
top, face, reality, cable, screen, motion, tv, iphone

5 Resolution and field of view issues bvlg, world, little, display, virtual, tlmg, perceptlon,v wevy, camera, bit, good, everything,
kind, much, latency, game, face, environment, device, field

6 Content/game engine compatibility | game, vr, good, corner, bike, unreal, space, engine, ride, experience, headset, kind, time,

issues injector, way, long, support, garbage, people, realistic
7 Uncomfortable fit strap, way, head, headset, battery, big, brace, vr, different, work, deal, style, gear, game,

time, single, first, course, pack, life
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Table 5. Comparison of negative review factors between
Apple Vision Pro and Meta Quest 3

Category Apple Vision Pro | Meta Quest 3
* Uncomfortable fit
* Short battery life
Common ; )
* Reduced visual realism
factors
* Screen latency and response delay
* Content compatibility issues
" Visual fatlgug L * Physical discomfort
* Lack of precision in | , Compatibility with
Distinctive | spatial/object revigus dezices
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