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Abstract

This exploratory study examines young people's perceptions of metaverse and its potential:
how they understand the concept, the benefits and risks they associate with it, and their
thoughts on how metaverse will shape the present and the future. The data was collected
through interviews with bachelor’s students as part of a technology innovation course,
including a metaverse experiment. Thematic analysis shows young people emphasize
social aspects, including interaction and connection with real people. They see metaverse
impacting the future of work and discuss education and learning alongside leisure activities.
The biggest concerns revolve around information security and safety. We highlight the
importance of educational and academic discussions around the limitations and possibilities
of metaverse and the importance of inviting the young generation into such discussions.
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1. Introduction

Metaverse is entering our work and leisure time with increasing speed — it is among emerging
technologies contributing to the digital transformation of our society, businesses and everyday
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life, when digital technologies and their associated practices evolve in time [53]. However, we
need to recognize, in addition to the metaverse possibilities, the current limitations [32], [40],
[45], with the ultimate direction remaining uncertain [5], [9]. Metaverse is also a complex
concept with multiple definitions, and the concept is still evolving as different actors and
disciplines shape its development [23].

Information Systems (IS) research has already recognized the significance of
metaverse with increasing attention [27], [35]. IS studies have pointed out the current
confusion with the concept with various definitions [6], [55] and outlined strategic and
business implications [19], [27], [30] but also a number of ethical, diversity, equity and
inclusion challenges, concerning for example privacy, discrimination, accessibility, and
human autonomy [12], [30], [47], [58]. IS researchers have emphasized the prominent role
metaverse will play in our digital future. Wang and colleagues [55] introduce the notion of
everyday metaverse, underscoring the need to move from “viewing the Metaverse as a
distinct digital world to seeing the Metaverse as an integral part of everyday life”.

Along these lines, this exploratory study invites the young generation to share their
views and understandings of metaverse. It is expected that their future everyday life will
be intimately intertwined with metaverse, as well as with many other emerging
technologies, for which reason it is critical to invite them to voice their hopes but also their
concerns regarding such a future. Having grown up in an increasingly digitalized world,
immersed in technology from an early age, they are attuned to technology in a manner
different to the previous generations [39]. The young generation may contribute bold and
innovative ideas for the development of future technologies (e.g., [14]), and they have
already been actively engaged in envisioning digital futures and advancements in digital
technology, addressing topics such as intimate partner cyber harassment [31] and
cyberbullying [46], [52]. However, a lot is to be done in terms of inviting the young
generation into discussions on our digital futures. They are the ones who will be living with
the consequences of decisions made today, due to which their involvement is critical. IS
research should be spearheading discussions on our (desirable) digital futures [44] and our
study takes a step towards that direction by bringing in voices from the young generation.

We explore how metaverse is perceived by young people, after participating in an
experiment using VRChat within their higher education technology innovation course. The
implications of metaverse in education have already raised a lot of attention, also in IS
research [26], [30], [50]. Although there is already some research on metaverse users and
their views on the potential and usages of metaverse in different contexts (e.g., healthcare,
sports, work), the literature remains limited. Only one study was found addressing the
users’ perspective in education [50]. IS research generally lacks insights from the young
generation regarding the on-going digital transformation of society and everyday life,
including the implications of metaverse for education and life. We address the following
research questions: RQ1: How do young people understand metaverse? RQ2: How do
young people make sense of metaverse in their everyday life and in the future?

2. Theoretical background

In 1993, the novel Snow Crash introduced the term metaverse as a vast virtual environment
coexisting with the physical world [16], [48]. Over the past 30-plus years, its prominence
has grown [7], and its definition has broadened to include ideas such as lifelogging [4],
collective virtual spaces [23], and a digital realm where avatars globally connect to work,
shop, learn, pursue hobbies, and socialize [2]. Nonetheless, the term continues to promise
a persistent, immersive, three-dimensional online world [24], [41].

2.1. Conceptualizing Metaverse

Metaverse is not yet an established phenomenon, and its definitions constantly change [23].
Theories suggest that metaverse and its development should be viewed critically, ensuring
that this kind of sociotechnical system [27] aligns with human-oriented values rather than
merely serving financial or individual interests [6]. Metaverse’s development is an
ongoing, multidimensional process influenced by various actors [6], [42]. Metaverse is
seen as the next stage of internet development [24], [57], enhancing previous forms of
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digital interaction, such as websites, 3D games, social media, and mobile internet [54]. It
does not replace existing technologies but rather integrates and extends them in innovative
ways [23], [56]. It is an immersive and interactive 3D world that is constantly evolving
[23], [56, 57]. Metaverse is not limited to physical space; it seamlessly connects the real
and digital worlds [57]. It exists continuously and operates in real-time [24]. According to
Weinberger [57], metaverse adds an immersive digital layer on the real world.

Metaverse enables users to interact socially through avatars [S57] and serves as a
platform for digital communities. It can be used for communication, work, play, and virtual
commerce. Additionally, content can be created and shared in a user-centric manner [54].
By merging virtual reality (VR) with the physical world, metaverse provides users with
entirely new transforming experiences [57]. This transformative nature of metaverse not
only influences people's behavior but also alters their perception of reality [42], [57].

This study approaches this conceptualization from the perspective of young people,
and in particular how young people view this system, which has technical components but
also major social, organizational, business, political, and ethical implications [6], [27]. The
study relies on Wang and colleagues’ [55] idea of the everyday metaverse. They emphasize
an experiential view of computing, the blurring of boundaries and seamless transitions
between the digital and physical worlds, and narratives of embodied and lived experiences.

2.2. Metaverse Benefits and Risks

The benefits and drawbacks of metaverse have been examined from various perspectives.
Social benefits are generally seen as significant in metaverse. Virtual worlds provide
opportunities for interaction and community [40]. Metaverse strengthens users' social
presence through avatar-mediated encounters [38]. Such environments nurture supportive
connections that can ease loneliness and isolation [38]. Indeed, socialization permeates
every aspect of a virtual community, intertwining with other activities [28].

Education is an important domain. Advanced simulations and platforms are already in
use [5]. Learners simultaneously develop digital literacy and technical skills [25], [36].
Avatar-based access enables students to connect from anywhere [9]. The immersive and
interactive setting increases engagement [9], [25] and quality of education [1].

Metaverse also enables virtual work offices, workspaces and environments, providing
employees with ideal work environments [1] Its multi-user features allow, e.g. educators,
artists and musicians to collaborate using innovative tools [21], [25]. Metaverse has the
potential to revolutionize workflows, enhance efficiency, and reduce operational costs
[29]. Banks are exploring avatar-based customer service, while health care studies indicate
improvements in personalized diagnosis and treatment [59]. Metaverse also encompasses
virtual reality therapy, mental health education, and online support groups [11].

Metaverse offers new solutions for leisure activities, combining entertainment into one
platform and a broader space for creativity [1]. Metaverse expands the possibilities for
artistic practice to share and develop new ideas [13], [21]. Metaverse also makes acquiring
and selling art more accessible. It enables art shops to operate without physical limitations
[13]. From a tourism perspective, metaverse offers experiences that are not possible in real
life. Monaco & Sacchi [33] write about simulation experiences that allow users to
experience goods and services that cannot be experienced in reality. Metaverse removes
physical limitations and allows participation for people with mobility impairments or those
in remote areas. Monaco and Sacchi [33] also highlight environmental benefits, metaverse
reducing carbon emissions by eliminating the need for physical travel.

The social and commercial potential of metaverse has been identified as significant. In
the context of smart city governance, metaverse can enhance citizen participation and
strengthen the community. Metaverse can enhance the efficiency and decision-making
capabilities of smart cities through the utilization of big data and virtual collaboration [28],
[45]. Metaverse simulations without risk can aid in traffic testing and emergency training,
while real-time hazard enables expedited evacuations during crises [28], [45].

However, the literature also highlights several drawbacks associated with metaverse
such as limited access to the required infrastructure and limitations of current devices [33],
[45]. They are neither lightweight nor transparent enough, and their high cost hinders
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widespread adoption [37]. Metaverse technologies and cloud services demand significant
computing power to support growing user base [37]. Moreover, certain level of digital
proficiency and literacy is needed to navigate effectively in metaverse platforms [9].

Some drawbacks concerning metaverse mirror those of the internet and social media.
For instance, interactions within metaverse often lack the depth and quality of real-world
interactions [9], [22], [38]. The ability to present oneself as the "ideal version" rather than
the "true self" can result in superficial relationships and confusion about personal identities.
Moreover, privacy infringement is a significant concern, as data from non-real-world
interactions is collected and processed in real time [22], [51]. When metaverse closely
integrates with the real world and reflects real identities, it is crucial to address data privacy
protection [28], [37], [45]. Additionally, excessive immersion in virtual relationships can
lead to a neglect of real-world connections [37].

While immersion and the high degree of freedom in the metaverse are beneficial [33],
they also make users more unpredictable and potentially dangerous compared to existing
online services and games. The virtual space and anonymity reduce people's sense of guilt
about crimes, raising concerns about new crimes or other ethical problems [22], [33]. Other
issues include the dissemination of false information, fraud, unfavorable atmospheres, and
infringement of intellectual property rights [37]. The vast amounts of data created and
shared by users worldwide cannot be censored individually, potentially turning metaverse
into a lawless zone. This poses a significant risk especially to adolescents [22].

2.3. Metaverse Shaping Our Life

Metaverse is reshaping our world and impacting our identities. This could lead to serious
transformations, allowing people to have multiple and multidimensional identities [32].
Metaverse shapes education, economy, even our spiritual well-being [8], [17, 18]. It
impacts identity and social relationships, as previously demonstrated. The notion of
"everyday metaverse" emphasizes that metaverse is not a separate entity but rather an
integral part of everyday life [56], within which physical and digital elements merge,
allowing people to engage with metaverse for daily activities, work, social interactions,
and commerce in the same way they do in the physical world.

The literature indicates metaverse is driving the digital transformation [20], [53] of
work, businesses, everyday life and society. It provides immersive and interactive learning
experiences that have the potential to transform classroom education [18]. The
entertainment industry is thriving in metaverse, where gaming experiences are becoming
more diverse and gaining new dimensions. These gaming offerings are also being applied
in other application areas [49]. Metaverse is transforming marketing and consumer
experiences, leading to changes in business models and practices as consumers interact
with products [8], [20]. Digital assets, crypto currencies, and Non-Fungible Tokens (NFTs)
are creating a new ecosystem for trading [10]. New, deeper, and connectional aspects
emerge in metaverse: rituals, meditation, and spiritual/religious experiences [17]. Virtual
spaces allow communities, including churches, mosques, and temples, to conduct religious
practices, which broadens the possibilities for spiritual experiences and enhances
accessibility. Additionally, metaverse promotes deeper relaxation, a heightened sense of
presence, and more profound meditation experiences [17].

3. Methods
This study was an empirical-qualitative interview study concerning youth and metaverse.
3.1. Research Setting and Participants

Participant recruitment was done within the context of a VR experiment for a higher
education course Technology Innovation and Business for bachelor’s students of
Information Systems and Software Engineering at the university of Oulu. Thirty students
with varying levels of experience participated in a metaverse experiment in VRChat
(Sanrio Puroland Virtual Festival), where they interacted with the environment and other
participants, performing predefined tasks. 11 volunteers participated in semi-structured
interviews after the experiment. The interviews were done via Teams or in a classroom.
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3.2. Data Collection and Analysis

The study employed a semi-structured interview strategy [34], [43]. The questions asked
concerned participants' definitions (What is Metaverse?) and understandings (What is your
understanding of the concept Metaverse?), further exploring what the metaverse means to
them. We inquired about the best aspects of metaverse, the greatest benefits of using
metaverse, and how participants would like to use it, also in terms of learning. We also
asked about the greatest risks associated with using metaverse. Each interview involved
one participant and an interviewer. The interviews lasted about one hour, with the part
relevant to this study lasting approximately 30 minutes. All interviews were audio-
recorded and transcribed. Researcher triangulation was employed to enhance the reliability
of the study. After transcribing the data, and systematic organization of the responses into
a table, three researchers coded and analyzed the data question by question, combined
concepts and discussed their findings to reach a consensus on the emerging themes, in
accordance with the six-step reflective thematic analysis procedure [3]. Given the small
sample size, this process helped to minimize individual biases and ensured a more
comprehensive analysis. Fourth researcher reviewed and approved the outcomes.
Following a meta-level analysis, a separate document was created collaboratively. It
identified key themes and categorized responses accordingly. The data analysis process
with discussions and insights integrated both inductive analysis and theory driven analysis,
allowing for a dialogue between empirical material and existing literature. The data
analysis process overall entailed identification and validation of three over-arching themes
emerging from the data: conceptualization of metaverse, benefits and risks of metaverse
and impacts of metaverse shaping our lives and futures.

4. Results

This section presents the key findings of the study, based on the analysis of eleven
interviews of bachelor’s students within a technology innovation course, carried out after
a metaverse experiment. The data analysis led to the identification of the following themes:
definitions of metaverse, benefits and risks of metaverse and impacts of metaverse shaping
our lives and future, which are discussed in the following four sections.

4.1. Whatis Metaverse?

When reviewing the responses concerning metaverse definitions, four distinct categories of
definitions can be identified: general definitions, technological perspectives, individual and
social perspectives, and characteristics and uses of metaverse. Additionally, some interviewees
express that defining the metaverse can be challenging. One participant noted, "I can't define it
precisely," (p4) while another admitted, "/ actually had to Google it because I wasn't sure about
the exact definition" (p7). General definitions include participants’ clear, concise explanations
of metaverse, linking it with VR or Extended Reality (XR): "Maybe I would just call it virtual
reality," (p13) or "Just like virtual reality, there's extended reality.” (p6) Many responses also
reflect on the relationship between these concepts and real life: "I know it's like a new world or
a new reality,” and "It imitates real life more than something else.” (p8) Virtuality is the thing
in some answers, which define metaverse as "4 virtual pseudo-reality with other people.” (p5)
or "All virtual reality-related things in general." (p4) The definitions highlight the possibilities
and distinctions of this new existence, stating that it allows us "to live our reality in a new world
that is different from our physical one.” (p10)

The interviews also reveal a technological perspective on metaverse, with some
respondents describing it as akin to Web3. There are mentions of Facebook's experiments
with the concept of Meta, raising questions like, "Didn't Facebook's virtual reality
experiment fail to gain traction?” (pl1) Some interviewees describe metaverse as
environments they actively engage with, such as VRChat or RecRoom. Additionally, they
compare those experiences when defining the metaverse, suggesting that there may be a
"deeper level of connectivity in the metaverse compared to earlier platforms like Habbo
Hotel, traditional chat rooms, or IRC" (p5). The social perspective is highlighted as a key
part of metaverse definitions. Metaverse is discussed as a social place and possibility “4
social platform where, in a way, the mobility of this world remains” (p5) “These kinds of
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social platforms, I guess they would all be grouped under the metaverse concept” (p6).
The presence of other people is considered important: "Social games where you interact
with people." (p5) Sociality is often associated with avatars that individuals control: "There
are other people there, and you can choose whether to interact with them or not."” (p8),
"Or actually, they are not people but avatars that people control” (p8).

The definitions also encompass the characteristics and uses of metaverse. In its simplest
form, the interviewees indicated that metaverse is a space for meeting and conversation.
More broadly, some described it as "a virtual world where we can do everything." (p3)
Metaverse is viewed as a place that one can access with specific tools, allowing users to
immerse themselves and navigate freely: "4 place where with some aids, you can immerse
yourself and move...similar to real life”. (p10) It also serves as a platform for incorporating
various types of content and offers opportunities for conducting business, creating spaces
for others to utilize (p9). Additionally, its influence extends to challenging the boundaries
of nature. This idea of "breaking the boundaries of nature" (p10) suggests that we are
capable of creating a reality we desire within our physical and infrastructural development.
This imaginative potential allows us to manifest our visions in reality, even if they cannot
be physically touched. "Also create and bring out imaginations to reality, even though we
cannot touch it” (p10).

4.2. Metaverse Benefits and Risks

According to the interviewees, sociality is a key element of metaverse and, therefore, one of
the biggest benefits. People can share ideas and build relationships with people living in
different parts of the world. Networks can be diverse. “We could talk to self, family or friends
from another part of the world” (p3). As interviewees beautifully summarizes, “virtual
interaction can expand or deepen connections” (p5) and “strengthen the sense of presence
despite distance” (p6). The experience can expand even further when technology enables more
diverse ways of interacting. “I guess it’s really cool, that VR” (p1).

After sociality, freedom emerges as the second element that is considered a benefit of
metaverse. For many, this new dimension appears as limitless possibilities: “You can have
whatever experience you want to have” (p2) or you can add almost anything to metaverse,
add “anything and everything” (p3). In addition to freedom, metaverse is seen as a place
where one can control actions and decide with whom one interacts: “In the metaverse,
you... kind of control your own environment, and you obviously can block users.” (p7) It
also enables access to places that would normally be inaccessible or "not accessible to
them" (p7). In terms of accessibility, metaverse can offer new opportunities for people.
Technology can be used to create new worlds not only for us but also for "welfare for those
we love" (p10). In those worlds, people can experience things without physical limitations.
In particular, one can facilitate activities for those who are unable to act in the real world,
who are "unable to do things" (p7). In the virtual world, both the environment and one's
own appearance can be modified: “In the virtual world...you can look whatever you want.
You can adjust your own appearance.” (p13) Metaverse also acts as an easy storage place
that can be modified and managed according to one's own needs (p8).

As a technology, metaverse offers new interesting opportunities in many application
areas. In medicine and surgery, its application can facilitate learning and training, improve
nursing work and enable remote consultations. "There are some applications made for
doctors or surgeons that allow them to practice” (p4). Learning and teaching are seen as a
particular benefits. In general, in terms of education, virtual teachers, virtual lectures,
simulations, flexible spaces, and large-scale learning environments are seen by
interviewees as possibilities in the new learning environment of the future. The possibility
of moving back into history is also offered, and one answer also considers the possibility
of recreating history. "The first thing that comes to my mind is to recreate the, like,
historical events" (p3). The same respondent considers looking at and learning about
paintings in VR and states that it is a good experience based on his own experience: " And
that could be a great learning experience” (p3). According to interviewees, especially in
leisure time, gaming is a significant benefit. When talking about leisure time, the
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possibilities of metaverse for making art also come to the fore. Painting and creating in a
virtual environment do not cause a mess in the physical space "...then it doesn't seem like
it will cause any mess here (in the real environment) ... and all that" (p8). From a
sustainability perspective, there are also benefits in reducing the need to travel, when
people can meet in metaverse without having to physically move. In general, " Well, I think
if it can be utilized to the point where that sense of immersion is used in teaching somehow,
then I could see that it could be useful.” (p9) Overall, metaverse is seen to offer a lot of
possibilities: "So it's a bit the same in that it can give a kind of dimension to what is not
normally possible. But the thing is, is it really...is it possible to use so many resources for
it in practice at the moment?" (p9)

Information security is one of the biggest concerns. Data leaks and possible
manipulation are risks that metaverse users fear (p6), according to the interviewees.
Because people can remain anonymous, it is easier to act inappropriately or manipulate
others. Controlling copyright and ensuring fair use are also challenges in virtual worlds. In
addition to anonymity, concerns are also related to the weakening of natural human
contacts. Some argue that metaverse can alienate people from real social connections and
even cause addiction “It may start to detach people from having natural and normal human
connections” (pl0). This can negatively affect mental well-being and social skills and
according to one interviewee even ‘“‘turn people to zombies” (pl0). Governance and
moderation of metaverse are key issues. Lack of supervision can increase risky situations,
especially for children (p7) who may be exposed to harmful content or dangerous contacts.
“There is probably part of content... generated through VR that is inappropriate.” (p10)

4.3. Metaverse Shaping Our Life

When considering how metaverse shapes their own and everyday lives around them, as
well as at a societal level, some state this experiment is their first experience, so when
interviewed, some have difficulties in answering (p7) or mention they have no experience
or interest in designing or sharing work with a group (p7). Some express their personal
approach and disinterest, such as “/ wouldn’t be the one designing worlds or doing like
avatars” (p7). However, most of the 11 interviewees consider interesting perspectives
based on their own experience and throw themselves into thinking about metaverse shaping
our lives and future, discussing topics such as work, education, leisure and sociality.

Some of the interviewees approach the issue from the work perspective and bring up
facilitation of computer work: “Well, yes, I see that it will be shaping partly, just through
my own future work” (p5). They see metaverse shaping future work, one of them in the
context of software development, another from the perspective of coding, a third wonders
whether meetings will be held in metaverse in the future, which sounds uncomfortable to
him. “I don’t know, and I'll have to go to some meetings in the metaverse in the future;
that would sound pretty uncomfortable,” (pl). Another interviewee (p6) experiences
meetings as an opportunity to interact with other people, to move around. He also brings
up the “chalkboard” and the novel possibilities of a traditional classroom. In the opinion
of the interviewees (pl, pl1), metaverse should be such a tool for work that it wouldn’t
take up an unreasonable amount of time and energy and would be easy to use.

In addition to changes in working life, opportunities in education emerge. In metaverse,
you can teach things you can’t necessarily do in real life. “In this context, I think about
teaching all the time, but on the other hand, it’s a pretty big deal.”(p4) In school life, the
adaptability of metaverse comes to the fore: “I could use materials to like, attend classes
and do some of the school work,” (p2) Multitasking becomes easier when you can work
on multiple screens at the same time (p6) and also communicate with people, who are far
away in real life. (p7) According to the interviewees, metaverse can also be used to attend
classes, do schoolwork, or participate in meetings. “I feel it’s something that is created...to
aid...our learning” (p2). The possibilities offered by simulation also emerge when
considering how metaverse is shaping our lives. In metaverse, even a small object can be
further broken down into parts or enlarged (p5). It is easy for people to understand how an
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object works in a metaverse environment. According to one interviewee (p9), in twenty
years, there could be various metaverse solutions if metaverse spreads to the mass market
like phones did earlier this century. According to him, there are many kinds of immersive
solutions for education as well as for business.

As for everyday life, metaverse makes young people think. According to them,
metaverse could improve concentration and increase productivity. “Well, that will help
boost my productivity, yes.” (p2) One of the interviewees reflects on absence of headsets
in his own life but plans to explore metaverse in the future. Everyday thoughts about
metaverse also direct thoughts towards detachment from everyday life and relaxation:
“Well, just detachment from that moment of ordinary life if you can for a moment... calming
down for a moment, even if you know that you have a lot of household chores or work to
do... you can go somewhere for even 10 or 15 minutes” (p6). According to most
participants, metaverse is not yet a part of their daily lives, despite being a significant part
of entertainment and leisure. Some view metaverse purely as a leisure activity (p4).

In the context of everyday life, sociality raises questions about physical connection and
its existence in the metaverse. Connection is seen to be very important. It is also seen to be
easier and more comfortable when compared to sitting in a traditional conference room. In
metaverse, you can walk around, talk and do everything else (p3) or as another interviewee
says, you can change the way you interact. The discussion points out that people can see
each other “You see me, I see you”, (p2) but questions concerning connection between
people arise: Will it feel like the same? Is there a physical connection? Will it exist? (p2).
Questions about the existence of metaverse are raising in young people's minds. Metaverse
can become the center of social media, and discussions are held around it. At the same
time, young people are concerned about equality and taking care that everyone can
participate and join. A question also arises about sustainability of metaverse and how
metaverse could reduce its carbon footprint (p10).

5. Discussion

This exploratory study combined insights from literature and the young generation. Based
on small but valuable data gathered, our study indicates that metaverse is perceived as a
constantly evolving, immersive, and social 3D entity—a world that is still under
development. Our study shows that the views of the young interviewees align surprisingly
closely and beautifully with prior studies [23], [57]. As regards RQ1 (How do young people
understand metaverse), we show the interviewees, in a similar manner to the studies,
consider metaverse to be similar to Web3, representing the next stage in the evolution of
the internet (cf. [24], [57]). They present clear and concise explanations for VR and XR
when conceptualizing metaverse and discuss deeper levels of connectivity compared to
earlier platforms. They point out that metaverse combines multiple technologies (cf. [24],
[54]) and blurs the lines between the physical and virtual worlds (cf. [55]).

As for RQ2 (How young people make sense of metaverse in their everyday life and in
the future), when considering the benefits and drawbacks of metaverse, three domains
emerge: education, health, and the arts, which also encompass leisure activities. Education
is the most prominent in the answers. According these young interviewees, the possibilities
for metaverse in education are following theories, continually evolving, and involving
various advanced technical tools, applications, and simulations (cf. [5]). While the
interviewees did not explicitly mention digital literacy, their discussions reflect the
importance of acquiring skills and managing new technologies that develop alongside
metaverse (cf. [36]), thereby improving the quality of education (cf. [1]).

The aspects of socialization and social interaction are emphasized in the interviewees'
responses as well as in the existing literature. Avatars play a significant role in facilitating
connections among users from different parts of the world (cf. [9], [38]). Additionally,
interactivity (cf. [9], [25]), and community (cf. [40]) are highlighted within the context of
social engagement. Beyond education, metaverse provides a platform for young people to
access various types of content, as well as opportunities for work and business in a virtual
environment (cf. [54]). According to the young interviewees, it offers multi-user
environments and innovative tools across multiple fields. The interviewees also underscore
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the potential of art within the metaverse (cf. [13], [21]). However, when assessing the
benefits, a key consideration is the metaverse’s potential, its developmental trajectory, and
questions related to revolutionizing workflows and improving efficiency (cf. [29]).

As in the literature, the disadvantages of the metaverse highlight security, governance,
control, and social harm (cf. [28], [37], [45]), although its sociability is often regarded as
one of its most significant positive aspects (cf. [38], [40]). In the thoughts of the young
interviewees, among the disadvantages, security is particularly concerning, as it involves
risks like data leaks and manipulation (cf. [22], [32], [51]). The literature supports young
people's views on the importance of governance and moderation within the metaverse [cf.
28, 45], emphasizing the dangers that arise from a lack of control (cf. [36]). Additionally,
the young people express worries about social interaction and mental health (cf. [11], [40]),
noting how the metaverse may impact natural human connections and potentially weaken
relationships (cf. [38], [40]), leading to feelings of alienation from real-life social
interactions (cf. [22]). The young generation also identifies issues related to accessibility,
equality and sustainability, in line with existing theories (cf. [9], [33], [37], [45]) engaging
in important discussion on ethical and societal implications of emerging technologies.

When concerning metaverse shaping future, the results again show that the young
people’s ideas about metaverse are compatible with existing studies, except for marketing
and consumer experiences (cf. [8], [20]). These interviewees also did not mention digital
assets, crypto currencies or NFT creating ecosystems for trading (cf. [10]). In addition to
freedom, young people discuss significant issues relating to social interaction and
communities (cf. [8], [17, 18]). Possible changes in education (cf. [18]), and working life
are highlighted, multitasking and simulation opportunities as great examples. Furthermore,
metaverse is perceived as an integral part of daily life (cf. [56]), extending beyond
education and work to influence leisure activities and offer a means of detachment and
relaxation from everyday routines (cf. [17]). Perhaps the short experiment and lack of
experience in the use of metaverse left some young people feeling disconnected and not
considering what the use of metaverse might mean, for example, in the longer term and
how it could shape our personal identity (cf. [32]).

Our study contributes to IS research by offering the voices of young people to the
discussions of metaverse futures. We show some youth may had limited understanding of
metaverse while many were capable of pointing out a variety of ethical and societal
implications of metaverse, for now and for the future, addressing the future of work,
leisure, education and everyday life. Their views align surprisingly well with IS research
on the topic [12], [30], [47], [58]. Although our sample size limits the generalizability of
our findings, valuable insights were gained on their hopes and fears regarding the
metaverse futures. More discussions on digital futures have been called for in IS research
[44], and our study responds to this call. We gained young people’s views on the future of
work — a prominent theme in IS research [15]: they considered (preferred and unpreferred)
ways by which metaverse may shape the domains of health, education, and arts, as well as
the work practices of (computing) professionals. In the future, IS research should invite
broader participation into these discussions — including children and youth among other
participants [14]. Our study also provides some glimpses into how young people approach
the everyday metaverse [55], as intimately intermingled with their everyday life and
practices. However, we see the study’s limited timeframe delimiting young people’s
reflection and imaginaries on the everyday metaverse. We also acknowledge there are more
sophisticated methods for probing and exploring our digital futures and associated
experiential and ethical aspects, e.g., under the labels of speculative design and design
fiction [46]. In the future, such methods should be utilized when exploring everyday
metaverse futures. Perceptions of the metaverse inevitably appear limited and somewhat
vague, and the concept in general is still in its formative stages. To better understand this
continuously transforming technology, regular follow-up studies using both qualitative and
quantitative methods are necessary, employing diverse approaches and participant groups,
voicing their hopes and fears. Future studies are welcome to explore how the participants'
background, knowledge, and individual characteristics shape their views, imaginaries, and
perceived benefits and risks. Our study provides valuable input for metaverse designers
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and developers: they should pay careful attention to the needs and wishes of the young
generation, who represent the future user population. Our study paves the way for more
participatory and future design approaches in metaverse development.
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