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Abstract

Due to the COVID-19 pandemic, non-face-to-face activities have increased, and liquidity supply to prevent
economic crisis has led to a surge in interest in the metaverse and investment. In this study, we aimed to develop
investment risk experience content in a virtual reality environment, a key element of the metaverse. Based on prior
research, we created content that enhanced the sense of reality and immersion, including field of view, repetitive
structure, and auditory elements, and conducted the experience using Unity XR Interaction Toolkit and Meta's Quest2
device. According to the survey results, participants felt a sense of reality and immersion in the content and
responded that it was similar to actual investment. This confirmed that VR can be applied to financial education and
training as well.
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Table 1. SPICE model

Configuration Contents

The experience that occurs in the
metaverse is connected without being
disconnected. Even if the user does not
access for a while after using the
metaverse environment, the data should
not be initialized and all remain.

It refers to a situation in which a user
feels a sense of social and spatial reality
like the real environment. Virtual reality is
a representative example of increasing the
sense of reality.

The data and information of the metaverse
are linked to reality, and the results
experienced and executed by the user in
the metaverse are connected to reality.

It refers to an environment in which many
users can operate in one metaverse at
the same time and experience various
different experiences.

There must be real economic activities
within the metaverse. Within the
metaverse platform, users should not only
play the role of consumers, but also have
economic activities such as selling and
trading using the currency of the
metaverse.

Seamlessness

Presence

Interoperability

Concurrence

Economy
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Table 2. Contents survey questions

Field Question
During the VR experience, | was deeply
immersed in the content.

Presence | VR experience provides a new

experience and makes you feel more
immersed

The VR experience felt like a real
experience.

Immersive

The investment experience in the VR
activity felt like a real investment situation.
Experience VR investment risk content
was helpful in preventing excessive
investment in debt.

Experience | Tne VR investment risk content

experience was similar to the actual
investment process and | was able to
learn about investment.
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