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Foreword //Npeancnosue

“Metaverse” is no longer a distant vision of the future but a
daily reality for millions of people worldwide. With the
declining cost of VR devices and the entry of prominent
influencers, the population has grown rapidly in recent
years. In light of these changes, and as platforms
strengthen their creator economy features, we conducted
a survey focused specifically on the “economic activities”
in social VR.

We received 901 responses from users around the world,
allowing us to illustrate how spending, income, and value
creation are steadily growing within virtual worlds. The
results show that economic behaviors and perspectives
differ greatly depending on platform, region, play
frequency, and total playtime. Through qualitative analysis
of open-ended answers, both hopes and concerns for the
future were brought to light.

We hope this report will serve not only as a snapshot of
the present but also as a compass for the future, helping
residents of social VR and those interested in it gain a
deeper understanding of its economy.

Nem x Mila

«MeTaBceneHHasa» 6onblue He OTAAaNEHHOE BUAeHUe byayuiero,

a NOBCeAHEeBHAaA PeanbHOCTb ANA MUAJIMOHOB NIl0Ae NO BCcemy Mupy.
Bnaropapa CHUXKEHUIO CTOMMOCTU YCTPOMCTB BUPTYa/IbHOMU peaNbHOCTU

M NOABNEHUIO U3BECTHbIX MHPNIOEHCEPOB, & HaceNeHne B NnocneaHue rogbl
CTPEeMUTENIbHO POcNo. B cBeTe 3STUX U3MEHEHMI, a TaKXKe No mepe Toro,

KaK nnatpopmMbl YKPENIaioT CBOM NO3MLUM B SIKOHOMUKE co3paTenei,

Mbl NPOBENIU ONPOC, NOCBALLEHHDbIW KIKOHOMMUYECKOMN AEeATE/IbHOCTUY

B COLMaNbHOM BUPTYa/IbHOWU PEaIbHOCTH.

Mebi nonyumnnu 901 oTBeT OT NONb30BaTENIENA CO BCEro MUpa,

YTO NO3BO/IMNO HAM NPOUNNIOCTPUPOBATD, KAaK PacxoAbl, A0X04bl U CO3AaHUe
LLeHHOCTH HEYKNOHHO PacTyT B BUPTYa/ZIbHbIX MUpPaX.

Pe3ynbTaTtbhl NOKa3bIBAKOT, 4TO SKOHOMMUYECKOE NoBeAeHUEe U NepCcneKTUBbDI
3HaYMUTENbHO Pa3AMYaAIOTCA B 3aBUCMMOCTU OT NaaTtpopmbl,

perrMoHa, 4acToTbl Urp U obLero UrpoBOro BpeMeHHu.

Bnarogapa KauecTBeHHOMY aHaU3y OTKPbITbIX OTBETOB 6b1/1N BbIABNEHbI

KaK HaAeXAapbl, TaK U ONaceHuA oTHocuTenbHo 6yayuwero.

Mbl HageemMcAa, YTO 3TOT OTUYET NOCAYMMUT He TO/IbKO MOMEHTA/IbHbIM CHUMKOM
HacToALero, HO U KOMnacom ana 6yayuiero, nomoras pesmaeHTam
COLMaANbHOW BUPTYaNbHOW PEaNbHOCTU U TEM, KTO €10 MHTepecyeTcs,
nonyuutb bonee rnybokoe MNoHMmaHue cBoei IKOHOMMKM.

Nem x Mila
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Economy in Metaverse

JKOHOMMUKA B Metaverse

Social VR Lifestyle Survey 2025 //UccnepoBaHue obpasa KusHu B counansbHoi VR 2025

Purpose: To gain a deeper understanding of the nature of
social VR users' economic activities. The report will be
released free of charge. Participants' anonymity will be
guaranteed.

Eligibility: Users who have used social VR (VRChat, Resonite,
cluster, Virtual Cast, etc.) with a VR head-mounted display at
least 5 times in the last year. (Please refrain from answering if
you connect to Social VR only from desktop or phone)

Methodology: July 28 to August 16, 2025. Public survey via
Google Form in English and Japanese.

Recruitment : Issued press releases in English and Japanese.
Spread the survey via various media sites and related
communities.

Organizers: Nem x Mila
Official adviser: Dr. Tomohiro Inoue

Official supporters: IMMERSIVE WIRE, ICXR, ARMANI'S
PARLOUR, PANORA, HIKKY CO., LTD, VR AJITO, VNOS
CORPORATION

e Llenb: rnybxe NoHATb XapaKTep 3IKOHOMUYECKOW AeATENbHOCTU NO/b30BaTe/1en
coumnanbHon BUPTyanbHoM peanbHocTn.OTYET ByaeT onybankoBaH 6ecnaaTHo.
AHOHMMHOCTb Y4aCTHUKOB ByaeT rapaHTUpOBaHa.

e [paBo Ha y4acTue: NONb30BaTENIN, KOTOPbLIE UCMONb30BAN COLMANBHYIO
BUpTyanbHyto peanbHocTb (VRChat, Resonite, cluster, Virtual Castu . a.)

C UCNONb30OBAHMEM LUNEMA BUPTYAsIbHOM peasbHOCTU He MeHee 5 pas

3a nocnegHuit rog,. (Moxkanyicra, BO3AepKUTECh OT OTBETA, €C/IU Bbl NOAKNIOYAETECDH
K COLMANbHOM BUPTYANIbHOM peanbHOCTU TONbKO C KOMMblOTepa Unu TenedoHa)

* Metogonorusa: 28 urona — 16 asrycta 2025 .
Onpoc HaceneHuA Yepes Google-popmy Ha aHIMNCKOM U ANOHCKOM A3bIKaX.

* Habop: BbinycK npecc-penn3os Ha aHIMNNCKOM U AMOHCKOM A3bIKaX.
PacnpocTpaHeHue onpoca Yepes pasiMyHble MeauacanTel U npodunbHble
coobuecTea.

* OpraHusaTtopbl: Nem x Mila

* OdpurumanbHbIN KOHcynbTaHT: Dr.Tomohiro Inoue

* OduumanbHble cnoHcopbl: IMMERSIVE WIRE, ARMANI'S
PARLOUR, PANORA, HIKKY CO., LTD, VR AJITO, VNOS
CORPORATION



901 answers //901 oTser

« Thank you for all your answers and for sharing the survey! //Cnacu6o 3a Bce Bawm otseTsi 1 3a To, uT0 NOAENMAUCL ONpOCcOM!

« More than 7 media publications // bonee 7 ny6aukauuii 8 CMU

Q1-1 Please select the "area" you are currently residing in // Q1-1
P/ ANOR

MorKanyncra, BbIbepuTe «paroH», B KOTOPOM Bbl B HaCTOALLEE BpemA NpoKMBacTe. [IRAEEEEREE
All /Bcero(n=901)

AGN—AD—F—-ORFREHERRT BIcODOKRZT > 7— MAELHIE 8168

n 0h |
M Japan// B& 723 80.2% O [ S s o
M North America//dt7 X 1) A 86 9.5%
M Europe// 3—0Ow I\ 59 6.5%
M Asia (ExceptJapan) // 777 (BARUSA) *1 23 2.6%
Oceania// €7 =7 4 0.4%
South America// 7 A)AH 4 0.4% nd - LR
Africa// 77 ')A 2 0.2% y - _ ) P
Middle East // 3R 0 0.0% PR 3 Shayes
_TOtaI // 901 1 00% A4 ADARSES S LVTuberfER—F » LEVEZRGIC ESHEI=w - NemxMila (A& 511 3288,

V=Lp INRI-HF—ORFEIFEANTSLHOARET 5 — MK AQ/-20H) % EE7 41—
L),

FBEG Fa=v bACAZTRELTIE V=2 vIWVRST 7225 ILlE: ) -ZD—8T. V=27V
ROAODHRECEIMLTLA I ERPET Ty I a—Lp 2 UTAF—TO/ S —RECBEEE-TLSI T

H i i % %, EHICE WErE-TUS, V=4 LVRT $ELTW HiEER T SHEREHET
We compared 3 regions //Mbi cpasHnm 3 pervona Number of responses from Asia didn't reach the 2, BACHIELERE LS 2 TUS, Y= PIVRTRECEEL TV S AR SERICE D & S BRARDES

o ; V. EDESEREEALTUEON, T3 kT4 —LP DERDEVLELC SRHEONE.
*Sampling errors : appx. 4-13% in maximum (Japan-Europe) minimum threshold for comparison //Konmuectso oteetos $hSEIL BRSETAD. XS —ABACETEES LRELTVEH LESEFLRT /1 F— L LTBE

*OwmnbKK BbIGOpKK: Npuba. 4-13% makcumym (AnoHua—-Espona) M3 A31MK HEe OCTMINO0 MUHUMANbHOIO NOPOra ANA CPAaBHEHWUA (5




Nem x Mila

Process of Analysis Economy in Metaverse
lNpouecc aHanusa

Quantitative survey //KonuuecteenHsiii onpoc  Qualitative survey //KauectBeHHbIN onpoc

Questions // Bonpocbl

OTKp biTblé NTUCbMEHHbIE

Open-ended writing questions // sonpoc!

Bonpocbl ¢ HECKONbKUMM
BapMaHTaMmM Bbibopa

Multiple choice questions //

—
w
v

Visualization of answers // Busyanusaums oreetos Check all the answers //Nposeputb Bce oTBeTbI

T
y

Trend extraction and grouping

KoppenauuoHHblit aHanus* n cpaBHeHne ¢ NPOLUbIMM faHHbIMU M3BneuyeHne U rpynnuMpoBKa TPEHO,0B

Correlation analysis* and comparison with past data

*Spearman'’s rank correlation coefficient A 4 v
// Koadduument panrosoii koppenauymun CnupmeHa

Considerations //CoobpaxeHuns



Contents //CopeprKaHue

Part 1. User Profile 2025 // Yactb 1. Mpodunb nonb3osatens 2025

Platforms, age, physical sex, play frequency and total playtime //[haTdopmbl, BO3PacT, N0/, YacToTa Urp 1 obuiee Bpemsa Urpbl

Part 2. Expenses in Metaverse //YacTtb 2. Pacxoabl B MeTaBceneHHoM

Device expense, content expense and payment method //Pacxoapbl Ha yCTpPOMCTBa, pacxoAbl Ha KOHTEHT U cnocob onnaTl

Part 3. Consumption of Virtual Iltems // YacTb 3. MoTpebneHue BMpTyanbHbIX NpeamMeToB

Consumption volume of virtual items and avatars // O6bem noTpebneHns BUPTyanbHbIX NPEAMETOB U aBaTapoB

Part 4. Income in Metaverse //4Yactb 4. [loxon 8 MeTasceneHHOM

Amount and type of income, non-monetary value and tax // Pasmep v TMn aoxoaa, HeAeHeXHasa CTOMMOCTb M HaloTu

Part 5. Events USing |n-p|atf0rm Payment //Yactb 5. Co6biTHA, CBA3aHHDIE C BHYTpUNAATPOPMEHHBIMU NNATEKAMMU

Supporting vs opposing opinions and the qualitative analysis // MHeH1A 332 U NPOTUB W KaYeCTBEHHbIN aHANU3

Part 6. Future of Metaverse Economy //YacTb 6. byayliee s3KOHOMUKK MeTaBceneHHoM

Forecast of expansion of economy and positive vs negative opinions // NporHo3 pocta 3KOHOMUKU, NONOKUTENbHbBIE M OTPULLATENbHbIE MHEHWA

Appendix // MpunoxkeHue
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Limitations //OrpannueHuns

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 various
media sites and related communities. We also compared the
results with the past 4 surveys (1,197 samples in 2021, 876
samples in 2022, 2,007 samples in 2023, 1,012 samples in 2024)
to check for any remarkable biases. In addition, thereis a
language bias as this survey was conducted only in English and
Japanese.

Sampling error in quantitative survey: A small sample size can
significantly impact the sampling error. To avoid this, data
analysis was conducted only for categories that matched the
pre-established minimum sample number. (Typically, at least 30
samples, with errors up to approximately 18%)

VR focus: This survey focuses on VR experiences and excludes

users who access social VR only via desktop mode or smartphone.

The purpose of this 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.

e CMeLyeHre BbIDOPKK: CyLLLECTBYET BEPOATHOCTb CMELLIEHWUA PECMOHAEHTOB U3-3a
MeToAa NpoBegeHua onpoca. YTobbl MUHUMMU3NPOBATL 3TO CMELLEHWE, Mbl cObpanm
OTBETbI LUMPOKOro Kpyra No/b30BaTeNelt C NOMOLLbIO Pa3/IMYHbIX MeaMacanTos

N CBA3AHHbIX coobwecTs. Mbl TaKXKe CPaBHUAM pe3ynbTaThl C PpesynbTaTaMu
nocnegHux 4 onpocos (1197 Bbibopok B 2021 roay, 876 Boibopok B 2022 roay,

2007 sbibopok B 2023 roay, 1012 sbibopok B 2024 roay), 4Tobbl BbIABUTL Kakue-nubo
CYLECTBEHHbIE CMeELLEHUA. Kpome TOro, CyLeCTBYET A3bIKOBOE CMELLLEHHUE,
MOCKOJIbKY OMPOC NPOBOAWJ/ICA TO/IbKO HA aHI/IMMCKOM U AMIOHCKOM f3bIKaXx.

e OwwnbKa BbIBOPKU B KONIMYECTBEHHOM McCaeaoBaHUKU: Hebonbluoi pasmep
BbIDOPKU MOXKET CYLLECTBEHHO NOBAUATL HA OWMOKY BbIBOPKM.

YT106bI M36eXKaTb 3TOro, aHaNM3 AaHHbIX NPOBOAW/ICA TONbKO ANA KaTEropun,
COOTBETCTBYIOLMX YCTAHOBAEHHOMY MMHUMANbHOMY KOJIMYECTBY BbIDOPKMU.
(OB6bI4HO 3TO He meHee 30 BbIOOPOK, C NOrPeLHOCTLIO A0 18%).

* OOKyC Ha BUPTYanbHOM peanbHOCTM: ITOT onpoc GpoKyCHpyeTca Ha onbiTe
MCNO/Ib30BaHMA BUPTYaNbHOMW PeasbHOCTM U HE BK/IKOYAeT NoNb30BaTenemn,
KOTOpbIE NOMYYAOT AOCTYN K COLMANbHOM BUPTYaNbHOW PEanbHOCTA TONBKO Yepes
PEeXMUM HACTONIbHOTO KOMMNbIOTEPA MM cMapTdOoHa.

Llenb nccnegoBaHna — COCPeaoTONMTLCA HA UMMEPCUBHOM/COMaTOCEHCOPHOM
BO34,EMCTBUM BUPTYaANIbHOM peanbHOCTU. [103TOMY Mbl XOTeNn n3bexaTb NyTaHuULbl,
paspeLwwmns cOop AaHHbIX OT NONb30BATENEM OHNAMH-UTP, HE UCNONB3YIOLLMX
BUPTYaNbHYIO PeaNbHOCTb, KOTOpPbIe ApYrMe CNeunanmcTbl U y4éHble nogpobHo
M3Y4MUIU B Npeablaywmx uccneaoBaHuUsnX.
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Frequently Used Social VR Economy in Metaverse
YacTto ucnonbsyemblie counanbHblie VR

Resonite has become more popular in North America For the first time, Virtual Cast didn’t reach the minimum threshold for comparison

and Europe //Pesonur cran 6onee nonynapHsim s CesepHoit Amepuke u Espone // Bnepsble Virtual Cast He gocTUr MMHMMaNbHOro Nopora ANA CPaBHEHUA

Q1-5 What social VR do you use "the most"? //Q1-5 Kakyto coumanbHyo VR nnatpopmy Bbl MICNOAb3YETE «YaLlue BCEro»?

By region //T1o pernoHam L

i i / EETE 1~ MVRChat Zit

Europe // 3—0 v /\ (n=59) 47.5% 45.8% 3.4% MResonite i
: cluster 66

M Virtual Cast 16

v 2.3% W Horizon Worlds 2

=79 M ChilloutVR 1

CMEED /B g Others //apyrve 5

wanv o) [ e -
1.8% Sufficient n to compare by 3 platforms

: JocTato4yHo n ans cpaBHeHuWs no 3 naatgopmam
All // 24 (n=901) 81.7% 8.2% B I *Sampling errors : appx. 4-18% in maximum
! (VRChat-Virtual Cast) // *Ownbkn BbIGopKN:

okono 4-18% makcumym (VRChat-Virtual Cast)

0% 25% 50% 75% 100%
1



Nem x Mila

Economy in Metaverse

A g e / / B 03 p dCT Social VR Lifestyle Survey 2025

20s and 30s were the majority. Cluster also had
many users in their 40s and 50s // BonblumnHcTso

cocTtasnanun noam B Bo3pacte ot 20 go 30 net. B knactepe TakKe bbINo MHOro nonb3osartenen B sospacte ot 40 go 50 net

Q1 -3 Please state your age group //Ql-3 MorKanymncra yKaxkute sawy BO3pPaCTHYIO rpynny. Hb Mramhatic dhanne om st
year /f HuKakux KapaWHaAbHBIX W3MEHeHWH
Nno CpaBHEHWo C NpoLwnbIMm rogom

By platform and region //MNo nnatdpopme u peronHy
3.0% v 1.5%

\/ 1.4%

cluster (n=66)

Resonite (n=74)

VRChat (n=736)
1.7% 1.7%

Europe // 3—0 v /\ (n=59)
1.2%

North America // 3t77 £ 1) /3 (n=86)
12%

Japan// B (n=723)

1.2%

All // 24 (n=901)

0% 25% 50% 75% 100%

m 19 year-old and under //19 u menswe = In your twenties // 20 net m In your thirties /30 ner

m In your forties // 40 net m In your fifties // 50 net m 60 year-old and above // 60 net u 6onbLie 12



Nem x Mila

Economy in Metaverse

PhySicaI Sex //¢M3"quK”ﬁ noJ-I Social VR Lifestyle Survey 2025

Female users doubled in Europe

Note : we use the term “physical sex” when talking about the user’s sex in the physical world

// Yucno HEeHLWKMH-NOoAN b30BaTesiei B
MprvmeyaHue: Mbl UICNONb3yEM TEPMUH KDUINYECKUIA NONY», KOTAa TOBOPUM O NONe NoAb30BaTens B GUsMyeckom mupe.

Espone yasonnocb

Q1-4 Please state your sex in the physical world (If it is not on the list, please fill in "other") *The
purpose of this question is to distinguish between "physical” sex and avatar appearance
(Masculine/Feminine) in the virtual world //Ql-4 YkaxuTe cBoit non B dusmnueckom mupe (ecam ero HeT B CNIUCKE, MOXKaNYIACTa,

3anoAHUTE «ApYror»). *Llenb aToro Bonpoca — NPOBECTU PasNnHKe Mexay «PU3NUECKMM» NOAOM KM BHELWHOCTHH aBaTtapa (My»CKO/*KeHCKUM)B BUPTYaNbHOM MUpE.

All //Bce (n=901) Overall, no By platform and region //Mo nnatdopme u pervoHy
3.1% dramatic change 3.0%
" from last year // cluster (n=66) 72.7% 24.2%

B uenom, HUKaKKX
PEe3KNX U3MEHEHMIA

NO CPABHEHMIO C Resonite (n=74) 77.0% 16.2% | 6.8%

NPOLU/LIM FoAoMm 2.9%

VRChat (n=736) 83.2% 14.0% |
+10.7% (13%, 2024)
Europe // 3—0Ow /\ (n=59) 69.5% 23.7% 6.8%

J
8 1 .9% North America // 467 % 1 1 (n=86) y3.3% e e
1.9%
Japan // BZ (n=723) 84.1%

n
B Male /fMY)'K‘-IMHbI 738 0% 259% 50% 75% 100%
M Female //*eHwuHbI 135

Other //OcTanbHbie 28 We compared male and female users //Mbi cpaBHunm nonbaosateneii mysckoro u xeHckoro nona

Total // Bcero 901 "Sampling Errors : appx. 4-10% in maximum (rnale—female) [/ *OwmBKN BLIGopKK: oRENG ~10% MAKEUMYM (MYIUMHEL HEHLLMHEI)
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Economy in Metaverse

Play Frequency //Mactora nocewenua

Ha'f Of the users pla)(Ed almOSt every day In VRChat and Resor"te // MonoBWHa nonb3oeaTeneit Urpana NoYTH Kaxablil aeHb 8 VRChat u Resonite

Q1-6 How often do you use social VR? // Kak yacTto Bbl 3axoauTe B COLMaNbHYIO BUPTYalbHYIO PEaNbHOCTb?

By platform and region //Mo nnatdopme n pernoHy

"4 n
cluster (n=66) 24.2% 39.4% Less than once a month 37
Pexke pasa B mecay,
4.1% \/
. 2 or 3 times a month 88
Resonite (n=74) 23.0% 51.4% 2 vnu 3 pasa B mecal,
3.8% v Once a week 102
VRChat (n=736) 26.2% 49.7% Pas B Hepento
W Two or three times a week 236
3.4% 2 unn 3 pasa B Hegenwo
Europe // 3—0v/\(n=59) 39.0% 32.2% M Almost every day 438
MOYTK KaxAbliA AeHb
4.7%
North America // 4t77 * ') 73 (n=86) 36.0% 37.2% Sufficient n to compare by frequency
[ocTaToyHo N gNA CpaBHEHMA M0 YacToTe
3.9% *Sampling errors: appx. 16% in maximum
Japan // B#& (n=723) 24.3% 51.7% *OWWBKM BIBOPKU: MaKcMmyMm A0 16%
[ v No dramatic change from 2023
All // 2% (n=901) 26.2% 48.6% HeT 3HauuTenbHbIX M3MmeHeHun ¢ 2023

0% 25% 50% 75% 100% 14
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Economy in Metaverse

Tota I P I a ti m e //osmee BpeMﬂ M rp bl Social VR Lifestyle Survey 2025

Users with over 1,000 hours increased, reaching 70% of the total //

Q1-7 Please give your best estimate on how much time have you spent in total across all social VR

platforms. (you can consult the playtime per application from Steam if you use Steam) //Noxanyiicra, gaiite
MaKCUMMaNbHO TOYHYHO OLEHKY TOTF0, CKONbKO BPEMEHMU Bbl MPOBENN B 00LLEN CNOXKHOCTM Ha BCeX coumanbHbix VR-nnatpopmax.
(Ecnu Bbl ucnonb3yeTe Steam, Bbl MOXKETE y3HATb BPEMSA UTPbl ANA KaXK40ro NpuaoXKeHua B Steam).

By platform and region //No nnatpopme u pernony

\/ 51.6% EZEEELIeIIPIE) n
cluster (n=66) 34.8% 45.5% 6.1% Less than 10 hours 12
4 S ane MeHee 10 yacos
+22. 37%, 2023

. 14% \/ 75.7% More than 10 hours - less than 100 hours 46

Resonite (n=74) 18.9% 59.5% 16.2% Bonee 10 yacos, Ho meHee 100 yacos

0 M More than 100 hours - less than 1,000 hours
. 0.7% \/67-5 Yo k15579 (44%; 2023) Bonee 100 yacos, Ho meHee 1,000 yacos 240
= 0 0, 0
VRChat (n=736) 26.9% 59.5% 8.0% B More than 1,000 hours to less than 10,000 hours 524
0.0% bonee 1,000 yacos, Ho meHee 10,000 vacoe

Europe // 3—0w /X (n=59) 23.7% 62.7% Xz MMore than 10,000 hours 79

Bonee yem 10,000 vyacoe
North America //dL7 * 1) 7 3% 23%
(n=86)

Sufficient n to compare by frequency

18.6% 64.0% 11.6% JOoCTaTouHO N ANA CPaBHEHWA MO YacToTe

*Sampling errors : appx. 16% in maximum
*OWwubKM BbIBOPKK: Makcumym go 16%

1.0%
Japan// BZ (n=723)

13% v67.0%
All // &4k (n=901) 26.6% 58.2% 8.8%

0% 25% 50% 75% 100% 15
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Economy in Metaverse

Employment Status //CTaTyC 3aHATOCTN " Lifestyle Survey 2025

QKO0 NOMOBUHbI BbIIM 3aHATHI

About half were full-time employed // ™ o pasounit gers

Q1-8 Which of the following best describes your current employment status? //41o 13 nepeuyncneHHoro Huxe
Nly4lle BCEero onucbiBaeT Ball TEKYLWWIA CTAaTYC 3aHATOCTU?

By platform and region /Mo nnatgopme n pernoHy

\/ 3.0% 1.5%
cluster (n=66) 63.6% 9.1%  [45% 12.1% 6.1%
Resonite (n=74) 48.6% 17.6% 6.8% 8.1% e
Y 1.0%
VRChat (n=736) 55.6% 12.5% 7.5% 7.6% B%
Europe // 3—Rw /\ (n=59) 47.5% 16.9% 15.3% | 6.8% 8.5% 5.1%
1.2%
North America // it 7 % ') /1 (n=86) 44.2% 15.1% 12.8% 12.8%
| 1.4% _
Japan// B (n=723) 57.4% 10.9% 12.2% 7.9% 7.7% DS
o 1.1%
All // 24 (n=901) 55.4% 12.5% 9
0% 25% 50% 75% 100%

m Full-time employed //PaboTioT Ha nonHyto cTaBky  m Freelancer, self-employed //®punaHcepsbl, 1M camo3aHATble
m Student //Yuawuecsn m Part-time employed //HenonHanA 3aHATOCTb

m Homemaker // [Llomoxo3aikm m Unemployed //be3pa6oTHbliA No remarkable correlation

found with the other questions
Others // Qpyrue He 06Hapy#eH0 3ameTHo f(lzppenm.l,uu
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" . Ecor_lomy in Metaverse
Economic Class / [3KoHOMMUECKMIA Knage " = e s 2
Few upper-class users //neckonso nonvsosareneii svicuero knacca

Q1-9 Which economic class do you consider yourself belonging to? //K Kakomy 3KOHOMWYECKOMY Knaccy
Bbl cebs oTHOCKTE?

By platform and region //no nnatdpopme u pernoHy

cluster (n=66)
Resonite (n=74)
VRChat (n=736)
Europe // 3 =017/ (n=59)
North America // 3677 % 1) /2 (n=86)
Japan// B%& (n=723) XA 57.3% 37.3%
All // 24 (n=901) 5.3% 59.5%
0% 25% 50% 75% 100%

. . . B No remarkable correlation
m Upper class //Bbicwmii knacc m Middle class //Cpeanuii knacc m Lower class //Hnswinit knacc [ 7SPEae RIITT Ney pagpes sy questions

He obHapyseHO 3amMeTHOI KoppenaLWK
C APYrMMW BONPOCaMM.
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Economy in Metaverse

2. Expenses in Metaverse - Summary = secawriiesyiosmezas

Pacxoas! B MetascenenHoii - Pesionte

«“Device Expenses: 40% of all users spent'moreithan
$3,500.0n.VR experiences in total. Spending
tended to increase with longer playtime, reaching
60% among those who had played ovér 10,000
hours. More than 50% of the users purchased the
following top three items—VR headsets, gaming
PCs, and full-body tracking devices.

- Content Expenses: 40% of all users spent more
than $350in a year, slightly up compared to past
results. Spending was correlated with play
frequency and playtime, reaching about 50%
among users who played daily. While most users
spent on 3D models, cluster users also spent on VR
events and other categories.

« Payment Methods: Card payments are the most
common, whereas cryptocurrencies are hardly
used. More than 80% of cluster users have
experience spending in-platform payments.
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EX p e n S eS // Pa CXOA bl Social VR Lifestyle Survey 2025

Q2-2 Please give your best estimate on how much Q2-4 How much have you approximate spent on
have you spent in total on devices for enabling or social VR-related content over the past year in
enhancing VR experiences //Noxanyicra, panTe total? //EKOﬂbKO MPYMEPHO Bbl NOTPATU/IN HA KOHTEHT,
Hanbonee TOUHYIO OLEHKY 06LLei CyMMbl, KOTOPYIO Bbl NOTPaTUAM Ha CBA3aHHbIN C COUWMANBHOU BUPTYa/IbHOU PEANBHOCTbIO, 3a
yCcTporcTBa 06/1a4aHnA, UK YAYULLIEHUA BO3MOXXHOCTENM BUPTYanbHOM I'IOCne,EI,HMﬁ ro,u,?

peaNbHOCTHO.IZ‘gf?h_IIIII  All//Bce o All //Bce (n=901)

~_12.0%"/

\ /G 'I No expenditure //be3 pacxonos No expenditure //be3 pacxonos

$349 or less //27,000P nnan meHbwe 20 OOA) $34 or less //3,000P u meHblue

$350to 699 /0T 27,000P o 55,000P $35t0 69 //07 3,000P po 6,000P

= $700 to 3,499 /0T 55,0009 a0 280,0009 m $70 to 349 //OT 6,0009 0 28,0009

m $3,500 to 6,999 //OT 280,000P go 550,000 = $350 to 699 /Ot 28,0008 A0 55,0009

m 57,000 or 34,999 //0Or 550,000P go 2,800,000P

m 5700 to 6,999 //or 55,0009 ao 550,000P

] $35,000 or 69,999 // 0T 2,800,000P po 5,600,000# 3 6 - 0 % $7 000 1/550.000 6
m $7,000 or more 5 v Gonee
= $70,000 or more //5,600,000P n Gonee 40.9%

+6.9% (34%, 2023) N4

40% spent more than $350 in a year, slight up compared to past

37.7%
v

40% spent more than $3,500 in total

//40% notpatuam 8 obuieit cnoxHocT Gonee 3500 aonnapos rESUItS //40% norparnnu 6onee 350 ponnapos B rog, 4To HemHoro Gonblue, Yem B NpeabigyLLMe rogbl.
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DeVi ce Types // TM n bl VCTpo ﬁ CTB Social VR Lifestyle Survey 2025

Q2-1 If you have ever purchased any devices for enabling or enhancing VR experiences, please select "all" that apply //Ecav Bbl Korga-nn6o
npuobpetann Kaknme-nMbo yCTPOMCTBA A/1A aKTUBALMWU MW YAYYLLEHUA ONbITa BUPTYaIbHOM PeasibHOCTH, BbibepuTe «BCE» NOAXOAALLME BAPUAHTHI.

By platform //Mo nhatpopme Resonite users spent more on graphic
cards and facial tracking devices //

VR treadmill (KAT Walk, etc.) / Berosan aopomua VR (KAT Walk U T. 4.) g I‘fgﬁﬁ

Monb3osatenm Resonite 6onble Bcex NOTPATUINCE HA

Haptic feedback suit (TactSuit, etc.) // KocTiom TakTUAbHOW oBpaTHoi ceasm (TactSuit v T. n.) w 10.8% BMAEOKAPTHI M YCTPONCTBA ANA DTCAGKMBAHUA ML

2.3%

VR gloves // VR nepyatku ﬁ;ﬁ_l%s%
7.1%
6.1%
Soundproofing equipment // 3eykonsonaunoHHoe 060pYAOBaHIe [— ?;3‘32
73%
) e 10.6%
Hardware voice changer // Annapathsiii npeo6pasosatent ronoca [’ 7.6%
7.7%
Facial tracking device //YcTpoiictea ans otcnexusaHua nuua : : 31.1%
13.8% cluster (n=66)
—_ 1A a6 = 33.3% g
Audio mixer // Aysvomukwep [Eem— 10 8% | - o _ B Resonite (n=74)
17.8% {
. o 47.0% m VRChat (n=736)
Microphone /Muxposor [T, /| >
37.8% All //Bce (n=901)
Standalone graphics card for upgrading a gaming PC //QuckpetHan smaeokapTta 4na ynydwenva urposoro MK i 56.8%
38.7%

62.1%

Earphones or headphones / Hay w1 | 2

A

: Full-body tracking device (VIVE Tracker, HaritoraX, etc.) // Yerpoiictso gas nonuoro otcnesusanua Tena (Vive Tracker, HaritoraX,u 7.n.) 66.6% ]
1 64.8% 1
1 1
i Gaming PC //rponos 1 [ 7 % i
o : 1

I Top 3 exceeds 50% //Ton-3 npesbiwatowmin 50% 83.1% 95.5% |
i VR head-mounte dislay /18 anenni ¢ pernesen v roroy R ' ), |
1 96.8% _ 7

e

0.0% 25.0% 50.0% 75.0% 100.0%
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DeVi ce Types //TM n bl VCTpo ﬁCTB Social VR Lifestyle Survey 2025

Q2-1 If you have ever purchased any devices for enabling or enhancing VR experiences, please select "all" that apply //Ecau bl Korga-nubo
npuobpeTtanu Kakme-1mbo ycTpoincTea s obnagaHua UaM ynyylweHUs onbiTa BUPTyaslbHOM peanbHOCTU, BbiBepUTe «BCce» NoaxoasLme

BapWaHTbI. By region //To pernony m Europe // 3—01% 7% (n=56)

VR treadmill (KAT Walk, etc.) //Berosasa goposxa VR IO]O% m North America // 4677 A ') /3 (n=86)

m Japan// B#& (n=723)
Haptic feedback suit (TactSuit, etc.) /KocTiom obpaTHOM TakTUAbHOW cBA3K (TactSuit n 1.n.) mlﬁg%

%
VR gloves //VR nepyaTku nﬁ'd‘]j%
Soundproofing equipment //3ByKon3onauMoHHoe obopyaoeaHue % 15.1%

Hardware voice changer //AnnapaTHblii npeobpasosaTtens ronoca % 0.1%

Facial tracking device //YcTpoicTBa A4NA OTCNEXMBAHWUA NMLA m 30.2%
Audio mixer //AyaMOMUKLIEP “3{}3 Sl
Standalone graphics card for upgrading a gaming PC //AMCKpeTHaA BUAeOKapTa ANA yaydweHua urposoro MK m 57.0%
- .80?
Earphones or headphones //HaywHWKM 8&8%
0
Full-body tracking device (VIVE Tracker, HaritoraX, etc.) / Yerpoiicteo g nonmoro orcnesmeanua Tena(Vive Tracker, HaritoraX, v r.n.) ” 72.1%
aming P rpoBou A
G C/Mrposoii MK 30
. “ 9 42
VR head-mounted display //VR-gucnneit c kpenieHnem Ha ronosy %9 504

0.0% 25.0% 50.0% 75.0% 100.0% 22
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DeVice Expenses //Pacxolqbl Ha ychoﬁCTBaSOCiaIVR Lifestyle Survey 2025

Cluster users tend to spend relatively less // nonssosatenn Cluster, o6biuo Tpatar merbue

Q2-2 Please give your best estimate on how much have you spent in total on devices for enabling or
enhancing VR experiences //MNosanyicrta, oueHUTe, CKONbKO Bbl NOTPATUAM B O6LLEN CNOMKHOCTU Ha
YCTPOMCTBA ANA paclUMpPeHMa BO3MOXKHOCTEN BUPTYabHOM peanbHocTu (VR)

By platform and region //MNo nnatpopme n pernonHy 25.8%

cluster (n=66) 1

: /36.5%

Resonite (n=74) R 51.4% 21.6% 14.9%
1.9% v 38.2% 0.5%0.3%
VRChat (n=736) 44.2% 24.9% 12.5%
1.7%
Europe // 3—0/\ (n=59) i 52.5% 30.5% 5.1%
North America // b7 * 1) H 23% - ="
4.7% 45.3% 33.7% 7.0%
(n=86)
21% 9.6% 43%
Japan // BZs (n=723) 44.0% 22.1% 14.7%
0% 25% 50% 75% 100%
= No expenditure //be3 pacxopos m $349 or less //27,000P unu meHblue $350t0 699 //01 27,000P no 55,0009 m $700 to 3,499 //0O1 55,000° go 280,0002
g e . e e e sy e e e et e s e s e ! ! ot e e e e e e e e o ~
I



Playtime and Device Expenses  cconom i fetaverse

Social VR Lifestyle Survey 2025

Bpems urpbl U 3aTpaTbl Ha YCTPOUCTBA

Q2-2 Please give your best estimate on how much have you spent in total on devices for enabling or
enhancing VR experiences //MosxanyiicTa, oueHuTe obliyto cymmy BalLMX pacxofoB Ha yCTpoiicTea AnA o61afaHus

WK YIYHLIEHWA BO3MOXHOCTEN BMPTYANbHOM peanbHOCTH.

By total playtime //Mo nposeagnromy spemer DIV (=R I g SR [ (o f=F: (o RW1H)|
#% Correlation coefficient//Kosdpuument koppensauyum r = 0.38 |0nger playtime//BenuwHa 3aTpart Ha YCTpoIicTBa

(Weak Correlation //Cnaﬁaﬂ Koppenauums CTaHOBMTbLCA TEM 50J'IbLIJe, 4Hem Aonblle BpemeHH! ywno Ha urpy

2.5% Vv'59.5%
38.0%

More than 10,000 hours (n=79)
bonee 10,000 vacos Ly

0.6%

More than 1,000 hours to less than 10,000 hours
Bonee 1,000 yacos, Ho meHee 10,000 yacos

0.8% 0.4%
More than 100 hours - less than 1000 hours

\ \ 0.4%
bonee 100 yacoB, HO meHee 1,000 yacos :
More than 10 hours - less than 100 hours \ _ \

Bonee 10 vyacos, Ho meHee 100 yacos

0% 25% 50% 75% 100%
No expenditure //be3 pacxonoB $349 or less //27,000P nnu meHbLwe $350t0 699 /0T 27,000P o 55,000P m $700 to 3,499 //07 55,000P no 280,000°

m $3,500 to 6,999 //07 280,000P ao 550,000 m $7,000 or 34,999 //or 550,0009 o 2,800,000 W $35,000 or 69,999 //or 2,800,000p a0 5,600,000¢ m $70,000 or more //5,600,000P v 6onee 24
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Co ntent Types //T”"bl KOHTeHTa Social VR Lifestyle Survey 2025

Q2-3 If you have ever purchased social VR-related content, please select "all" that apply //
Ecnu Bbl Korga-nnbo npuobpeTann KOHTEHT, CBA3AHHbIN C COLMANbHOW BUPTYaNbHOW peanbHOCTbIO, BbiIbepUTe «BCe» NOAXOAALLME BAPMAHTDI

By platform //Mo nnhatdopme

*Qthers (Open-ended responses) :

VRC+, Resonite Patreon Support, etc. 22.7%
2D illustrations //2D-unntocTpayuu _ [
17.1%
o 37.9%
Video (paid viewing, tipping, etc.) //Buaeo (nnaTHbI NpocMoTp, YaeBsble U T.4,) % S
17.2%
cluster (n=66)
o : 40.9% g
Text (Book, paid articles, etc.) /TeKCT (KHUIM, MNaTHbIE CTaTbU U T. 4,.) % —_— m Resonite (n=74)
22.8% . m VRChat (n=736)
: 47.0% All// 2% (n=901)
; iai 10.8%
Music (CD, digital sales etc.) //My3bika (CD, uMdpoBbie npoaarku 1 1. A4.) L 24.3%
24.6%
_ 50.0%
Fan merchandise and fan community fees // ®anatckasn atpubyTika u 83Hock B dhaH-coobliecTsa ﬂ{’ 35.3%
35.4%
VR Events (participation fees, tips etc. Including one-on-one therapy) // VR-meponpusTus o 74.2%
(nnata 3a yyactve, COBETbl U T. 4., BKAKYAA MHAMBUAYA/bHY TEPANWUIO) _ 37.3%67%
'3D models (Worlds, avatars etc. Including custom-made) - 4366-4% :
I3D Mmogenu (MUpbl, aBaTapbl U T.4., B TOM YUC/Ie Ha 3aKa3) _929*31@2% :
S S S S S S S S S R S S S M S S S S S S R S S S S S S S R S S S A S S M M e S M M S S e S e
Most users spent money on 3D models
0.0% 25.0% 50.0% 75.0% 100.0%; 5

IIBOHbLUVIHCTBO nonb3oBaTeneun noTpaTuin geHbrn Ha 3D-mopenu
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Co nte nt Types //T“ n bl Ko HTe HTa Social VR Lifestyle Survey 2025

Q2-3 If you have ever purchased social VR-related content, please select "all" that apply //
Ecnu Bbl Korga-nnbo npuobpeTann KOHTEHT, CBA3AHHbIN C COLMANbHOW BUPTYaNbHOW peasnbHOCTbIO, BbiIbepUTe «BCE» NOAXOAALLNE BAPMAHTDI
By region //To pernoHy

m Europe // 33— /\ (n=59)
13.6%

17.4% m North America // 4677 X 1) 73 (n=86)
17.2%
m Japan // B& (n=723)

2D illustrations //2D-nantocTpaymm

Video (paid viewing, tipping, etc.) /Buaeo (nnaTHbI NpoCcMOTp, Yaesble 1 T.4.)
19.1%

1.7%
Text (Book, paid articles, etc.) //TeKcT (KHUIM, NNaTHblE CTaTbU U T. 4.) 4.7%

26.8%

Music (CD, digital sales etc.) //My3bika (CD, uMdpoBbie npogarkv u 1. A4.)
26.3%

Fan merchandise and fan community fees // ®anatckan atpubyTuka u B3HoChI B GpaH-coobLecTsa
37.8%

VR Events (participation fees, tips etc. Including one-on-one therapy) // VR-meponpustua

(nnata 3a y4acTue, COBETbI U T. 4., BKAKOYAA UHAMBUAYANLHYIO TEpanuio) 48.8%

3D models (Worlds, avatars etc. Including custom-made)

3D mogenv (Mmupbl, aBatapbl U T.4., B TOM YUC/1e Ha 3aKas) ey

93.4%

0.0% 25.0% 50.0% 75.0% 100.0%
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CO n te nt Expe n Se S //PaCXOAbI H a Ko HTe HT Social VR Lifestyle Survey 2025
Resonite users spent tend to SpEﬂd less //Nonb3osatenn Resonite, Kak NpaBUAO, TPATAT MEHbLLE

Q2-4 How much have you approximate spent on social VR-related content over the past year in total?
Kakyto cymmy Bbl NpMBAU3UTENBHO NOTPATUAN HA COLManbHbIM VR-KOHTEHT 32 NocneaHuii roa?

By platform and region //Mo nnatdopme 1 pernoHy

v'46.0%
cluster (n=66) 34.8% 18.2% 18.2%
Resonite (n=74) : : 39.2% 12.2% 14.9%
J 42.8% 1.8%
VRChat (n=736)
Europe // 3—0Ow/\ (n=59) . 44.1% 6.8% 10.2%
North America// b7 A 5
43.0% 14.0% 9.3%
(n=86)
1.8%
Japan // B# (n=723) 34.2% 21.4% 22.0%
0% 25% 50% 75% 100%
No expenditure //be3 3aTpaT $34 orless//3,000P n meHbLUIe $35t0 69 //0T 3,000P oo 6,000P m$70to 349 //0T 6,000P oo 28,000P
R e e L e e e e e = e e = e i = s e = s e i )
: m $350 to 699 //oT 28,000P o 56,0009 m $700 to 6,999 //ot 56,000P po 560,000° W $7,000 or more //560,000P u Gonee :

R O 0 A L e 0 L T L e N S L 0 L P A L P e S O S A e T SN 0 Ml PR e R R e J 27
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Play Frequency and Content Expenses  cconopy i Fetaveree
YactoTta nocewieHUA U 3aTpatbl HA KOHTEHT

Q2-4 How much have you approximate spent on social VR-related content over the past year in total?
KaKkyto cymmy Bbl NpUbBAN3NTENBHO NOTPATUAM HA couManbHbiM VR-KOHTEHT 3a nocneaHuni roa,?

By play frequency //n [ [
AR AL Y™ (o ntent expenses increased with

% Correlation coefficient Hoad)cbuu:uem Koppenauuur = 0.29 hlgher play frequency e e
(Weak correlation //cnaban koppenauus) e GOHbUJe, YeM yalle noceLLeHne Urpbi

V49.8% 2.3%

Almost every da
YOV (h=438)
Moyt exxegHeBHO
Two or three times a week
2 vnun 3 pasa B Heaenw

(n=236)

Once a week (n=102)

pa3 B Hegeno \ \ \ 25.0% | ik

2 or 3 times a month (n=88)
2 unu 3 pa3a B mecAy,

16.2%

Less than once a month
5.4% 10.8%

MeHee pasa B MecsL, (n=37)
0% 25% 50% 75% 100%
No expenditure //Bes 3atpat $34 orless //3,000P n meHbLLE $35t0 69 //3,000P po 6,000P m $70t0349//6,000P no 28,0002

m $350t0 699 //28,000P go 56,0000  m $700 to 6,999 //or 56,0000 a0 560,000 W $7,000 or more //560,0008 u 6onee 28



Playtime and Content Expenses = economy in letaverse
Bpema urpbl n pacxoabl Ha KOHTEHT

Q2-4 How much have you approximate spent on social VR-related content over the past year in total?

Kakyto cymmy Bbl NpUBAN3NTENBHO NOTPATMUAN Ha COUManbHbIA VR-KOHTEHT 3a Noc/ieaHUIA roa?
Content expenses increased with longer
playtime up to 10,000 hours //3atpatbl Ha KOHTEHT

By total playtime //No nanrpanHomy spemetim
MOBbIWAKTCA C HaMrpaHHbim BpemeHem go 10,000 yacos

s Correlation coefficient Koapduument koppenauuu r=0.29

(Weak correlation //cnabas Koppenﬂuuﬂ)\/49.3°/o 2504

More than 10,000 hours //Bonee 10,000 yacos (n=79)

More than 1,000 hours to less than 10,000 hours —54
Bonee 1,000 yacos, Ho meHee 10,000 yacos (n=524)

More than 100 hours - less than 1000 hours —240
bonee 100 yacoe, Ho meHee 1,000 yacos (n=240}

More than 10 hours - less than 100 hours 46
Bonee 10 yacos, Ho meHee 100 yacoB (n=46)

75% 100%

0% 25% 50%
$34 or less //3,000P 1 meHblue $35t069//3,000P oo 6,000P m $70to 349 //6,000P oo 28,000P

No expenditure //be3 pacxonos
m $700 to 6,999 //or 56,0009 ao 560,000¢ m 57,000 or more //560,000P u 6onee

m 5350 to 699 //28,000P o 56,0009

29
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Payment Methods // MeToabl onnarbl e s s

Q2-9 Please select "all" the payment methods you typically use for social VR-related content // Bbibepute «Bce» cnocobbl onnaTbl,KOTOpPbIE
Bbl 06bIMHO UCNO/b3yeTe ANA KOHTEHTA, CBA3AHHOTO C COLMANbHOWM BUPTYaNIbHOMN PeasibHOCTbHO.

By platform //MNo nnatpopme
U.?"/
Cryptocurrency (Bitcoin, Ethereum, etc.) //Kpuntosaniota (Bitcoin, Ethereum v 1.4.) rggﬁﬁ

7.6%
Mobile carrier billing (Added to phone bill) //BunanHr mo6unsHoro onepartopa (ao6aensetca K cueTy 3a TenedoH) J ug%ﬂ

Resonite users used on online
Bank transfer //BanKkosckuii nepesos, 'ﬁ%@b payment // Monb3osatenu Resonite

MCNONL3YIOT OHNAWH NaaTexu

1%
Gift cards (Amazon Gift Card, Steam Gift Card, etc.) //NMogapoyHele KapTbl (Amazon Gift Card, Steam Gift Card uT.4.) n 453%
cluster (n=66)
% .
Cash payment //OnnaTta HaAMYHbIMU H{?z&%ﬁ m Resonite (n=74)
i m VRChat (n=736)
Mobile wallet (Google Pay, Apple Pay, etc.) // MoBunbHbiii Kowenék (Google Pay, Apple Pay v T.4.) %@Wg% All //Bce (n=901)
Social VR in-platform currency (VRChat Credits, cluster coin, etc.) //BantoTa coumnansHoil VR- ﬂﬂaT(I)Oprl 40.9%
(VRChat Credits, Cluster coin u 1.4.) - %ﬁ%g%
Mobile payment apps (PayPay, Alipay, etc.) //MobubHble NaaTéxHble npunoxeHuns (PayPay, Alipay,n T.4.) ﬂ;‘%%
Online payment service (PayPal, etc.) //CepBuceb! ans oHnaiH onnatbl (PayPal n 1.4.) * 70.3%
%
_____________________________________________________________________________________________________1
1 Cards (Credit, debit, or prepaid cards) // KapTbl (KpeauTHble, AebeToBble UK NnpeaonnadyeHHble) % I
‘““““““““““““5““‘“““““““““““““““““““““““““'““““““ﬁ}%“““"
O/NIbLUMHCTBO NONb30BaTE/IEU
Most users paid with cards // 0.0% 25.0% 50.0% 75.0% 100.0% 30

coBepwian onnaTty Cc Kapt
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Payment Methods // MeToabl onnarbl e s s

Q2-9 Please select "all" the payment methods you typically use for social VR-related content // Bbibepute «Bce» cnocobbl onnaTbl,KOTOpPbIE
Bbl 06bIMHO UCNO/b3yeTe ANA KOHTEHTA, CBA3AHHOTO C COLMAaNbHOWM BUPTYa/IbHOMN PeasibHOCTbIO.

By region //Mo perunony

3.4% m Europe // 3—0/\ (n=59)

Cryptocurrency (Bitcoin, Ethereum, etc.) /Kpuntosantota (Bitcoin, Ethereum u t.4a.) 0.1'%6% m North America //dt7 XU A (n=86)
i m Japan // BZ (n=723)
Mobile carrier billing (Added to phone bill) //BuanuHr mobunsHoro onepatopa (4o6aenaeTca K cueTy 3a TenedoH) ] 2393%

. 8.5%
Bank transfer //BaHKogckuii nepesog, 2
3.9%

3.
Gift cards (Amazon Gift Card, Steam Gift Card, etc.) //MogapouHble KapTbl (Amazon Gift Card, Steam Gift Card u 1.4.) . 3.7%

1.7%
Cash payment //Qnnata HanndyHbimn _0.0%
I 5.9%

- - 8.5%
Mobile wallet (Google Pay, Apple Pay, etc.) // MobunbHbI# Kowenék (Google Pay, Apple Pay n1.4.) m 10.5%

Social VR in-platform currency (VRChat Credits, cluster coin, etc.) // BantoTa coyumansHoii VR-niatdgopmbl -6.8%

(VRChat Credits, Cluster coin nT.4.) 9.3}9965%

Mobile payment apps (PayPay, Alipay, etc.) //Mo6unbHble nnaTtémHble npunoxeHus (PayPay, Alipay,u 1.4.) 2L 10.5%
15.5%

. 1.2
Online payment service (PayPal, etc.) //CepBucel gns oHnaiH onnartel (PayPal n 1.4.) “ 77.9%
9%
74.6%
Cards (Credit, debit, or prepaid cards) //KapTbl (KpeguTHble, gebeToBble UK npegon/iadeHHble) 77.9% 89.8%

0.0% 25.0% 50.0% 75.0% 100.0% >



In-platform Expenses

BHyTpunnatpopmeHHble pacxoabl

Q2-6 How much have you approximate spent on social VR-
related content "through in-platform payment system of a
social VR" over the past year in total? //Kakyto cymmy Bbl

NPUBAM3UTENLHO NOTPATMUIMN HA KOHTEHT, CBA3AHHLINA C COLMaNbHON BUPTYaAbHOM
peanbHOCTbO (VR),«uepes BHYTPMNAATGOPMEHHYIO NAATEKHYHO CUCTEMY COLMANLHOM
BMPTYa/IbHOM peanbHOCTK» 3@ NocAegHUIA rog?

1.9%  0.1% All //Bce (n=901)
23% /£ 4.9%

No expenditure //be3 pacxoaos
$34 orless //3,0002 u meHbLUe
$35t0 69 //3,000P oo 6,000P

m $70to 349 //6,000P no 28,000P

= $350 to 699 //28,000P o 56,0009

m $700 to 6,999 //or 56,000P no 560,000P

m 57,000 or more //560,000P u 6onee

40.9%

*Shown again for comparison //+nokasaro ewe pas ann cpastenmn
Q2-4 How much have you approximate spent on
social VR-related content over the past year in

total? //ckonbko NPMMEPHO Bbl MOTPATUAM HA COLMANBHbIN
VR-KOHTEHT 33 nocneaHum roa?

All //Bce (n=901)

1.6%

No expenditure //be3 pacxonos
$34 orless //3,000P n meHblIe
$35t069//3,000P po 6,000
m $70t0 349 //6,000P no 28,000P
m $350to 699 //28,000P po 56,000P

3 6 0 (y m $700 t0 6,999 //or 56,0009 a0 560,0009
. (0)

m 57,000 or more //560,000P u 6onee

v

More than half didn’t spend through in-platform payments. Only 4.9% spent more than $350 //

bonee nonoBmHbI HE coBepLiany BHyTpunaaTopmeHHble naatexu. Tonbko 4,9% notpatuam 6onee 350 gonnapos.
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In-platform Expense

B HyTpUNA aTd)O (O LIS ol T[S elo10 (V1R 1] 83.8% of cluster users spent through platform payment. 16.7% spent more than $350

83,8% nonb3sosateneii Cluster noTpaTuaW cpeacTsa Yepes nepesod B naatdopme . 16,7% notpatunum Gonee 3505

Q2-6 How much have you approximate spent on social VR-related content "through in-platform
payment system of a social VR" over the past year in total? //Kakyio cymmy bl npu6aM3uTenbHO NOTPATMAN Ha KOHTEHT,
CBAI3aHHbIN C COUMANbHON BUPTYaNbHOM PEANbHOCTbIO, «4Yepe3 BHYTPUNAATPOPMEHHYIO NAATEXHYH CUCTEMY COLLMANbHOM BUPTYa/IbHOM

€aNbHOCTU» 33 NoCNeAHW roa? .
P & A By platform and region /Mo naatdpopme 1 pernoHy
v16.7%
cluster (n=66) 27.3% 9.1% 7.6%
1.4%
Resonite (n=74)
1.5%0.1%
VRChat (n=736) [ 120% 2% |
1.7%
Europe // 3—0 /\ (n=59)
2.3%
North America // 3t7 * ') /3 (n=86)
1.9%
Japan // B (n=723)
0% 25% 50% 75% 100%
No expenditure //Be3 pacxogos $34 orless //3,000P n meHblue $35t069//3,000° oo 6,000P m $70to 349 //6,000P po 28,000P
P N N T ]
: m 5350 to 699 //28,000P fo 56,0000 m $700 to 6,999 //or 56,000P ao 560,000° m $7,000 or more //560,0002 u Gonee :
T s ek e ol e e e e e s e e e e e i s J 33



Types of In-platform expense
Buabl BHYTPpUNNATPOPMEHHbDbIX Pacxoaos

Q2-5 If you have ever purchased social VR-related content "through in-platform payment system of a social VR", please select "all"
that apply //Ecau Bbl Koraa-nnbo nprmobpeTan KOHTEHT, CBA3AHHBIN C COLMANbHON BUPTYanbHOW peanbHOCTbIO, «Hepes BHYTPUNAaTGOPMEHHYIO

NNATEXHYIO CUCTEMY COLMANBHOM BUPTYaIbHOM PeanbHOCTU», BbibepuTe «Bce» NoaxoaALLnMe BapMaHTbI
By platform //No nnatpopme

. . 1.5%
2D illustrations //2D-nanocTpaumm  0.0% ’
i

. 0

*Others (Open-ended responses) :
VRC+, Resonite Patreon Support, etc.

10.6%
Video (paid viewing, tipping, etc.) //Bugeo (nnaTtHbIM NpocmoTp, Yaesble U T.4.) ‘fg% .
3.2% cluster (n=66)
m Resonite (n=74)
3.0%

Text (Book, paid articles, etc.) //TekcT (KHUrM, NnaTHbIe CTaTbU U T. 4.) .0-%"/02% m VRChat (n=736)

2.1% All //Bce (n=901)

6.1%
Music (CD, digital sales etc.) /My3bika (CD, umdpoBbie npoaarku n T. 4..) 1-‘;‘93%

3.4%

18.2%
Fan merchandise and fan community fees // ®anarckan arpubytira u B3Hochl 8 hpaH-coobuiecrea . 4.1%8 i
- OV

9.4%

VR Events (participation fees, tips etc. Including one-on-one therapy) // VR-meponpuatua - 6.8% taEN

(nnata 3a yyacTue, COBETHI U T. 4., BKAOYAA MHAMBUAYANLHYIO TEPanuio)

0,
3D models (Worlds, avatars etc. Including custom-made) -12_;% 091%

3D mogenu (Mupbl, aBaTapbl U T.4., B TOM YUC/IE HA 3aKas

0.0% 25.0% 50.0% 75.0% 100.0% 34
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Consumption of Virtual Items
part 3

Consumption volume of virtual items and avatars

O6bem noTpe6/ieHya BUPTYa/lbHbIX NPeAMETOB U aBaTapos
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Economy in Metaverse

3. Consumition Of Vlrtual Items - Summa ri Social VR Lifestyle Survey 2025
e

_= Virtualitems: 35% of all users had purchased
more than 50 items in total. The figure was
somewhat lower among Resonite users, at
19%. The number of items purchased was
correlated with play frequency and playtime,
with more than 40% of users who had played
over 10,000 hours having bought over 50
items.

- Avatars used: 30% of all users used more than
10 avatars in a month: The figure was much
lower among Resonite users, at 7%. The
number of avatars used was correlated with
play frequency and playtime, with about 40%
of daily players using more than 10 avatars in
a month.
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Virtual items and Avatars Economy in Metaverse
BuptyanbHble npeamertbl u ABaTtapbl

Y &=

z - : : Q2-8 How many avatars have you actually used in the past month?
Q2-7 HO\:’V many avatars, OUtﬁtS' gim micks, and/or (Please count different outfits as separate avatars. If a single avatar
accessories have you purchased SO far? //Cronbko includes multiple outfits as built-in features or gimmicks, count each
aBaTapoB, HapaAoB, NpucrnocobaeHunit n/unm akceccyapos outfit separately) //CkonbKo aBaTapoB Bbl UCMONb30BaAM 32

nocnenHuii mecau? (Moxanyiicta, yuMTbiBaiTe pasHble Hapaabl Kak OTAeNbHble aBaTapbl.
Ecnn o4WH aBaTap BKAKOYAET HECKONBLKO HApAA0B B KAYECTBE BCTPOEHHbIX QYHKLUIA UK
duULWeK, yUMTbIBAATE KAXKAbIA HAPAL OTAENbHO.)

2.3% All //Bce (n=901) 2.3% All //Bce (n=901)

Bbl yXKe npnobpenun?

| haven't purchased /Al He nokynan Only 1 avatar //1 asatap

13.8%

10 items or less //10 nnn merHee m 2to 3 avatars /0T 2 a0 3 aBaTapos

= 10 to 49 items //o1 10 po 49 20.9(%) = 4to9avatars//oT 4 no 9 aBarapos

m 50 to 100 items //oT 50 go 100

30.6% W
= 100 to 499 items /o7 100 no 499 ./ @

m 10 to 30 avatars //oT 10 po 30 aBaTtapos
m 30 to 100 avatars //ot 30 go 100 aBaTapos

&S00 Heinie of ior&//500 v GobLue m 100 avatars or more //100 u 6onee

35% bought more than 50 items in total 30% used more than 10 avatars in a month

35% cymmapHo npuobpenu bonee yem 50 npeameTos 30% ncnonb3osanu 6onee 10 aBaTapoB 3a mecAL,

37
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Virtual [tems //BupTyanbHbie npegmeTrbl oo v b sune 202

Resonite users purchased relatively fewer items // Nonbsosatenn Resonite npuo6pent oTHOCUTENLHO MeHbLUE TOBAPOB

Q2-7 How many avatars, outfits, gimmicks, and/or accessories have you purchased so far? //Ckonbko aBatapos
HapAaoB, NPUCNocobaeHnit U/UnK akceccyapos Bbl y3Ke npuobpenmn?

By platform and region //Mo nnatpopme v pernoHy

v'40.9%

cluster (n=66)

:— \/19.0'%)
Resonite (n=74) O% PANT) 12.2% 6.8%

v/36.8%
VRChat (n=736) - 18.3% 39.0% 20.2% 14.3% 2.3%
Europe // 3—01» /¥ (n=59) : | 22.0% 15.3% 6.8%
North America //4t77 * ) /3 L
31.4% 16.3% 3.5%

(n=86)

Japan// B# (n=723)

0% 25% 50% 75% 100%
I haven't purchased //A He NoKynan 10items or less //10 U meHee m 10 to 49 items //oT 10 ao 49
L e 1
| m50to100items//0T 50 Ao 100 m 100 to 499 items //0T 100 go 499 m 500 items or more /500 u 6onee |

- 38



Play Frequency and Virtual Items Economy in Metaverse

Social VR Lifestyle Survey 2025

YacTtoTa nocelweHua u BUpTya/ibHble npeamerTbl

Q2-7 How many avatars, outfits, gimmicks, and/or accessories have you purchased so far? //ckonbko asatapos,

HapsA0B, NpucnocobieHnii n/Mnum akceccyapoB Bbl yiKe npuobpenn?

Almost every day(n:438)
MoyTtwm exeaHeBHO

Two or three times aweek
2 unu 3 pasa B Hegeno (N=236)

Onceaweek . _
Pa3 B Hegeno (n=102)

2 or 3 times a month

2 unu 3 pasa B mecal, (n=88)

- N 36.0%

By play frequency //Mo yactoTe noceleHus N'umber of items increases with
higher play frequency // Konuuyectso

NPeaMeToB CTaHOBUTLCA Bonblue, C YBeNeUeHWEM NPOBEAEHHOMO BpeMeHU

#KoaddpuumeHT Koppenauum r=0.29
(Weak correlation //cna6an koppensuns) /43,29
37.2% 22.4%

20.3%
\ 27.4%
17.6% 8.8%
\ \1 4.8‘;0\

34.1% 9.1% 5.7%

Less than once a month (n=37)
MeHee pasa B mecAL, i

0%
| haven't purchased // Al He nokynan

m 50 to 100 items //oT 50 go 100

. | '\ \\10.8%] 27

54% 2.7%

25% 50% 75% 100%
10 items or less // 10 u mexee m 10to 49 items //oT 10 no 49
m 100 to 499 items //ot 100 go 499 m 500 items or more //500 n bonee
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Playtime and Virtual Items Ecgggpgﬁfﬂaﬂgggse
Bpema urpbl U BUpPTYaNbHble NpeaMeTbl

Q2-7 How many avatars, outfits, gimmicks, and/or accessories have you purchased so far? //Ckonbko asatapos,
HapAZ4oB, NpUcnocobneHunit /Unm akceccyapos Bbl y:Ke npuobpenn?

Number of items increased with

By total playtime //No nposeaénHomy Bpemenn

Ionger playtime //Konuuectso npeameTos
#KoadduumneHT koppenaumm r=0.38

CTaHOBMUTLCA GO.HI:IJJE,C yBennyeHmnem ﬂpOBEAéHHOFO BpeEMEHW

(Weak correlation //cna6as xopperauna /54 4%

More than 10,000 hours

Bonee 10,000 yacos (n=79)

44.2%
More than 1,000 hours to less than 10,000 hours

Bonee 1,000 yacos, Ho meHee 10,000 yacos (n=524)

More than 100 hours - less than 1000 hours e
Bonee 100 yacoe, Ho meHee 1,000 yacos (n=240) 2.7 12.9% 3.3%

More than 10 hours - less than 100 hours

Bonee 10 yacos, HoO meHee 100 yacos (n=46)

0% 25% 50% 75% 100%
| haven't purchased // A He nokynan 10 items or less //10 u mexee m 10 to 49 items //oT 10 po 49
m 50 to 100 items //oT 50 go 100 m 100 to 499 items //oT 100 po 499 m 500 items or more //500 n 6onee
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Avata IS / /ABaTa Obl Social VR Lifestyle Survey 2025

Resonite users use fewer avatars //Nonssosarenn Resonite MCMOJIb3YOT MEHbLLIE aBaTapoB

Q2-8 How many avatars have you actually used in the past month? (Please count different outfits as separate avatars. If a single
avatar includes multiple outfits as built-in features or gimmicks, count each outfit separately) //Ckonbko aBaTapos Bbl MCNO/b30BaNM

3a nocneaHuni mecay? (MoXKanyncra, yanuTbiBaWTe pasHblie HapAAbl KaK OTAe/bHble aBaTapbl. ECivM ogMH aBaTap BKAKOYAET HECKO/IBKO
HapPAAOB B Ka4eCTBe BCTPOEHHbIX QYHKLUUI UK PULLIEK, YUUTbIBANTE KaXKAblA HapAL, OTAENbHO.)

By platform and region //Mo nnatpopme u pernony

v 45.5%

cluster (n=66)
Resonite (n=74)
VRChat (n=736)

Europe // 3—0Ow/\ (n=59) 10.2%  3.4%

North America //3t77 X ) A ‘ 16.3%
(n=86) : -

Japan// BZs (n=723)

0% 25% 50% 75% 100%
m Only 1 avatar //Tonbko 1 aBaTtap m 2 to 3 avatars //2-3 aBaTapa m 4 to 9 avatars //4-9 aBaTapos

r-----------------------------------------------------------------------------------‘
: m 10 to 30 avatars //10-30 aBaTapos m 30 to 100 avatars //30-100 aBaTapoB m 100 avatars or more //100 asatapos 1 6onee :



Play Frequency and Avatars By e
YacToTa nocewieHua n AsaTtapbil

Q2-8 How many avatars have you actually used in the past month? (Please count different outfits as separate avatars. If a single
avatar includes multiple outfits as built-in features or gimmicks, count each outfit separately) //Ckonbko asatapos Bbl ucnonbsosanu 3a

nocnegHuit mecau? (Moanyiicra, yunTsiaiiTe pasHble Hapaabl Kak OTAeNkLHLIe asaTapsl. ECM 0AMH aBaTap BKNIOYAET HECKOMLKO HAPA/OB B KAUecTae BCTPORHHLIX GYHKUMIA UK GUILEK, yuMuTsIBaliTe Kaxaslil HapAA 0TAeNLHO.)

By play frequency /Mo yactote nocewenns [RAGIGIESRIEEN ROl [<s

5KoadduLmeHT koppensumm r=0.28 play frequency //c yuawenvem nocewenms
(Weak correlation //Cnabas koppenauus) MCNOJ/1Ib30BaHWE aBaTapoOB YBE/IMHMBAETCA

v'39.3%

Almost every day(n=438)

Moutn eXXeaHeeHo

0 \
Two or three times a week T 29.6%

2 unu 3 pasa 8 Hegenio (N=236)

3.2%

\ 1.7%

5.9%

Once a week
Pas B Hepento

/ | _— | _ . 19.5%

(n=102) 12.7% 3.9% 2.9%

2 or 3 times a month __ 3-6%
2 (n=88) 10.2%  3.4%
unn 3 pasa B mecay,

\ .. .40/0
Less than once a month (h=37) S

MeHee pasa B mecal, _ 3247 _ 51.4% DIOB%E 5.4%

0% 25% 50% 75% 100%
1 Only 1 avatar //Tonbko 1 aBaTtap m 2 to 3 avatars //2-3 aBaTapa m 4 to 9 avatars //4-9 aaTapos

m 10 to 30 avatars //10-30 aBaTapos m 30 to 100 avatars //30-100 asaTapos m 100 avatars or more //100 asarapos 1 6onee 42
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Playtlme and Avatars EgggggjszSYI;Mgﬁfﬁf'gggse
Bpema urpbl nu Asatapbl

Q2-8 How many avatars have you actually used in the past month? (Please count different outfits as separate avatars. If a single

avatar includes multiple outfits as built-in features or gimmicks, count each outfit separately) //Ckonbko aBatapos Bbl UCN0ONb30BaN 33
nocneaHuia mecau? (Moxanyicra, yuuTbiBainTe pasHble HapAabl KaKk OTAeNbHble aBaTapbl. ECM 0AWH aBaTap BKAOYAET HECKO/IbKO HapA40B B Ka4ecTse BCTPOEHHbIX GYHKUMA MK
bULIeK, yIUTbIBANTE KA bl HapAn, OTAENLHO.)

Avatar use increased with longer playtime up
to1 0,000 hours //c yBenuyeHuem NpoeeagéHHOro BpemeHu

By total playtime //Mo spemeHu urpbl

#KoadpduuneHT koppenauyumr =0.22 MCNONb30BaHWE aBaTapoB CTaHOBUTLCA 6onblwe, BnaoTs Ao 10,000 Yacos
(Weak correlation //Cna6as koppenauus)

0
More than 10,000 hours( _79) — J36.7 Yo
Bonee 10,000 4yacos e ; )

:35.39%

More than 1,000 hours to less than 10,000 hours

Bonee 1,000 yacos, Ho meHee 10,000 yacos (n=524)

More than 100 hours - less than 1000 hours —240
Bonee 100 yacos, HO meHee 1,000 yacos (n=240)

More than 10 hours - less than 100 hours

Bonee 10 yacos, Ho meHee 100 yacos (n=46)

6.5% 2.2%

0% 25% 50% 75% 100%
Only 1 avatar // Tonbko 1 aBatap m 2 to 3 avatars //2-3 aBaTapa m 4 to 9 avatars //4-9 aBaTapos

m 10 to 30 avatars //10-30 asaTapos m 30 to 100 avatars //30-100 aBaTapoB m 100 avatars or more //100 aBatapos 1 6onee 43



Income in Metaverse
Part 4. loxoAbl B Metaverse
Amount and tipe of income, non—monei value and tax




Nem x Mila

Economy in Metaversefﬂ
Social VR Lifestyle Survey 20257 S

4.Income in Metaverse - Summaty.

* Inceme amount: 30% of all users reported
income, and 13% earned more than $700 a year.
This shows an increasing trend compared to past
results, with 5% already making it their primary
source. In'cluster, many had smali-amount
income, reaching 45%.

+ Income type: 3D model creation was the top
source, while in cluster many also earned from VR
events.

- In-platform income2Only in cluster, as many as
20% gained income through in- platform
payment.

. Non-monetary value: 82% overall felt rewarded
in non-monetary ways, reaching 92% in cluster.

« Tax: 43% supported taxation equal to the
physical world, while cluster and North American
users tended to prefer lighter taxation.




Income //oxoAabl

Q3-2 Please give your best estimate on your total
income from social VR-related activities over the past

year // Noxanyiicta, AaliTe oLeHKy Balero obLero goxoaa ot
OT AeATENbHOCTU, CBA3AHHOM C COLMANbHOM BUPTYaNbHOM

peanbHOCTbIO, 33 NOCNeHUI roA.

Al (1500

12.5%

No income //Het goxopnos

$69 or less //6,000P 1 meHbLLe

m $70t0 699 //6,0009 o 60,0009

m $700 to 6,999 //60,000P go 600,000

32.2‘V\o/

+6.2%

m $7,000 to 69,999 //500,0008 a0 6,000,0002

26%, 2023 y
G } m 570,000 or more //6,000,000P n 6onee

30% has income and 13% exceeds $700. Higher compared to the past

results // Y 30% ectb goxoa, a y 13% poxop npesbliwaet 700 gonnapos.
BbllWe NO CPABHEHUIO € NPEeAbIAYLIMMIK PE3YNETaTaMM.

Nem x Mila

Economy in Metaverse
Social VR Lifestyle Survey 2025

Q3-6 Do you want to make your income from social
VR-related activities your primary source of income
in the future? //Xotute nu BbI caenaTh A,0X0A OT COLMANBHOM
VR-aKTMBHOCTU OCHOBHbIM UCTOYHMKOM Aoxoga B byaywem?

All //Bce (n=901)

m It is already my primary source of income
3TO y}Ke MO OCHOBHOW MCTOMHMK 40X000B

m It's not the primary source as of now, but |

would like it to be in the future
3TO He MO OCHOBHOW MCTOYHUK AOX0OA0B,

HO MHe xoTenoch bbl 4TobbI OH cTan B Byayuiem

No //Her

5% says it is already primary. Higher compared to the

/ 5% yTBEp»KAalT YTO 3TO YHE UX OCHOBHOM MCTOYHMK A0XOA0B.
YTto bonblue, No CPaBHEHMUIO C NPeablAYLINMMK PE3YNETaTaMM. 46

past results /



Income Types //Bugbl poxonos

Q3-1 If you are currently earning an income from social VR-related activities, please select "all" that apply // Echu Bbl B HacTosiLee Bpemsa
nosyyaeTe A0XOA, OT AEATENbHOCTU, CBA3AHHOM C COLMANbHOW BUPTYaNbHOW peasbHOCTbIO, BbiIGEpPUTE «BCE» NOAXOAALLUE BAPUAHTDI.

By platform //No nnatdopme
yp bop cluster (n=66)
. . 0.0% m Resonite (n=74)
2D illustrations //2D-unntocTpaumm qug-“%
1.7% m VRChat (n=736)
—_— All //Bce (n=901)
Music (CD, digital sales etc.) //My3bika (CD, undpoBbie npogakn n T. 4.) .‘)-%‘Vg%
1.9%
0.0%
Writing (Book, blog advertising etc.) //HanucaHue (KHuru, pexnama 8 bnorax n T. 4.) .0'0;/"7%
2.2%
1.5%
Video (Editing fees, video advertising etc.) //Buaeo (nnata 3a MOHTa), BUALOPEKNAMA U T'A')HQW?S%
3.3%
3.0%
Fan merchandise and fan community fees // ®anarckan arpubyTika u B3HOCHI B paH-coobLiecTsa 23;7‘.%}0
' 3.8%
: ) o , ' 24.2%
VR events (planning, management and operations, publicity, performance fees, tips etc. Including one-on-one therapy etc.) 6.8%
Meponpuatua VR (nnaHKMpoBaHWe, ynpasneHle W NpoBefeHMe, PEKNamMa, FOHOPaphl 33 BLICTYNAEHMA, YaeBble M T. A., BKAKOYAA MHAWBNAYANBHYIO TEPanu U T. 4.} 5.2%

7.5%
e e
: 3D models (Worlds, avatars etc. Including custom-made) 2126%62% :
: 3D mogenu (Mupbl, aBaTapbl U T.4., B TOM YAC/E Ha 3a+<a3)-.8°/5‘?ﬁ ’l
--------T--T----------§B-I\Ec;£e-n-n-n-p-o-35:laé----------------------- e R

3D modeling is the top //
g P 0.0% 25.0% 50.0% 75.0% 100.0% 47

Camoe pacnpocTpaHéHHoe
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I n co m e / / ono Abl Social VR Lifestyle Survey 2025

Q3-2 Please give your best estimate on your total income from social VR-related activities over the
past year //Nosxanyiicta, AaiiTe OLEHKY Ballero COBOKYMHOrO AOXOAA OT AeATENbHOCTH, CBA3AHHOM C coLManbHoit VR,

3a nocnesHwi rog. Cluster has many low-income
users //Y Cluster mHoro nonb3oBatenei
By platform and region //Mo nnatdopme 1 pervoHy C MasibiM AOXO0M
v 45.4% V' 10.6% 15
cluster (n=66) 54.5% 21.2% i 6
v29.8% v 14.9%

Resonite (n=74) 70.3% | 9.5% 8.1% 6.8%
Vv 30.4% vV 12.5% 1%

VRChat (n=736) 69.6% 92% 73% 4.1%
1.7%

Europe // 3—0v /X (n=59) 71.2% ﬂ 8.5%  5.1% 3.4%
_ 1.2%

North America // 4677 * ') /3 (n=86) 67.4% 3.5% 7.0%  5.8%

Japan// Eia (n=723) |
0% 25% 50% 75% 100%
= No income //be3 goxoaos w $69 or less //6,000P n meHee m $70t0699//6,000P no 60,000P

m $700t0 6,999 //60,0002 ao 600,000P m $7,000t0 69,999 //600,0002 ao 6,000,000P m $70,000 or more //6,000,0002 u 6onee 48



In-platform Income
BHyTpunaatpopmeHHblie AoXoAabl

Q3-4 Please give your best estimate of the total income you ~ *Shown again for comparison //*Moxasaro nostopro, ann cpasHerms

earned "through in-platform payment systems of a social Q3-2 Please give your best estimate on your total income
VR" over the paSt year //I'Iomanyﬁcra, [NaliTe MaKCUMa/IbHO BO3MOXKHYIO OLI@HKY from social VR-related activities over the paSt year
OBLLEro AOXOAA, KOTOPbIY BbI NOAYUMAN CHEPE3 BHYTPUNAITHOPMEHHBIE NAATEXHBIE NosanyiicTa, oLeHUTe Ball 06LLMIA A0X0A OT AeATENLHOCTU, CBA3AHHOM € coumanbHoii VR,

cucTembl coumansHoi VR» 3a nocnegHuia roa,. 33 NOCNEAHUN TOA.

All //Bce (n=901)

0.9%

7.1% %% All/Bee (n=901)

No income // Be3 goxoaos No income //be3 npoxonoB

$69 or less //6,000P 1 meHee 0 $69 or less //6,000P n meHee
| 9.4 /0
= $70t0 699 //6,000P no 60,0009 = $70t0 699 /6,000 no 60,0009
m $700 t0 6,999 //60,000P a0 60030200290/ = $700 to 6,999 /60,0002 ao 600,000P
oka /0

] $7,000 to 69,999 f/GO0,000P 4o 6mnH.P - 57'000 to 69,999 //600,0009 Jils) 6MIH.P

m $70,000 or more //6,000,000P 1 6onee m $70,000 or more //6,000,000P 1 6onee

Only 7.1% earned through in-platform payment //

TonbKko 7,1% 3apaboTaHo Yepes BHYTPMNIATGOPMEHHbIE NAATEXKMU 49




In-platform Income
BHyTpunnatpopmeHHbie AoXoAabl

Q3-4 Please give your best estimate of the total income you earned "through in-platform payment

systems of a social VR" over the past year //Noxanyiicra, aaiite MakcumanbHO BO3MOXHYIO OLEHKY 06Liero 4oxoaa
KOTOPbIVA Bbl MOMY4MAM Yepe3 BHYTPUNAATGOPMEHHbIE NAaTeXHble CUCTEMbI

34.8% of cluster users received income

counanbHoM VR 3a nocneaHunu roa. _ through platform payments //
By platform and reglon //rlo nnaTd)opN\e U PermMoHy 34,8% nonb3sosateneii Cluster, noay4unu goxon
Yepes BHyTpUNAaThOpMEHHbBIE BbINAATLI
v 34.8% 1.5%
cluster (n=66) 12.1%
1.4% 1.4%
Resonite (n=74) -
08% -  0.4%
12% —
VRChat (n=736) a0
1.7%
Europe // 3—0v/\ (n=59)
1.2% ;
North America // 4t 7 % 1 71 1-2% 1.2%
Carn 2|
(n=86)
0.4% - 0.1%
Japan // B (n=723)
0% 25% 50% 75% 100%

No income //Bes goxopnos $69 or less //6,000P 1 meHee m $70to 699 /6,000 no 60,0009

m $700 to 6,999 //60,000P oo 600,000P m 57,000 to 69,999 //600,000P no 6mnH.2  m $70,000 or more //6,000,000P 1 6onee 50



In-platform Income Types
Buabl BHYyTpMNAaTPOpPMEHHbIX A0XO0A0B

Q3-3 If you are currently earning an income "through in-platform payment system of a social VR”, please select “all” that apply //Ecau sbi B
HacToALLee BpeMA NoAyYaeTe A0X0A «4epe3 BHYTPUNNATOOPMEHHYIO NAATEXHYIO cUCTemy coumansHoi VR», BbibepuTe «Bce» Nnogxoaswime BapuaHTbl.

By platform //Mo nnatdpopme

cluster (n=66)
0.0%

Fan merchandise and fan community fees // ®anarckan atprbyTvka 1 B3HOCHI B haH-coobLLecTBa FOEggﬁ m Resonite (n=74)
03% m VRChat (n=736)

All //Bce (n=901)
0.0%

Writing (Book, blog advertising etc.) //HanucaHue (KHurn, peknama 8 6norax u T. a.) g?'z;n
« 170
0.1%

0.0%

2D illustrations //2D-nnnoctpaumm | o0
0.1%

0.0%

Video (Editing fees, video advertising etc.) //Buaeo (nnaTa 3a MOHTaX, BUAeOpeKNama 1 T.4.) | %03?;%

0.2%

0.0%

Music (CD, digital sales etc.) //My3bika (CD, undpoBblie npogarku U T. 4.) g'_??.ﬁ;

0.2%

0
VR events (planning, management and operations, publicity, performance fees, tips etc. Including one-on-one therapy etc.) 2.7% 21.2%

Meponpuatia VR (naaHKMpoBaHKe, yNpaeneHMe W NPoBedeHHE, PEKNAMa, FOHOPaPEI 33 BEICTYN/IEHHA, Y3eBbIE M T. A., BKAKHAA MHAMBMOYANLHYIO TEPANUI U T. 4.) 2.2%

3.9%

3D models (Worlds, avatars etc. Including custom-made) 41% 19.7%

3D mogenu (Mmupbl, aBaTapbl U T.4., B TOM YUCNEe HA 3aKas) Z-ﬁ%

0.0% 25.0% 50.0% 75.0% 100.0% 31
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VR Income as Primary Source? Economy in Metaverse

Social VR Lifestyle Survey 2025
Joxoabl n3 VR Kak 0CHOBHOM UCTOYHUK A0X0A08B?

Q3-6 Do you want to make your income from social VR-related activities your primary source of

income in the future? // xoture au 8ol caenatb AoxXon OT AeATe/IbHOCTH, CBA3aHHOM ¢ coumanbHor VR, cBOMM OCHOBHbIM

MCTOYHUKOM aoxoAaa B 6 em?
AOXOA U Less European users want to make it

By platform and region //lo nnatdopme 1 pernoHny their primary source //Monb3osaTenu

13 EBponbl, pexke XOTAT AenaTb 3TK AOX0Abl OCHOBHbIMU

cluster (n=66) EELH 40.9%
Resonite (n=74) 6.8% 28.4%

VRChat (n=736) EXLH 34.4%
Europe // 3—0 v /\ (n=59) 6.8% 22.0%

North America /4677 ) # (n=86)
Japan// B& (n=723) EXZH 35.3%

0% 25% 50% 75% 100%

m It is already my primary source of income //3T0 y>Ke MO OCHOBHOM UCTOYHUK AOX0A0B
3TO HE MO OCHOBHOM MCTOYHMK A0X040B, HO MHE

XoTenock bbl cAenatb ero 0OCHOBHbLIM B ByayLuiem
No //HeTt 52

m It's not the primary source as of now, but | would like it to be in the future //



Non-monetary Value //
HepeHeXXHaA UEHHOCTb

Q3-5 Have you ever had an experience in social VR where you were rewarded by value other than

money? //Bbln nn y Bac Koraa-HMbyAab onbIT B cOuManbHoM VR, rae Bac BO3HarpaXkaaiv YeM-To UHbIM,
Kpome aeHer?

All // Bce (n=901)

Yes //Aa
No //Het
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Economy in Metaverse

Non-moneta ry Value //HEAEHQ}KHaﬂ LLeHHOCTb Social VR Lifestyle Survey 2025

Q3-5 Have you ever had an experience in social VR where you were rewarded by value other than
money? // Bbin nn 'y Bac Koraa-HMbyapb onbIT B coumanbHoM VR, rae Bac Bo3Harpa)Kkaaim Yem-To MHbIM, KpOMe AeHer?

Cluster users were rewarded //

MNonb3osatenu Cluster vawe
6b1aKM BO3HArparKAeHbl

By platform and region //MNo nnatdopme u pernoHy
cluster (n=66) 92.4% 7.6

Resonite (n=74) 63.5% 36.5%

<
S
&
E

VRChat (n=736) 82.3% 17.7%
Europe // 3—0w /\ (n=59) 47.5% 52.5%
North America // b7 A ') A
65.1% 34.9%
(n=86)
Japan// B# (n=723) 87.1% 12.9%
0% 25% 50% 75% 100%

m Yes//a m No //Het 54



Tax in Metaverse //Hanorn B Metaverse

Q3-7 How do you think income earned from economic activities in social VR should be taxed by

national governments, compared to similar activities in the physical world? //Kak, no Bawemy mHenuio, goxoapl,
nony4yeHHble OT 3KOHOMMUYECKOU AeATe/IbHOCTH B COLI,MaﬂbHOH BMpTyaﬂbHOH peanbHOCTU, AONHKHbI obnaraTbcAa Hanorom

HaUuMNOHA/IbHbIMUW NPaBUTENbCTBAMKM MO CPaBHEHWUIO C aHaNOrM4HoOM AeATENNTbHOCTbIO B d)MSW-IECKOM MMpE?
All //Bce (n=901)

0.9%

m Heavier taxation than in the physical world //
Bonee BbicoKuKe Hanoru, 4em B ¢H3HH€CHOM Mmupe

The same taxation as in the physical world //
Takoe xe HaﬂOFOOﬁﬂOH{EHMe, Kak 1 B ¢M3W—IECKOM Mupe

m Lighter taxation than in the physical world //
bonee nerkoe HaJ"IOFOOG.’IO?HEHHE, 4yem B ¢H3W—IECKOM Mupe

m No taxation by national government at all //
Hukakoro HanoroobnoxeHuns co CTOPOHBI HAUWMOHANBHOIO NPaBHUTENLCTEA BOO6I.LI,E.

1 8.2% _ | don't know //l He 3Hato

39.5%

55
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Economy in Metaverse
Social VR Lifestyle Survey 2025

Tax in Metaverse //Hanorn 8 Metaverse

Q3-7 How do you think income earned from economic activities in social VR should be taxed by |
national governments, compared to similar activities in the physical world? //«xax, no sawewmy muenuio, aoxoapi,

NnonyvyeHHblE OT 3KOHOMMWYECKOM AEATENbHOCTU B cou,naanoﬁ VR, A0JTHKHbI obnaratbcA Hanorom HaUuWMOHA/IbHbIMWX NPABUTENBCTBAMM MO CPABHEHWIO C

aHaNIOrMYHOW AEeATeNbHOCTbIO B pusndeckom mupe? . .
Cluster and North America users tended to want lighter
By platform and region //HO nnaTd)opme W pernoHy taxation // Monszoeatenm Cluster u CeBepHoil AMEPUKK, KaK NpaBuao,
xotenu bonee nerkoro HanoroobnoKeHua

1.5%

cluster (n=66)

1.4%

Resonite (n=74)
0.7%

VRChat (n=736)

Europe // 3—0Ay /\ (n=59)

I 2.5% —

1.0%

North America // 4677 A 1) /3 (n=86)

Japan // B# (n=723)

0% 25% 50% 75% 100%
m Heavier taxation than in the physical world //Hanorv sbiwe, yem e dpusuueckom mupe. m The same taxation as in the physical world // Takoe se nanoroo6noxenue, kak u & puandeckom mupe.

m Lighter taxation than in the physical world // Hanorv nixe, yem 8 dusnieckom mupe. m No taxation by national government at all // Moo oTeyTcTane Hanoros co cropors!
HaUWMOHaNbHOro NpaBUTENLCTEA.

w Il don'tknow // A He 3HalO 56
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5. Events Using In-platform Payment - Summary Economy in Metayerse

- Pestome

\/» Pros and cons: Opinions were almost evenly
f@ t on whether event revenue sho -
through the in-platform payment
Japanese users were supportive,
North America and Europe were opposing.

 Supportive opinions: Reasons mclilded
sustain the platform” and fto

payment easier.” In:iapan, SO
-wagF—.avoid 1ax flllng ! =

'Opposmg opinions: Reasons included

“payment methods should befree to choose,”

“to avoid platform fees and “payment should
be made.in real money ”In Japan, somealso
sald to avoid fluctuation by exchange rates.”




Events Using In-platform Payment

MeponpuaTtua ucnonb3ylowmue BHYTpUnNAaTGopMeHHblIe NaaTexu

Q4-1 Do you think it's better for social VR event revenue to be paid out "through in-platform payment
system” rather than through other methods? //cuutaete nu 8o, uto BbIrOAHEE BLINAAUMBATL AOXOA OT COUManbHbIx VR
MEepONPUATUI «4epe3 BHYTPMNAATPOPMEHHYIO MAATEKHYIO CUCTEMY», @ HE APYrMMM cnocobamm?

All //Bce (n=901)

m Yes // da
No // Her

59



Events Using In-platform Payment

MeponpuaTtua ucnonb3ylowme BHyTPUNAaTGOPMEHHbIE NNaTeXu

Q4-1 Do you think it's better for social VR event revenue to be paid out "through in-platform payment
system” rather than through other methods? //cuutaete nu 8o, uto BbIrOAHEE BLINAAUMBATL AOXOA OT COUManbHbIx VR
MEepONPUATUI «Yepe3 BHYTPMNNATGOPMEHHYIO MAATEKHYIO CUCTEMY», @ HE APYrMMM cnocobamm?

By platform and region // Japanese users were supportive but North American and European users
Mo nnaTd)opme U PETUOHY were DppOSing //Flnom:rme NnoAb30BaTE/IM NOALEPHANN, HO CEBEPOAMEPHUKAHCKME
M eBPOMNEMUCKME NOMb30BATENM BbICTYMUAN NPOTUB.

cluster (n=66) 59.1%
Resonite (n=74) 27.0%
VRChat (n=736) 54.5%
Europe // 3—Rw/\ (n=59) 23.7%
North America // 467 X ) A \/
20.9%
(n=86) \/
Japan // B& (n=723) 59.1%

0% 25% 50% 75% 100%

m Yes//Oa No //Het 60



In-platform Payment Is Better
BHyTpunaatdopmeHHbIe NAATEXKN Ayylle

Q4-2 Please tell us why //NoanyicTa, CKaxkmMTe Ham novyemy
Major reason //TnaBHaa npuymHa Examples //Npumepbl

1. To sustain the platform // 4ns « Ona noppepxaHua nnatpopmel (To sustain the platform)
noaAep>KaHuaA NAaTPOPMbl (248/472, 236 of * (Since we are renting the platform, we believe that the costs required for
them, almost all from Japan //248/470, 236 13 HuX, its maintenance should be borne by us through a system such as fees.)
MOYTU BCE U3 ANOHUU (MockonbKy Mbl apeHayem nNnathopmy, Mbl CYUTAEM, HYTO PACXoapl,

HeobxoauMble ANna ee 06CNYKNBAHWUA, A0/XKHbI 6bITb NOKPbITbI HAMMU
nocpeacTBOM CUCTEMbI, Hanpumep, c6opos.)

2. To make the payment easier // « Easier for the end user (Mpowe ans koHeuHoro nonv3osatens )
[ns ynpouweHns Bbinnat(111/472) * Mpouye Ana noHnmanms, koraa ato nterpuposanto (It's easier to understand

when it's integrated)

Extrainter_esting reason // O4eHb MHTepecHan npuunHa  « (Some employers have regulations regarding side jobs. If the payment
To avoid tax filing //ans yknorenms ot wanoros system is within the platform, it doesn't count as a side job unless you
(5/472, Only Japan //(5/472, TonbKo ANOHUBbI) cash it out, and | think it won't be caught in an investigation by the tax

office.)(Y HeKoTopbIX paboToaatenen ectb NpaBuNa, Kacatowmecs
noapaboTok. Ecnu nnatekHana cucTema HaxoAMUTCA BHYTPU Nnatdhopmbl,

3TO HE CHHUTaETCA nop,paﬁomoﬁ, NokKa Bbl He obHannuuTe AdeHblIN, U A
AyMalo, YTO 3TO He NonaAeT NoA paccnefoBaHUE HANOTOBOM MHCMEKLMN.)
« (if it's treated as points, it could be used for tax purposes)

(ecnum aTO paccmaTpmuBaETCA Kak bansbl, 3TO MOXKET BbITb MCNONL30BAHO ANA Leneil HanoroobnoxkeHusa)



In-platform Payment Is Worse (1/2)
BHyTpUnAatPpopmeHHbIe NAaTeXu XyKe

Q4-2 Please tell us why //Noskanyiicra, ckaxkute Ham nouemy

1 . Payment methods ShOUId be free to . KaK 1 B peanbHOCTH, Ny4Lle HE OrPAaHNYMBATLCA KAKMM TO KOHKPETHbIM METO40M (Just
choose //Metoabl ana nepesoaa AOMKHbI like in reality, it's best not to be limited to a specific method)

| feel multiple options should be available to pay through, and
be paid by. There shouldn't be a monopoly on how a content
creator is paid, cause that causes a middle-man issue where the
middle-man has sole control over the cut they take for
performing the service. A CYUTaD, YTO OO/KHO BbITb AOCTYNHO
HECKO/IbKO BAPWAHTOB Ol/1aThl. He A0/TKHO ObITb MOHOMO/IMM Ha cNocob
onnatbl CoO3aaTeNnAM KOHTEHTA, MOCKO/IbKY 3TO NPpUBOAUNT K I'IpOﬁfIEME
nocpeaHuKa, KOTOprﬁ MMeEEeT NOJIHbIN KOHTPO/1b Ha4 CBOEN KoMUccuen
3a npegocraB/ieHHUe ycnyr.

6bITb cBOBOAHBIMK ANA Bbi6opa (148/429)

2.To avoid platform fees // Ons * (Commission rate) CTaBka Kommccuu

36eraHNA KOMUCCHIH NNAaThOPMbI * In-platform payment systems create opportunities to create
vendor lock-in and absurd exchange rates that exploit creators

(88/429) (see Roblox's Robux payouts) BHytpunaatdopmeHHble
NNATEXHbIE CUCTEMbI CO34a0T BO3MOXHOCTU ANA CO34aHMA
NPUBA3KM K NOCTABLUMKY M abCypaHbIX 0BMEHHbIX KypCOB,

KOTOpble 3KCNAyaTUpYIOT co3aaTtenen (cm. sbinnatel Robux B Roblox)



In-platform Payment Is Worse (2/2)
BHyTpUnAatPpopmeHHbIe NAaTeXu XyKe

Q4-2 Please tell us why //Nosxkanyiicra, ckaxkute Ham nouemy

3. Payment should be made in real « Some people need a way to pay for their food and groceries. That
cannot be done through in-platform payment systems. Hekotopbim

NIOAAM HYXKeH cnocob onnatel eabl U NPOAYKTOB. 3TO HEBO3MOXKHO
caenaTb Yepes BHYTPMNIaTGOPMEHHbIE NNATEXKHbIE CUCTEMbI.

* (Ifitis not linked to real currency, the economic sphere will not expand
and it will not be an attractive place for creators.) Ecaun oH He 6yaeT
NPWBA3aH K peanbHOM BaNoTe, SKOHOMMUYECKas chepa He byaeT
PaCLIMPATLCA U HE CTAaHET NPUB/IEKATENIbHbIM MECTOM A/19 TBOPLLOB.

* (If profits are to be made commercially, they will need to be converted
into real money, but taxes and regulations may prevent this from being

commercially viable.) Echv npubbinbe nnaHmnpyeTca nonyyatsb B
KOMMEPYECKKMX LLENAX, eée H806X0,£I|VIMO KOHBEPTUPOBATL B ped/ibHblE AEHBIN, HO

Hanorn n perynnpoeaHNe Mmoryt nOMeLwWaTtb 3STOMY CTaTb KOMMEPYECKKU BbITOOHbIM.

money //Mnatexu AONKHbI OCYLLLECTB/IATLCA
Npv NOMOLM HacToAWwmx aeHer (62/429)

Extra interesting reason //O4eHb nHTepecHas npuiuHa  « (The amount may fluctuate due to the impact of the strong or weak yen.)

To avoid fluctuation by exchange Cymma moskeT KonebatbcA 13-3a BAUAHUA CUNBHOM UK cnaboli MeHbl.
rates //MTto6bl nzbexxatb KonebaHuit obmeHHbIx * (Foreign currency rates vary by country, making it difficult to calculate
Kypcos (6/429, TonbKo AnoHus) income and expenditure amounts) Kypcbl MHOCTPaHHbIX BankOT

Pa3nnv4aloTCA B 3aBUCUMMOCTH OT CTPaAHbI, HTO 3aTPYAHAET pacHeT CymMm J0X0400B U pacXogoB
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Economy in Metaverse

6. Future of Metaverse Economy- SUMMAry s e iiesye siney 2025

— :
|
\ \

« Forecast: 85% overall expected expansion of the
metaverse economy. This view was dominant
regardless of platformor region.

+ Feelings to the ecoﬁémy: 80% overall were
positive. Cluster users were particularly positive,
while Resonite were relatively negative.

- Positive opinions: Reasons included “economic
growth is necessary for the metaverse

expansion,” “it increases opportunities to earn
income,” and “being creative and enriching life.”

« Negative opinions: Reasons included “it brings
money-related troubles and disparities,
undermining a free and peaceful metaverse,” —
“Monopolization and commercialization by giant
ca&ta%-@ ild damage the culture of the
metavgrséf and “skeptical of metaverse
economy expansion.”




Expand forecast of Metaverse Economy
MporHo3s pacwupeHna skoHomuku Metaverse

Q5-1 Do you think the economy within the metaverse will expand in the future? //Kak bl gymaete, byaet au
3KOHOMWKA METaBCENEHHOMN paclUMpPATLCA B byayuiem?

All //Bce (n=901)

Yes// ha
No // Het
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Expand forecast of Metaverse Economy Economy in Metaverse

Social VR Lifestyle Survey 2025

MporHo3 pacwupeHna SIKOHOMUKU Metaverse

Q5-1 Do you think the economy within the metaverse will expand in the future? //Kak bl gymaete, byaet au
3KOHOMMWKA METaBCE/IEHHOM paclMpATLCA B byayuiem?

The forecast of expansion was dominant

regardless of platform or region //nporuos wa pacumpenve
By platform and region //[To nnatpopme 1 peruoHy npeo6aaaan, HECMOTPA Ha NNAThOPMY MM PErvOH

cluster (n=66) 86.4% | 13.6%
Resonite (1=74)
VRChat (n=736) 86.1% 13.9%
Europe // 3—0v/\ (n=59) 86.4% | 13.6%
North America // b7 A ) A
90.7% 9.3%
(n=86)
Japan// B# (n=723) 83.5% ‘ 16.5%
0% 25% 50% 75% 100%

m Yes//[a m No //Het 67
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Feeling to Metaverse Economy Economy in Metaverse
OwyuieHne askoHoMUKU Metaverse

Q5-2 Regarding the potential expansion of the metaverse economy, do you feel more positive or
negative about it? //4Yto KacaeTca NoTeHUMaNbHOrO PacliMPEeHNa SKOHOMUKN MeTaBCeEeHHOM, Kak
Bbl K 3STOMY OTHOCUTECb: CKOPee NO3UTUBHO UM HEFAaTUBHO?

All //Bce (n=901)

m Positive //No3sutusHo

m Negative //HeratusHo

68
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Feeling to Metaverse Economy Economy in Metaverse
OwyuieHne askoHoMUKU Metaverse

Q5-2 Regarding the potential expansion of the metaverse economy, do you feel more positive or
negative about it? //4Yto KacaeTca NoTeHUMaNbHOrO PacliMPEeHNa SKOHOMUKN MeTaBCeNEHHOM, Kak

Bbl K 3STOMY OTHOCUTECH: CKOpee NO3UTUBHO UK HeraTMBHO?

Cluster users were particularly positive, while Resonite
users were relatively negative //Nonb3osatenn Cluster 6binm

By platform and region //Mo nna‘rd)opme N PernoHy 66111 0COBEHHO NO3UTUBHBLI, B TO BPEMA Kak nonb3osatenun Resonite
6bl1M OTHOCUTENBHO HEraTUBHbI

cluster (n=66)

v

Resonite (n=74) 63.5% 36.5%

VRChat (n=736) 80.8% 19.2%

Europe // 3—0 /X (n=59) 72.9% 27.1%
North America // 3677 A ') 77 (n=86) 68.6% 31.4%
Japan // BZ (n=723) 81.2% 18.8%

0% 25% 50% 75% 100%

m Positive //[103UTUBHO m Negative //HeratmusHoO 69



Positive for Metaverse Economy (1/2)
[Mlo3uTtnBe no OTHOLLIEHMI-O K SKOHOMUKe Metaverse

1. Economic growth is necessary for
the metaverse expansion //Poct
9KOHOMMWKKU Heobxoamm ANs paclimpeHus
Metaverse. (295/715)

2. It increases opportunities to earn
income //3To yBennumT BO3IMOXKHOCTU

Ana nony4yeHma goxoaos (128,715)

Q5-3 Please tell us why //Nosanyiicra, ckaxkute Ham noyemy

(Ecnu akoHoMMKa MeTaBceneHHOW PacluMpPMTCA, 3TO NPEAOCTaBUT BO/bLUME BO3MOMKHOCTM NHOAAM,
KOTOPbIE 40 CMX NOP He BblIM B LEHTPE BHUMAHWA B PEANEHOM MUPE, MOSTOMY PasyMHO
PacCcMaTpUBaTL SIKOHOMMUYECKYHO IKCMAHCUIO KaK HEYTO MOJIOKMUTENLHOE. ) (|f the Metaverse

economy expands, it will provide great opportunities for people who
have not been in the spotlight in the real world until now, so it is
reasonable to think of economic expansion as a positive thing)

The economic expansion of the metaverse means that more people will
join this world, and many different technologies and products will be
introduced. This is beneficial for both new and veteran players, while also
allowing the operators of the metaverse to generate more revenue.

JKOHOMUYECKOEe pacluMpeHe Metaverse 03Ha4yaeT, YTo K STOMY MUPY NPUCOEAUHMTCA Bonblue
nofei, U NoABUTCA MHOMECTBO HOBbIX TEXHONOTMIA M MPOAYKTOB. 3TO BbIFOAHO KaK HOBbIM, TaK U
OMbITHbIM UrPOKaM, a TaK:Ke NO3BONAET ONepaTopam MeTaBCceNeHHoM Nony4aTb Bonblie f40X04a.

It gives an opportunity for people to make a living off of their work on
their own terms, an opportunity that they may not necessarily have in the
real world. 3o OAeT NIAAM BO3MOXKHOCTb 3apabaTbiBaTb Ha KWU3HE CBOUM TPYA,0M Ha CBOMX
YCNOBWAX, BO3MOMXKHOCTb, KOTOPAA Y HUX MOMET He ObITb B peaNbHOM MUPE.

. [oTomyuto s ,qymalo yTo BonblUe NtoAel CMOTYT NOAYYaTh A0X0A, Yepes (Because | think

couuMancHyto Vi

more peOpIe will be able to earn income through social VR)



Positive for Metaverse Economy (2/2)
[Mlo3uTtnBe no OTHOLLIEHMI-O K SKOHOMUKe Metaverse

Q5-3 Please tell us why //Nosanyiicra, ckaxkute Ham noyemy

3 Being creative and enriching Iife // o (B Mmoém cnydae moé obpasoeaHue M AOMALLHAA 0OCTAHOBKA MELanm MHE HalTU TBOPYECKYHD
BO3MOMXHOCTb TBOPUTH TBOPYECTBO NPU 3TOM paboTy, HO Tenepsb, Korgda cywecTeyet Metaverse, y MeHA ecTb Bbibop: paboTaTb B KOMNAHUK WU

cTaTb GpUNaHCepoOM, U A MOTY B3ATb Ha ceba OTBETCTBEHHOCTL 332 OTBETCTBEHHYIO paboTy TBOpLa,

Aaxe ecnu 310 paboTa Ha HEeNOMHbIMA pabounid AeHb. B AnoHWK, He3asucumo oT Metaverse,

cyuiecTByeT aTmocdepa, YTO NPaBUTENLCTBO NOOLLPAET paboTy Ha HEMNONHLIIA pabounii AeHb, HO A

AYMalo, 4TO N0 KpalHen mepe 04HO XopoLlee CBOMCTBO 3KOHOMWKKM MeTaBceneHHoM 3akn4aeTca

B TOM, 4TO OHA NO3BONAET MHe npoﬁosa‘rb TO, OT 4ero A paHblUe OTKa3biBaaCcaA MMeHHO No 3TOM

npu4mHe.) (In my case, my educational background and home
environment made it difficult for me to get a creative job, but now that
the Metaverse exists, | have the option of working for a company or
becoming a freelancer, and can take on the challenge of taking on
responsible work as a creator, even if it's part-time work. In Japan,
regardless of the Metaverse, there is an atmosphere that the government
is promoting part-time work, but | think that at least one good thing
about the Metaverse economy is that it allows me to try things that | had
previously given up on for this reason.)

- | seethe metaverse as a good addition to my “real” life. So I'm more than
happy that people are willing to put in the hard work of learning to
create assets so | don’t have to. And, I'll gladly reward them by buying it.
Al paccmaTprBald METABCE/IEHHYHO KaK XOpOLLEE A0MO/IHEHUE K MOEN K DEA/TLHONY
XM3HW. Noatomy A 6onee yem pag, YTO NHOLAN FOTOBbI yCEPAHO YYMUTLCA CO343aBaTh
dKTUBbI, 4yT0bbI MHE HE NMPUAWAOCE 3STUM 3aHMMATBLCA. Nac PaA0CTbO BO3HArpamy
MX, KYnue eé.

oboralan Ku3Hb (98/715)



Negative for Metaverse Economy (1/2)
Ckencuc no oTHOLWEeHU K sSKoHoMmUKe Metaverse

Q5-3 Please tell us why //Nosxanyiicra, ckaxkute Ham noyemy

1.1t brings money_re|ated troubles . I'T expTctin;_; t[??lﬁ tostillbe a %riftfer communtit);:tryi:g toéu;r; the pla:ctfocrlrps

) . . . into a place to bilk large amounts of money out of suckers. But | am excited to
and dISparItIES, undermini nga free see platforms have a way for creatives to actually make money in the VR
and peaceful metaverse //3to npuHocut  community. 1 0XmMaalo, YTO COOBLLECTBO MOLIEHHUKOB BCE eLué byaeT
d)”HaHCOB':ﬂe I'IpOﬁ.ﬂ@Mbl 7 HepaBEHCTBO, Gyﬂ,ET NbITaTbCA NPEBPATUTb I'IJ"IEITCI)OprI B MECTO ONA BbITATMBAHWA OITPOMHbIX

ZAeHer u3 npoctakos. Ho A pag, 4To naatGopmbl AAIOT TBOPYECKUM JTHOAAM
BO3MOXHOCTb peasibHO 3apabatbiBaTth B VR-coobuecTse.

(65/186) . (Heobxoamumo ByAeT yunTbiBaTb HEPABEHCTBO, 3aBUCALLER OT pasmepa IKOHOMWYECKOW chepbl. ITO HEPABEHCTBO
BYLeT 0OCHOBaHO Ha SKOHOMMYECKOI MOLLUM M GUHAHCOBLIX pecypcax. Takme BO3MOMKHO HEPABEHCTBO B OnbiTe. Jlloau
He CMOryT Yy4acTBOBaTb B MEPONPUATUAX W3-32 BegHocTu (nonb3oeatenu Android 1 i0S yKe He MOoryT BOWTU B MUPbI
1 nnathopmbl, AOCTYNHbIE TONbKO Ha MK), U NloaW HE CMOrYT NONYYWUTE ONbIT YYACTUA M3-33 HEOBXOAWMOCTH NAATUTD
32 BX0A. MiMeHHO 3T0 W npou3oiaeT. Ecam cTaHeT HeobXxoaumo TpaTUTb HoMbLUMe CyMMbl AeHer, YToBbl pa3eneyben,
TO, KaK W B peasibHOM MUPE, HEPABEHCTBO B OMNbITE M NPUATHLIX BNEYATIEHWAX BOSHUKHET M3-32 HEPABEHCTBA B
Goratcree M BeaHOCTU. B KOHLE KOHLLOB, 3TO CTaHET MUpom, rae ByayT urpatb Boratbie.)

(Disparities will inevitably arise depending on
the size of the economic sphere. These disparities will be based on economic
power and financial resources. Disparities in experience are also possible.
People will be unable to participate in events due to poverty (Android and iOS
users are already unable to enter PC-only worlds and platforms), and people
will be unable to gain the experience of participating due to the need to pay to
enter. This is what will happen. If it becomes necessary to spend a large
amount of money to have fun, then just like in the real world, disparities in
experience and enjoyable experiences will arise due to disparities in wealth
and poverty. In the end, it will become a world for the rich to play.)

noapbiBas ceob6oaHYO U MUpHYO Metaverse



Negative for Metaverse Economy (2/2)
Ckencuc no oTHOLWEeHU K sSKoHoMmUKe Metaverse

Q5-3 Please tell us why //Nosxanyiicra, ckaxkute Ham noyemy

2. Monopolization and « Asit expands, larger corporations will likely get involved and

commercialization by giant capital attempt a monopoly and make it harder for individuals or
smaller groups to earn income. Mo mepe paclwMpeHns pbiHKa

COUId damage the CUIture Of the BepOﬂTHO,gBMELUgPOTCFI bonee KPYMHbIE KOpI'IOpaLFI,)MHBI I'IOI'IbITgl‘OTCFI \/C'Il:')aHOBHTI’:

metaverse //Monononusauma u kommepupanusaums MOHOMO/INIO, YTO 3aTPYAHMUT MOJTyYeHUE A0X0Aa OTAENbHBIMM TULAMM UK

TMraHTCKUM KanuTaNomM MOMET HAaHECTU ylwepb KyabType HeboNbWMUMK rpynnamu.

Metaverse (43/186) ®  Cnpyxo4om pasAnYHbIX KanuTaaoB yCayru PacluMpATCa U CTaHyT Bonee NAaTHbIMM, YTO MOXET NPUBECTM K

nyraroLLLein BOSMOXHOCTU 3HAYUTENBHOTO HECOOTBETCTBMA B OMNbITE. (Wlth the entry of

various capitals, services will expand and become more paid,
which could lead to a frightening possibility of significant
disparities in experience.)

3_ Ske pt|ca| of metaverse economy ®*  (Bo-nepBbix, Y4CNO Nosb3oBaTenein Metaverse noKa He PacTéT, M eCU He OXUAAETCA 3HAYUTENbHOTO

expa nSion // C yBENNYEHMA YMCna ﬂOJ’Ib3OBaTe.ﬂeI:‘I, 3KOHOMMWHYECKOEe pa3BuTHe MaﬂOBepOHTHO.)
Kencuc no OTHOLLEHUIO K
DACLIMPEHMIO SKOHOMMKM Metaverse (In the first place, the number of metaverse users is still not

growing, and unless a significant increase in users is expected,
economic development is unlikely.)

« | want to say positive, but unfortunately my feeling is that VR
won't rea"y take off for a few years fl Xouy CKa3aTb «NONOHKUTUENbHO», HO, K

(32/186)

MHe KaXeTCA, YTO BUPTYa/IbHAA PEa/IbHOCTb HE CTaHET I'IOI'IVﬂﬂpHOl;‘I eLIJ,é HeCKONbKO NeT.



Review Comment UTOI(1/5

This survey report provides a rare and valuable insight into the actual
state of economic activities in the metaverse, based on a large-scale
questionnaire. In particular, it comprehensively examines

microeconomic trends such as users’ spending, income, non-monetary

rewards, and attitudes toward taxation within virtual spaces. Few
comparable resources exist today.

The report confirms that the metaverse economy is on a path of
expansion, as seen from the increase in per-capita transaction
amounts. Although credit cards and online payment systems remain
dominant, the use of in-platform currencies is also growing, forming
what could be described as a “semi-closed economy”—interlinked
with the physical world yet maintaining its own structure.

At the same time, creative activities such as 3D modeling and event
management are spreading, nurturing a “gig-style creator economy”
that does not rely on traditional employment contracts. Furthermore,
nearly 80% of users place high value on non-monetary rewards,
indicating the presence of gift economy-like elements that function
outside monetary exchange. Overall, the metaverse economy is
emerging as a new economic sphere that expands independently
while remaining connected to the real-world economy, fostering
diverse forms of value creation.

Below, | present more detailed considerations for each major topic.

3TOT 0630PHbIN OTYET NPEAOCTABAAET PEAKYHO W LIeHHY MHGOPMALMIO O peasibHOM
COCTOAHUM 3KOHOMUYECKOW AeATeNbHOCTM B METaBCeNeHHOMW, OCHOBaHHYIO Ha
MacwTabHom onpoce. B 4acTHOCTU, OH BCECTOPOHHE MCCAeayeT MUKPO3IKOHOMUYECKUE
TEHAEHLUMM, TAKWME KaK PacXoAbl NoNb30BaTeNen, 40X04bI, HEARHEKHbIe BO3HarpamaeHvn
W OTHOLIEHWE K HanoroobaoXKeHWI0 B BUPTyanbHbIX NpocTpaHcTBax. CeroaHa cyLiecTsyer
Mano CoONOCTaBUMbIX PECypcoB.

OTUYET NOATBEPIKAALT, UTO IKOHOMMKA METAaBCENEHHOW HaX0AUTCA Ha MNYTU pacLMpeHus,
0 YEM CBMAETENLCTBYET POCT KOMUECTBA TPaH3aKLUMIA Ha gywy HaceneHus. XoTsa
KpeaWTHLIE KapTbl U OHAAMH-NNATeXHbIe CUCTeMbI OCTAOTCA AOMUHUPYOLW UMY,
MCNONb30BaHWE BHYTPUNAATGOPMEHHbBIX BAJIFOT TaKKe pacTeT, GOpPMUPYA TO, YTO MOMKHO
Hb110 BBl HAa3BaTb «MO/Y33AKPbLITOM S3KOHOMUKOW» — B3aMMOCBA3aHHOMW C PU3NYECKUM
MUPOM, HO COXPaHAIOLLEN CBOK COBCTBEHHYHD CTPYKTYPY.

B TO e Bpems pacnpoCTPaHAKTCA TaKMe TBOPYECKUE BUAbI AeATeNbHOCTH, Kak
3D-mopenvpoBaHue M OpraHn3auua MepoNpUATUIA, CNOcoOCTBYA pasBUTUIO

«3KOHOMMKM TBOPLIOB B CTUJ/IE TMra», KOTOPasA He ONMPAeTCA Ha TPaAWLMOHHbIe TPYOOBble
Aoroeopel. bonee Toro, nouT 80% nonb3oBaTenei BLICOKO LEHAT HeeHeXHble
BO3HarpaxAeHWA, YTO CBUAELTE/IbCTBYET O HA/IMUYUKM SN1EMEHTOB, NOACOHbBIX SKOHOMMUKE
AaPEHWA, KOTOpble GYHKLUMOHWUPYIOT BHE AEHEXHOro obmeHa. B uenom, sKoHoOMMKa
MeTaBceneHHoM GopMUPYEeTCA Kak HOBaA SKOHOMMKYecKas cdepa, KoTopas pa3BMBaETCA
He3aBMCMMO, OCTABAACk NPKU 3TOM CBA3AHHOW C peasbHOM 3KOHOMUKOM, cnocobeTeyn
pasHoobpasHbiM popmam Co34aHUA LEHHOCTH.

Huske s npeacTaenaio 6onee nogpobHbie cO06parkeHMA NO KaxK40W OCHOBHOMN Teme.
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Review Comment UTOI(2/5

(1) Will the metaverse economy continue to expand?

Globally, the number of metaverse users is increasing, and this
report shows that both spending and income per user are also
growing. It is thus reasonable to conclude that the metaverse
economy is in an expansion phase.

One of the key drivers behind this trend is the network externality
effect—the principle that a service becomes more valuable as more
people use it. For example, a social networking site has little value
with a single user, but as the user base grows, the volume of
content and interactions increases, enhancing overall utility.

Market economies also exhibit network externalities: the more
participants a market has, the greater the chance of finding trading
partners, which in turn increases total transaction volume.
Historically, the development of market economies has always
accompanied such growth in transactions.

Likewise, as the number of participants increases, the total volume
of transactions within the metaverse economy rises
correspondingly. This phenomenon resembles a fast-forwarded
version of the evolution of market economies. Given this
trajectory—and the fact that about 85% of respondents expect
further expansion—this trend will likely continue.

(1) Byaer n1 3SKOHOMMWKA MeTaBCceNeHHOM NPOoACMKATL PAClUUPATLCA?

Bo Bcem mupe Yncno nonb3osaTesield MeTaBCce/IeHHOM PacTeT, M 3TOT OTYET NOKa3biBaeT,
UTO KaK pacxofbl, TaK W LOXOZ, Ha NONb30BaTENA TaKKe pacTyT. TakMm 06pasom, MOXKHO
caenatb 060CHOBAHHbINM BbIBOA, YTO SKOHOMMKA METaBCENEHHOM HaxoauTca B Gase
paclunpeHus.

OAHUM U3 KNKoYeBbIX GaKTOpPOB 3TOM TeHAEHUMM ABNALTCA 3G PEKT CeTeBbIX BHELIHMX
addeKToB — MPUHLMA, COMMACHO KOTOPOMY YCayra CTaHOBUTCA Bonee LeHHOM No mepe
TOro, Kak 6onblue Nloael el Nonb3yTca. Hanpumep, caiT coumManbHOM ceTn umeeT
He6Oo/bLYIO LEeHHOCTb 418 O4HOro NOAbL30BaTeNs, HO MO Mepe POCTa NO/b30BaTeNbCKOW
6a3bl 06beM KOHTEHTa U B3aMMOAEHCTBUM YBETMUMBAETCA, YTO NOBbIWAeT 06LLyio
NONE3HOCTb.

PbIHOYHAA SKOHOMMKA TaK¥Ke AeMOHCTPUPYET ceTeBble BHELHWE 3ddeKTbl: Yem bonblue
Y4YaCTHWKOB Ha pbIHKE, TEM Bbille BEPOATHOCTL HAUTU TOProBbIX NapTHEPOB, YTO, B CBOKD
ouepenb, yBennMuMeaeT obwwmii 06 vem TpaH3aKLMiA. MICTOPUYECKU pa3BUTUE PBIHOYHOMK
9KOHOMMKW BCEraa CONpPOBOMAAN0 TaKOW POCT YUCNA TPAH3AKUMNA.

TouHO TaK e, N0 Mepe yBeNUYeHUA YMCAA YHACTHMKOB, 06LWKid 06Bem TpaH3aKLuii B
3KOHOMMKE MeTaBCe/IeHHOW COOTBETCTBEHHO PACTET. ITO AB/IEHME HAaNOMWHAET
YCKOPEHHYIO BEPCUIO 3BO/IHOLMM PbIHOYHOM 3KOHOMUKK. YUMTbIBAA 3Ty TPAEKTOPUIO U TOT
daKT, uTo 0KONMO 85% PEecnoHO4EHTOB OXMAAT Aa/lbHENLEro pocTa, 3Ta TeHAEHLMA,
BEPOATHO, COXPaHUTCA.



Review Comment

(2) Will the metaverse economy become an independent
sphere from the physical world?

While the use of credit cards and online payment services such
as PayPal is still prevalent, the growing adoption of in-platform
currencies—for example, by 41% of cluster users—suggests a
gradual movement toward internalized exchange systems.
Although discussions in earlier years often linked the
metaverse to cryptocurrencies, in practice their use remains
minimal.

Regarding taxation, 43% of respondents agreed that “taxation
equivalent to the physical world” is appropriate. Although the
metaverse is sometimes associated with anarchic hacker
culture, nearly half of users do not reject the idea of extending
government tax authority into virtual economies. Interestingly,
this figure is lower in North America, where the influence of
hacker culture remains stronger.

Thus, the metaverse economy can be seen as forming a semi-
closed economic system—one that maintains connections to
the physical world while developing its own distinct
characteristics.

TOr(3/5)

(2) CtaHeT 1M 3KOHOMMKA METaBCeeHHON He3aBUCUMOW OT GPU3UUYECKOro Mupa?

XoTA UCNO/Ib30BaHME KPEAUTHbIX KapT WU OHMAUH-NIAaTEXKEN, TaKUX KaK PayPal,
Nno-rnpexHemMy pacnpocTpaHeHo, pacTyllee BHeAPEHWEe BHYTPUNIATGOPMEHHbIX
Ba/oT, Hanpumep, 41% nonb3oBaTenen Knacrepa, NpeAnonaraer nocTeneHHoe
OBVXEHWE K MHTEPHANN30BaHHbIM cuctemam obmeHa. XoTa AUCKYCCUMM B
npeablayLpne roabl YacTo CBA3bIBA/IM METABCENEHHYIO C KPUMTOBANKOTaMU, HA
NPaKTUKE MX MCNONb30BAHWE OCTAETCA MUHUMA/IbHbBIM.

Y10 Kacaetca HanoroobnoxkeHus, 43% pecnoHAEeHTOB COrNACUINCH C
LenecoobpasHOCTbIO «HANOrOOBN0MKEHUA, IKBUBANIEHTHOTO GU3MHECKOMY MUPY».
XoTA MeTaBCeNneHHas MHOrAa acCOLMMPYETCA C aHAPXMYECKOM XaKepCKOM Ky/IbTypoid,
NoYTWM NONOBMHA NONb30BaTENe He OTBEpraeT UAEK PacnpoCTpaHeHun
rocyAapCcTBEHHbIX HA/I0TOBbIX MOJIHOMOYUIA Ha BUPTYaNlbHYIO 3KOHOMUKY. MHTEpecHo
YTO 3TOT NOKa3aTenb HMKe B CeBepHoON AMEpPUKe, rae BAUAHME XaKepCKon

KYNbTypbl OCTAeTCA CU/IbHEE.

Taknm 06pa30M, 9KOHOMMRY METaBCEeNeHHOMW MOXHO pPaccmaTpumBaTb KaK
NoAY3aKpPbITYO 3KOHOMUYECKYIO CUCTEMY, KOTOPAaA NogaepXnBaeT CBA3U C
¢M3M'—|ECKHM MUWUPOM, pa3BrBan NMNpn asTom CBOU COBCTBEHHbIE OTAUYUTENbHBIE
XapPaKTeEPUCTUKN.

76



Review Comment UTOT (4/5)

(3) Does the spread of the metaverse promote the creator
economy?

According to the survey, the most common source of income is
3D model creation (about 19%), followed by event production
or performance (about 8%). Approximately 34% of
respondents stated that they wish to make such activities their
primary source of livelihood in the future.

These activities are voluntary and creative endeavors not
based on formal employment contracts, embodying the rise of
a gig-style creator economy within the metaverse. This stands
in contrast to the wage-labor-based economy of the physical
world.

Therefore, it can be concluded that the spread of the
metaverse indeed promotes the expansion of the creator
economy.

(3) CnocobcTBYET 1M pacnpocTpaHeHUe MeTaBCeNeHHOM Pa3BUTHIO SKOHOMMUKH
cospareneun?

CornacHo onpocy, Hanbonee pacnNpPOCTPAHEHHbIM MCTOYHMKOM 4,0X043 ABAAETCA
co3sgaHme 3D-mopenein (okono 19%), 3a KOTOpbIM CAeAyeT OpraHn3aums
MEPONPUATUI AN BbicTynAeHue (oKono 8%). MpumepHo 34% pecnoHAEHTOB
3aABWAM, YTO XOTENM Dbl CAENATL TaKYIO AEATENBHOCTb OCHOBHBIM NCTOYHUKOM
CpeacTs K CyLLeCTBOBaHMIO B bygyLiem.

JTa AeATeNbHOCTb ABAAETCA A0OPOBOIbHOM M TBOPYECKOWN, HE OCHOBAHHOM Ha
$dopManbHbIX TPYAOBLIX AOTOBOPaAX, YTO ONMLETBOPAET cCOHOM pa3BUTUE IKOHOMUKHU
TBOPL,OB B CTUAE «TUr-3apaboTKka» B MeTAaBCE/IEHHOMN. 3TO KOHTPACTUPYET C
3KOHOMWKOW, OCHOBAHHOM HA HAEMHOM TpyAe, B PU3MYECKOM MUPE.

CnepoBaTenbHO, MOXKHO coenatb BblBOA, YTO pacnpoCTpaHeHue
MeTaBCeNeHHOM AEFICTBVITEJ'IbHD CI'IOC06CTBVET pPaclWMPEHNIO SIKOHOMWUKN TBOPUOB.
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Review Comment VITOT (5/5)

(4) What role do non-monetary rewards play within the (4) Kakyio ponb UrpaloT HeieHeXXHbIe BO3HArpaXKAeHUA B MeTaBCeNIeHHOMN?
metaverse?

About 82% of respondents reported having experienced OKon10 82% pecnoHAEeHTOB COOBWMUAM, YTO NONYHYANMN UHbIE BO3HATPaXKAEHMUA,
rewards other than money’ SUCh as Social recognition' NOMUMO OeHErl, TakUe Kak CoOUuMnanbHOE NPpU3HaHWe, OTHOWEHWA NN TBOPYECKOE
relationships, or creative self-expression. This indicates that CaMOoBbIpaXKeHKe, 3TO yKa3biBaeT Ha TO, YTO METaBCe/IEHHAA COAEPIKUT 3NEMEHTbI
the metaverse hosts elements of a gift economy, where 3KOHOMMKM JapeHus, rae 06MeHbl NPOUCXOAAT BHE €HEXHbIX TPaH3aKLMI —

exchanges occur outside monetary transactionS—Sim”artO dHaNOMM4YHO TE, YTO Habn H43ANMUCh B A04EHEXKHbIX HeN0BEYECKUX COOGLLI,ECTBEX.

those observed in pre-monetary human communities.
KpUTWUKK MHOTAa yTBEPKAANM, YTO [/YBOKOE NOrpyKEHME B METABCENEHHYHD MOXKET

Critics have sometimes argued that deep immersion in the NPUBECTU K NMOTEPE YENOBEYHOCTU MU COLUMaAnbHbIX cBA3en. OaHaKo 3Tu
metaverse might lead to a loss of humanity or social pe3ynbTaThl roBopAT 06 ob6paTHOM: MeTaBCeNeHHaA MOMKET yCUInBaTb
connection. However, these results suggest quite the opposite: ~ 4&/10BEYECKOE 1 COuMAnbHOE BOraTCTBO, a HE yMEeHbIATh Ero.
the metaverse may enhance human and social richness, not
diminish it.
Official adviser: OdurumranbHbI KOHCYNbTAHT:
Dr. Tomohiro Inoue Dr. Tomohiro Inoue
Economist. Associate Professor at the Faculty of Economics, Komazawa University. SKoHOMMKCT. [loueHT 3KoHOMKMYecKoro dakynbTeTa YHuBepcuTeTa Komaasasa.
Researcher at Keio University SFC Research Institute. HayuHblit coTpyaHuk Hay4Ho-uccnenoBaTensckoro MHeTuTyTa SFC YHuBepcuteTa Kaido.

78



Nel M_i'la'j:-
‘Economy VMetaverse

Social VR Lifeéﬁyle urvey 2025

».

Nem x Mila



Mila
1 Metaverse
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Identity in Metaverse (2024) Harassment in Metaverse (2022) Social VR Lifestyle Survey 2021
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How did COVID19 accelerate virtual communication?
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Nem x Mila Recent Activities (1/2)
HepasHue aencrsua Nem x Mila

Paper publication with Japan Primatological Academic Book “VTuber Studies” // NHK “Deepest Japan Studies” //
Society // My6avKauua cratbit B ANOHCKOM (2025) Akagemuueckas kiura «VTuber Studiesy (2024) NHK "lny6ouaiwwve AnoHckme nccnegosanua” (2024)

Mila's documentary proqram is broadcast
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International Conference ICRES 2024 // The United Nations IGF 2023 (Kyoto)
MexayHapoaHaa KoHbepeHuma ICRES 2024 Popym OOH no ynpasneHuo MHTepHeTom 2023 (Knoto)

Presented “Living with Avatars: A New Era for Humanity” Presented “Talk with Metaverse residents”

Appeared on European international

broadcast // BuictynneHue Ha eBponeiickom
mexayHapoaHom selaHum (2025)
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ICRES 2024 |

International Conference on Robot Ethics and Standards l
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Nem x Mila

Living with A New Era for
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Nem x Mila Recent Activities (2/2)
HepaBHue pencrana Nem x Mila

NHK ”Ohayo Nippon” (2023) Ministry of Internal Affairs a!nd Communications TBWA Worldwide ”VTU BERSH (2022)

l\hﬂetaverse Research Committee (2022) y : i ;
N H K « Oxa no H UMMOH» (2023) MHUCTEPCTBO BHYTPEHHUX A/ M KOMMYHUKAUWK International documentary // TBWA Worldwide "VTUBERS" (2022)

KommuTeT no uccnegoBaHuo mertaeceneHHomn (2022) MeaAyHapoAHbI AOKYMEHTaNbHbIA HrNbM

HEARSLUENICESTSRBNZIMOER

lHarassment in Metaverse - X5 ){—
RICBIFBINGZAA> H(Nem x Mila)]
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Kyoto University ELP Lecture (2023) ABEMA prime (2022) VRDays Europe 2022 (Rotterdam)

JleKLUMA No aHruicKkomy Asbiky 8 KWoTckom yHUBepcuTeTe (2023) Presented “Reality in Metaverse Harassment"VRDays Europe 2022 (Pottepaam)
MpeseHTauma «PeansHOCTL B METaBCE/IeHHON: ﬂ.omoraTenb::TBa»
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