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User experience (UX) in metaverse: realities and challenges
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ABSTRACT

User experience (UX) design is an interdisciplinary field that combines elements of psychology, computer 
science, and design. It is concerned with how a product or service is perceived by its users and how it meets 
their needs. UX designers work to ensure that a product or service is easy to use, efficient, and satisfying for 
the person using it. The purpose of this article is to describe some implications of User Experience (UX) in 
the metaverse. UX is relevant in the metaverse because it determines how people interact with and perceive 
virtual environments. This will involve working with a variety of stakeholders, including developers, designers, 
and users, to understand the goals and needs of the virtual environment and to create user experiences that 
are intuitive, engaging, and satisfying. The role of the UX professional in the metaverse will involve applying 
traditional UX design principles and techniques to the unique challenges and opportunities presented by 
virtual environments. There are several ways in which UX professionals can insert themselves into working in 
the metaverse. First of all, work with virtual reality (VR) and augmented reality (AR) companies, VR and AR 
companies are at the forefront of developing metaverse technologies, and they often hire UX professionals 
to help design and improve their products. UX professionals in the metaverse must be able to design for 
immersive and interactive environments that can be difficult to predict and control.
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RESUMEN

El diseño de la experiencia del usuario (UX) es un campo interdisciplinar que combina elementos de 
psicología, informática y diseño. Se ocupa de cómo perciben los usuarios un producto o servicio y de cómo 
satisface sus necesidades. Los diseñadores de UX trabajan para garantizar que un producto o servicio 
sea fácil de usar, eficiente y satisfactorio para la persona que lo utiliza. El propósito de este artículo es 
describir algunas implicaciones de la Experiencia de Usuario (UX) en el metaverso. La UX es relevante 
en el metaverso porque determina el modo en que las personas interactúan con los entornos virtuales y 
los perciben. Esto implicará trabajar con diversas partes interesadas, como desarrolladores, diseñadores 
y usuarios, para comprender los objetivos y necesidades del entorno virtual y crear experiencias de 
usuario intuitivas, atractivas y satisfactorias. El papel del profesional de la experiencia de usuario en 
el metaverso consistirá en aplicar los principios y técnicas tradicionales de diseño de la experiencia de 
usuario a los retos y oportunidades únicos que presentan los entornos virtuales. Hay varias formas en las 
que los profesionales de la UX pueden insertarse en el trabajo en el metaverso. En primer lugar, trabajar 
con empresas de realidad virtual (RV) y realidad aumentada (RA). Las empresas de RV y RA están a la 
vanguardia del desarrollo de tecnologías metaversales, y a menudo contratan a profesionales de UX para 
que les ayuden a diseñar y mejorar sus productos. Los profesionales de la UX en el metaverso deben ser 
capaces de diseñar entornos inmersivos e interactivos que pueden ser difíciles de predecir y controlar.
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INTRODUCTION
User experience (UX) is the overall experience of a person using a product or service, particularly in terms of 

how easy or pleasing it is to use. UX design is the process of designing products or services to create a positive 
user experience. It involves considering factors such as usability, accessibility, and emotional impact in order 
to create products or services that are easy and enjoyable to use.(1)

UX design is an interdisciplinary field that combines elements of psychology, computer science, and design. It 
is concerned with how a product or service is perceived by its users and how it meets their needs. UX designers 
work to ensure that a product or service is easy to use, efficient, and satisfying for the person using it.(2)

Good UX design can improve customer satisfaction and loyalty, increase sales and conversions, and reduce 
the need for customer support. It is important in a wide range of industries, including technology, e-commerce, 
and healthcare.(3)

UX professionals will need to stay up-to-date on the latest technologies and trends in the metaverse, as well 
as understand the unique challenges and considerations that come with designing for virtual environments.

The purpose of this article is to describe some implications of User Experience (UX) in the metaverse.

DEVELOPMENT
User experience (UX) is relevant in the metaverse because it determines how people interact with and 

perceive virtual environments. A good user experience can make a virtual world feel immersive and engaging, 
while a poor user experience can make it feel confusing or frustrating to use.(4)

In the metaverse, people are likely to spend a significant amount of time in virtual spaces, and their overall 
enjoyment of these spaces will depend on the quality of the UX.(5,6) This is true whether they are using the 
metaverse for entertainment, socializing, or working.(7)

Good UX design in the metaverse involves considering factors such as navigation, usability, and accessibility. 
It also involves creating a sense of presence and immersion through the use of compelling visuals, sound, 
and other sensory elements. By considering the needs and preferences of users, designers can create virtual 
experiences that are engaging and satisfying.(4,8)

In the metaverse, the role of the UX professional will be to design and improve the user experience in virtual 
environments. This will involve working with a variety of stakeholders, including developers, designers, and 
users, to understand the goals and needs of the virtual environment and to create user experiences that are 
intuitive, engaging, and satisfying.

Some specific tasks that UX professionals may be responsible for in the metaverse include:(9,10,11,12,13)

1. Conducting user research to understand the needs, preferences, and behaviors of people using the 
virtual environment.

2. Developing wireframes, prototypes, and other design artifacts to communicate design ideas and gather 
feedback.

3. Collaborating with developers to implement and iterate on design solutions.
4. Evaluating and testing the user experience to identify areas for improvement.
5. Creating design guidelines and standards to ensure a consistent and cohesive user experience across 

the virtual environment.
The role of the UX professional in the metaverse will involve applying traditional UX design principles and 

techniques to the unique challenges and opportunities presented by virtual environments.
There are several ways in which UX professionals can insert themselves into working in the metaverse. 

First of all, work with virtual reality (VR) and augmented reality (AR) companies, VR and AR companies are at 
the forefront of developing metaverse technologies, and they often hire UX professionals to help design and 
improve their products.(14)

Another element, also relevant, is the fact that work with companies that are building virtual worlds: Many 
companies are building virtual worlds or environments for a variety of purposes, including entertainment, 
education, and training. UX professionals can work with these companies to design and improve the user 
experience in these virtual spaces.(15)

Work with companies that are integrating the metaverse into their existing products or services: As the 
metaverse becomes more prevalent, more companies will be looking to integrate it into their existing products 
and services. UX professionals can help these companies design user experiences that are seamless and intuitive.
(15)

Finally, it could be an opportunity to start their own businesses. UX professionals with expertise in the 
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metaverse can start their own businesses and offer their services to companies looking to build or improve their 
virtual environments.(16)

CHALLENGES AND FINAL REMARKS
The job of a UX professional in the metaverse can be complex and challenging, as it involves designing and 

optimizing the user experience. It is important must take into account a wide range of factors that can impact 
the user experience, including the physical and virtual environment, the user's goals and motivations, and the 
hardware and software being used.

One of the main challenges that UX professionals in the metaverse face is the need to design for a new and 
rapidly evolving medium. The metaverse is still in its early stages of development, and there are many unknowns 
and uncertainties about how it will evolve and what users will expect from it. As a result, UX professionals in 
the metaverse must be prepared to adapt and innovate as new technologies and user needs emerge.

Another challenge is the need to design for a wide range of devices and platforms. The metaverse is likely 
to be accessed through a variety of devices, including VR headsets, AR glasses, and smartphones, each of which 
has its own unique capabilities and limitations. UX professionals in the metaverse must be able to design for 
these different platforms and ensure that the user experience is consistent and seamless across all of them.

Finally, UX professionals in the metaverse must be able to design for immersive and interactive environments 
that can be difficult to predict and control. In the metaverse, users will be able to move freely and interact 
with the environment in ways that are not possible in the physical world. This can make it challenging for UX 
professionals to design experiences that are both engaging and intuitive for users.
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