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Abstract 

 

Generation Z, born amidst the digital revolution, navigates a media landscape vastly different from previous generations. 

Their unique habits, characterized by mobile-first content, community-driven engagement, and a preference for short-

form, interactive experiences, present both challenges and opportunities for emerging technologies like the Metaverse 

and Virtual Reality (VR). This research embarks on an exploratory journey, delving into the nexus between Gen Z's 

media consumption patterns and their potential adoption of these immersive realities. 

Through a mixed-methods approach, the research will analyze how Gen Z's digital media preferences, ranging from 

short-form video platforms to online communities, influence their perception and potential engagement with the 

Metaverse and VR. In-depth interviews and focus groups will uncover their desired features and functionalities within 

these virtual environments, ensuring alignment with their existing media consumption habits. Additionally, content 

analysis of online forums and social media discussions will provide valuable insights into their concerns and expectations 

surrounding these new frontiers. 

 

By understanding the interplay between Gen Z's media consumption and their potential engagement with the Metaverse 

and VR, this research aims to achieve several key objectives. Firstly, it seeks to identify the potential influence of their 

media habits on their willingness to adopt these technologies. Secondly, it aims to explore their desired functionalities 

and the types of content they envision within these virtual spaces. Furthermore, the research strives to investigate the role 

of online communities and influencers in shaping their attitudes and decisions regarding the Metaverse and VR. Finally, 

it seeks to address the potential risks and ethical considerations associated with Gen Z's participation in these immersive 

realities, aiming to pave the way for a more inclusive and responsible digital future. 

The findings of this research will contribute valuable insights to various stakeholders. Businesses and developers can 

leverage this knowledge to design engaging and immersive Metaverse and VR experiences that resonate with Gen Z's 

unique preferences and expectations. Additionally, policymakers and educators can gain valuable insights to address 

potential risks and ensure responsible development and access to these evolving technologies for future generations.

http://www.ijsrem.com/
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NEED OF THE STUDY 

 

Unlocking Potential: Gen Z represents a massive, influential demographic with immense purchasing power. 

Understanding their media habits is crucial to tap into this potential and shape engaging experiences within the Metaverse 

and VR. 

 

Shifting Landscape: Traditional marketing approaches struggle to resonate with Gen Z due to their unique media 

consumption patterns. This study aims to bridge the gap by identifying effective strategies tailored to their preferences. 

 

Evolving Technologies: The Metaverse and VR are rapidly developing, requiring a deeper understanding of user 

preferences. This study will inform the creation of immersive experiences catering to Gen Z's specific needs and desires. 

 

Community & Identity: Gen Z prioritizes community and shared experiences, which the Metaverse and VR can 

potentially offer. This study will explore how these technologies can foster meaningful connections and build virtual 

identities aligned with Gen Z values. 

 

Ethical Considerations: As immersive technologies like VR gain traction, ethical concerns regarding data privacy, 

inclusivity, and potential addiction arise. This study emphasizes the importance of responsible development and ethical 

considerations for Gen Z's engagement. 

 

Future-Proofing Strategies: By understanding Gen Z's evolving media habits and their relationship with emerging 

technologies, businesses and creators can stay ahead of the curve and develop strategies that resonate with future 

generations.  

   

http://www.ijsrem.com/
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Literature of Review 

 

 

Generation Z, born between the mid-1990s and early 2010s, is the first generation to be truly immersed in the digital 

world. Their unique media consumption habits, shaped by constant technological advancements, are transforming the 

ways they interact with information, entertainment, and each other. This review delves into existing research to 

understand how Gen Z's media preferences are likely to influence their engagement with emerging technologies like the 

Metaverse and Virtual Reality (VR). 

 

Gen Z's Digital Ecosystem: 

 

Studies consistently portray Gen Z as mobile-first consumers, with smartphones acting as the primary gateway to 

information and entertainment (Anderson & Jiang, 2023). They favor short-form content, gravitating towards platforms 

like TikTok and Instagram for bite-sized videos, memes, and live streams (Livingstone & Helsper, 2023). This aligns 

with their fast-paced lifestyle and preference for instant gratification (Smith & Katz, 2023). 

 

Beyond mere content consumption, Gen Z actively cultivates online communities. Platforms like Discord, Reddit, and 

Twitch foster niche interests, shared identities, and unique communication styles (Marchesoni & Mari, 2023). These 

communities provide a sense of belonging and support, shaping their perceptions and preferences (Yim et al., 2023). 

 

Motivations and Preferences: 

 

Gen Z prioritizes authenticity, social justice, and user-generated content over traditional advertising (Barclay & 

Deighton, 2023). They value content that aligns with their personal values, resonates with humor and user-generated 

challenges, and is often recommended by influencers (Cha et al., 2023). This emphasis on authenticity extends to brands, 

demanding transparency and social responsibility in their messaging and practices (Yim & Eom, 2023). 

 

Bridging the Gap with the Metaverse and VR: 

 

Understanding Gen Z's media landscape is crucial for navigating their potential engagement with the Metaverse and VR. 

Their familiarity with immersive content, such as online games and interactive experiences, suggests an openness to 

exploring these emerging realities (Smith & Katz, 2023). Their preference for short-form content and interactive 

experiences could translate into a demand for similar features within the Metaverse and VR (Yim et al., 2023). 

Additionally, the community-driven nature of their media consumption habits suggests the potential for them to actively 

http://www.ijsrem.com/
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build and participate in virtual communities within these new frontiers (Przybylski et al., 2010). 

 

Challenges and Considerations: 

 

Despite the potential for engagement, navigating the Metaverse and VR also presents challenges. Ethical considerations 

regarding data privacy, inclusivity, and potential addiction associated with extensive VR use necessitate careful attention 

from developers and policymakers (Marchesoni & Mari, 2023). Additionally, adapting existing content creation and 

marketing strategies to resonate with Gen Z's preferences within the Metaverse and VR will require creativity and 

innovation (Barclay & Deighton, 2023). 

 

 

Gen Z: Masters of the Short-Form Digital Maze 

 

Studies consistently portray Gen Z as mobile-first content consumers, with smartphones acting as the primary gateway to 

information and entertainment (Anderson & Jiang, 2023). Their preference for bite-sized content aligns with the 

popularity of platforms like TikTok and Instagram, where short-form videos, memes, and live streams reign supreme 

(Livingstone & Helsper, 2023). This aligns with their fast-paced lifestyle and desire for instant gratification (Smith & 

Katz, 2023). However, their digital world extends beyond mere consumption. 

 

 

 

Building Communities in the Digital Age 

 

Beyond content consumption, Gen Z actively cultivates online communities. Platforms like Discord, Reddit, and Twitch 

foster niche interests, shared identities, and unique communication styles (Marchesoni & Mari, 2023). These 

communities provide a sense of belonging and support, shaping their perceptions and preferences (Yim et al., 2023). This 

emphasis on community extends beyond online platforms, with research suggesting a potential desire for building virtual 

communities within the Metaverse and VR (Przybylski et al., 2010). 

 

http://www.ijsrem.com/
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Motivations and Preferences: Authenticity Reigns Supreme 

 

Gen Z prioritizes authenticity, social justice, and user-generated content over traditional advertising (Barclay & 

Deighton, 2023). They value content that aligns with their personal values, resonates with humor and user-generated 

challenges, and is often recommended by influencers (Cha et al., 2023). This emphasis on authenticity extends to brands, 

demanding transparency and social responsibility in their messaging and practices (Yim & Eom, 2023). 

 

 

Bridging the Gap: Gen Z and the Allure of Immersive Experiences 

 

Understanding Gen Z's media landscape is crucial for navigating their potential engagement with the Metaverse and VR. 

Their familiarity with immersive content, such as online games and interactive experiences, suggests an openness to 

exploring these virtual spaces (Smith & Katz, 2023). Their preference for short-form content and interactive experiences 

could translate into a demand for similar features within the Metaverse and VR (Yim et al., 2023). Additionally, the 

community-driven nature of their media consumption habits suggests the potential for them to actively build and 

participate in virtual communities within these new frontiers (Marchesoni & Mari, 2023). 

 

 

 

The Evolving Landscape of Human-Computer Interaction 

 

http://www.ijsrem.com/
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Research on Human-Computer Interaction (HCI) sheds light on how Gen Z interacts with technology (Ozok & James, 

2023). Studies suggest a preference for intuitive interfaces, voice commands, and haptic feedback (a sense of touch) 

within VR experiences (Lee et al., 2023). Additionally, the rise of Augmented Reality (AR), which overlays digital 

information onto the real world, further blurs the lines between physical and virtual spaces (Chen & Zhao, 2023). 

Understanding how Gen Z interacts with these evolving technologies will be crucial for designing immersive experiences 

within the Metaverse and VR. 

 

 

A Look at the Future: Shaping the Metaverse for Gen Z 

 

By understanding Gen Z's unique media ecosystem and their motivations for content consumption, researchers, 

developers, and businesses can unlock the immense potential of the Metaverse and VR. Creating authentic, short-form, 

interactive experiences that cater to their community-driven nature will be key. Additionally, addressing ethical concerns 

and developing accessible interfaces will be crucial for fostering responsible and inclusive development. Bridging the 

gap between Gen Z's digital world 

 

 

A Global Look: Gen Z Media Consumption in the Metaverse and VR 

The rise of the Metaverse and VR presents a fascinating new frontier for media consumption, particularly for Gen Z, the 

generation born between the mid-1990s and early 2010s. However, the global context regarding their engagement with 

these technologies reveals a nuanced picture, shaped by factors like cultural differences, accessibility, and economic 

disparities. 

 

Regional Variations in VR/Metaverse Adoption: 

• Developed Nations: Countries like the United States, South Korea, and Japan lead the way in VR/Metaverse 

adoption, fueled by strong internet infrastructure and tech-savvy populations. Gen Z in these regions is more likely to 

have access to VR headsets and experience platforms like Meta (formerly Facebook) and Decentraland. 

(https://www.bigcommerce.com/blog/consumer-behavior-trends-metaverse/) 

• Developing Nations: Limited access to VR hardware and slower internet speeds create challenges for Gen Z in 

these regions. However, initiatives like Google Cardboard, offering low-cost VR experiences through smartphones, are 

fostering some engagement. (https://vr.google.com/cardboard/) 

 

Cultural Influences on Media Preferences: 

• Individualism vs. Collectivism: Cultures emphasizing individualism, like those in North America, might see 

http://www.ijsrem.com/
https://www.bigcommerce.com/blog/consumer-behavior-trends-metaverse/
https://vr.google.com/cardboard/
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Gen Z gravitate towards personalized experiences within VR/Metaverse. In contrast, collectivistic cultures in Asia might 

favor social interactions and shared experiences within these virtual spaces. (https://www.simplypsychology.org/) 

 

• Gaming vs. Social Interaction: Gen Z's existing media consumption habits vary globally. In regions with a 

strong gaming culture (e.g., South Korea), VR/Metaverse might be primarily used for gaming. In other areas, social 

interaction might be a bigger driver of engagement. 

 

Economic Disparities and Accessibility: 

• The Digital Divide: The cost of VR headsets and reliable internet access creates a "digital divide" that can limit 

Gen Z's access in developing countries. Governments and technology companies need to find ways to bridge this gap to 

ensure equitable participation. 

• Content Localization: Content within VR/Metaverse needs to be localized for different cultures and languages 

to truly resonate with Gen Z audiences globally. This includes developing culturally appropriate narratives, characters, 

and virtual environments. 

 

Emerging Trends with a Global Impact: 

• E-sports and Virtual Competitions: The rise of e-sports presents an exciting opportunity for VR/Metaverse. 

Gen Z across the globe can participate or spectate virtual competitions within these spaces, fostering a sense of global 

community. 

• Educational Opportunities: VR/Metaverse can provide unique educational experiences for Gen Z regardless of 

location. Imagine immersive historical simulations or virtual field trips to broaden their understanding of the world. 

 

http://www.ijsrem.com/
https://www.simplypsychology.org/
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Challenges and Opportunities in a Globalized Virtual Landscape: 

• Cybersecurity and Data Privacy: As VR/Metaverse becomes more global, ensuring robust cybersecurity 

measures and transparent data privacy policies becomes crucial. 

• Promoting Cultural Exchange: These platforms have the potential to foster cross-cultural understanding and 

communication. Facilitating interaction between Gen Z from different backgrounds within VR/Metaverse environments 

can bridge cultural divides. 

  

Impact on Traditional Media: 

The Looming Shift: How Gen Z's Metaverse Habits Could Impact Traditional Media 

The rise of the Metaverse and VR, particularly as it captures the attention of Gen Z, presents a significant challenge and 

potential opportunity for traditional media channels. Understanding how Gen Z's media consumption habits are evolving 

within these immersive environments can shed light on the potential impact on television, print media, and other 

established platforms. 

A Generation Raised on Digital: 

Gen Z is the first generation to grow up entirely within the digital age. They are accustomed to on-demand content, 

interactive experiences, and constant connectivity. Traditional media, often reliant on linear programming and passive 

consumption, might struggle to compete with the immersive and interactive nature of the Metaverse and VR. 

Potential Decline of Traditional Media Consumption: 

• Shifting Attention Spans: Gen Z's engagement with VR/Metaverse, with its focus on bite-sized experiences and 

user-generated content, might lead to shorter attention spans, impacting their patience for traditional media's longer 

formats (e.g., hour-long TV shows). 

• Competition for Leisure Time: The immersive and interactive experiences offered by VR/Metaverse could 

compete for Gen Z's leisure time, potentially leading to a decline in traditional media consumption habits like watching 

television or reading newspapers. 

• Advertising Revenue Decline: As Gen Z spends less time with traditional media, advertising revenue generated 

from these platforms could decline. This could force a significant shift in advertising strategies for brands and businesses. 

Opportunities for Traditional Media to Adapt: 

• Metaverse Integration: Traditional media companies can explore integrating with the Metaverse and VR. This 

could involve creating virtual experiences tied to popular shows, interactive news broadcasts, or even virtual concerts and 

events. 

• Short-Form Content & Social Media Focus: Catering to Gen Z's preference for shorter content, traditional 

media outlets can create engaging snippets or trailers for their content to be shared on social media platforms, potentially 

driving traffic to their main channels. 

http://www.ijsrem.com/
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• Interactive Storytelling: Developing interactive elements within traditional media formats could enhance 

audience engagement. Imagine choose-your-own-adventure style documentaries or interactive news articles that allow 

viewers to explore stories in more depth. 

The Rise of Hybrid Media Consumption: 

The future of media consumption might not be a stark replacement of traditional media by VR/Metaverse, but rather a 

hybrid model. Gen Z might utilize both traditional and new media platforms depending on their needs and preferences. 

• Complementary Experiences: The Metaverse and VR could complement traditional media. Imagine watching a 

historical documentary and then experiencing a VR simulation of the same historical event for a deeper understanding. 

• Social Viewing Experiences: VR/Metaverse could create social viewing experiences for traditional media. 

Imagine watching a live sporting event with friends virtually within a Metaverse environment, creating a sense of 

community even when physically apart. 

The Need for Collaboration and Innovation: 

• Partnerships: Traditional media companies can forge partnerships with VR/Metaverse developers to create 

innovative and engaging content experiences that bridge the gap between the two worlds. 

• Focus on User Experience: Understanding Gen Z's preferences and constantly innovating to create engaging 

and interactive user experiences will be crucial for both traditional and new media platforms to thrive in the future. 

The Future of Storytelling: 

The rise of VR/Metaverse presents a unique opportunity to redefine storytelling. Traditional media companies can 

leverage these technologies to create immersive narratives that transport audiences directly into the story, fostering 

deeper emotional connections. 

 

 

 

http://www.ijsrem.com/
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The Uses and Gratifications (U&G) Theory 

The U&G theory (Blumler & Katz, 1974) posits that audiences actively choose media to fulfill specific needs and 

desires. Applying this framework to Gen Z's VR/Metaverse consumption reveals several potential gratifications they 

might seek: 

• Social Connection and Community: Gen Z, known for their social nature, might utilize VR/Metaverse to 

connect with friends in virtual spaces, fostering a sense of belonging and community (Ferguson, 2017). 

• Social Comparison and Identity Exploration: VR/Metaverse platforms can offer opportunities for self-

expression through avatars and virtual environments, potentially fulfilling needs for social comparison and identity 

exploration (Chen & Morris, 2011). 

• Entertainment and Escapism: The immersive nature of VR/Metaverse can provide an escape from reality and 

offer novel forms of entertainment, aligning with Gen Z's desire for engaging experiences (Przybylski et al., 2010). 

• Information and Learning: VR/Metaverse experiences can offer interactive learning opportunities and access 

to information in engaging formats, potentially fulfilling informational needs (Oliver & Raney, 2010). 

• Status and Control: The ability to customize avatars and virtual spaces within VR/Metaverse can provide a 

sense of control and potentially enhance social status within these virtual communities (Katz et al., 1974). 

Social Cognitive Theory (SCT) 

SCT (Bandura, 1986) emphasizes how individuals learn through observing and imitating others. This theory sheds light 

on how Gen Z's media consumption habits within VR/Metaverse might be influenced by: 

• Observational Learning: Witnessing positive portrayals of VR/Metaverse use by influencers or peers can 

motivate Gen Z to engage with these platforms (Bandura, 1986). 

• Social Expectations: The growing popularity of VR/Metaverse might create social pressure to participate, 

influencing Gen Z's media consumption choices (Bandura, 1977). 

http://www.ijsrem.com/


12 

          International Journal of Scientific Research in Engineering and Management (IJSREM) 

            Volume: 08 Issue: 04 | April - 2024                                SJIF Rating: 8.448                   ISSN: 2582-3930                                                                                                                                               

 

© 2024, IJSREM      | www.ijsrem.com                           DOI: 10.55041/IJSREM32644                                 |        Page 12  

• Self-Efficacy Beliefs: Beliefs about their ability to navigate and interact within VR/Metaverse environments can 

influence Gen Z's willingness to engage (Bandura, 1997). 

Beyond Traditional Frameworks: Considering Flow and User Experience 

While U&G and SCT offer valuable insights, understanding Gen Z's VR/Metaverse consumption necessitates 

considering additional theoretical perspectives: 

• Flow Theory (Csikszentmihalyi, 1990): VR/Metaverse's immersive nature can potentially induce flow states, 

characterized by complete absorption in an activity, which might be particularly appealing to Gen Z seeking engaging 

experiences. 

• User Experience (UX) Design Principles: The design and usability of VR/Metaverse platforms significantly 

impact Gen Z's engagement. Focusing on intuitive interfaces, social interaction features, and user customization options 

can enhance their media consumption experience (Hassenzahl & Tractinsky, 2006). 

A Multifaceted Approach: Integrating Theoretical Frameworks 

A comprehensive understanding of Gen Z's motivations and expectations necessitates integrating these theoretical 

frameworks. For example, U&G can identify the needs Gen Z seeks to fulfill through VR/Metaverse (e.g., social 

connection), while SCT can explain how their social environment and observations of others influence their decision to 

engage. Additionally, flow theory highlights the potential for immersive experiences to foster enjoyment and absorption, 

while UX design principles emphasize the importance of user-friendly interfaces to enhance engagement. 

Empirical Research and Future Directions 

Further research utilizing surveys, interviews, and observation methods can explore how these theories translate into real-

world VR/Metaverse consumption habits among Gen Z. Investigating specific demographics within Gen Z (e.g., gamers 

vs. non-gamers) can reveal potential variations in motivations and expectations. Longitudinal studies tracking media 

consumption patterns over time can offer valuable insights into how VR/Metaverse usage evolves alongside traditional 

media consumption habits. 

Ethical Considerations and the Future of VR/Metaverse 

While these theoretical frameworks provide valuable insights, ethical considerations surrounding VR/Metaverse use 

require careful attention. Issues like data privacy, potential for addiction, and the psychological impact of prolonged 

immersion in virtual environments necessitate further exploration and responsible development practices. 

 

  

  

http://www.ijsrem.com/
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Objective of Research 

 

1. Explore Motivations and Expectations: 

• Utilize communication theories like Uses and Gratifications (U&G) and Social Cognitive Theory (SCT) to 

analyze Gen Z's needs, desires, and social influences driving their engagement with VR/Metaverse media. 

• Investigate the specific gratifications Gen Z seeks to fulfill through VR/Metaverse consumption, such as social 

connection, entertainment, information access, identity exploration, or status within these virtual spaces. 

• Analyze how social expectations and observations of VR/Metaverse use by influencers or peers influence Gen 

Z's media consumption choices and their sense of self-efficacy in navigating these environments. 

2. Examine Engagement Patterns and Preferences: 

• Analyze how Gen Z's media consumption habits within VR/Metaverse differ from traditional media channels 

like television, print, or social media. 

• Investigate the types of content Gen Z prefers within VR/Metaverse (e.g., games, social interaction, educational 

experiences) and the factors influencing these preferences. 

• Explore the role of user experience design principles in fostering engagement and satisfaction with 

VR/Metaverse platforms for Gen Z. 

3. Identify Potential Impacts and Future Trends: 

• Analyze the potential impact of Gen Z's VR/Metaverse media consumption on traditional media formats (e.g., 

decline in viewership, advertising revenue shifts). 

• Investigate the potential of VR/Metaverse for creating opportunities for social connection, learning, and 

immersive storytelling experiences for Gen Z. 

• Explore how Gen Z might navigate a hybrid media landscape, integrating traditional and VR/Metaverse media 

consumption based on their needs and preferences. 

• Identify potential research gaps and future research directions to further understand the evolving media 

consumption patterns of Gen Z and the lasting impact of the Metaverse and VR. 

  

http://www.ijsrem.com/
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Comparative Studies on Metaverse and Virtual Reality 

 

The digital landscape is undergoing a transformative shift with the rise of the Metaverse and Virtual Reality (VR). Both 

technologies hold immense potential to reshape the way we interact with the world, blurring the lines between reality and 

the virtual. However, despite their shared focus on immersive experiences, there exist key distinctions between 

Metaverse and VR. This paper delves into a comparative analysis of these two concepts, exploring their characteristics, 

functionalities, target audiences, potential applications, and future directions. 

 

• Metaverse: Envisioned as a persistent, interconnected network of 3D virtual worlds, the Metaverse offers a 

sense of continuous existence and the ability to seamlessly move between diverse digital spaces. It incorporates elements 

of social interaction, virtual economies, and user-generated content, fostering a sense of presence and community within 

the virtual realm (Murphy, 2022). 

• Virtual Reality: VR primarily focuses on creating immersive experiences through specialized headsets and 

software. Users can interact with virtual environments in a seemingly real way, with head and body movements 

influencing their actions within the virtual space. VR experiences can be standalone or integrated into the broader 

Metaverse framework (Usov et al., 2021). 

 

Key Differentiating Factors: 

1. Accessibility: VR experiences typically require specialized headsets and controllers, creating a barrier to entry 

for some users due to cost and technical knowledge. The Metaverse, on the other hand, can potentially be accessed 

through various devices, including smartphones and personal computers, making it potentially more accessible to a wider 

audience (Chen, 2022). 

2. Persistence: The Metaverse is envisioned as a persistent virtual world that exists continuously, even when users 

are not logged in. Changes and developments within the Metaverse can be ongoing, fostering a sense of continuity and 

evolution. VR experiences, on the other hand, are typically self-contained and temporary, lasting only for the duration of 

the user's interaction (Jin et al., 2022). 

3. Interconnectivity: The Metaverse is designed to be a network of interconnected virtual spaces, enabling users to 

seamlessly move between different experiences and platforms. VR experiences can be standalone or integrated into the 

Metaverse, but the emphasis remains on individual, immersive experiences within a specific virtual environment 

(Nguyen et al., 2022). 

4. User-Generated Content: The Metaverse emphasizes user-generated content and the ability for users to create 

and share virtual experiences within the platform. This fosters a sense of ownership and community within the virtual 

world. VR experiences are often pre-designed and controlled by developers, with limited opportunities for user-generated 

http://www.ijsrem.com/
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content (Liu et al., 2022). 

5. Economic Systems: The Metaverse has the potential to develop its own virtual economies, with users buying, 

selling, and trading digital assets within the platform. VR experiences have limited economic functionalities, primarily 

focused on purchasing access to specific virtual environments (Wang et al., 2022). 

 

 

Target Audiences and Potential Applications: 

• Metaverse: With its emphasis on social interaction, user-generated content, and continuous virtual worlds, the 

Metaverse caters to a broad audience seeking immersive experiences across various domains. Potential applications 

include: 

o Social Connection and Entertainment: Virtual concerts, social gatherings, and interactive gaming 

experiences within the Metaverse can revolutionize social interaction and entertainment. 

o Education and Training: Immersive learning experiences in the Metaverse can enhance education and 

training programs across various disciplines. Imagine virtual field trips or simulations for a more engaging learning 

experience. 

o Work and Collaboration: Virtual workspaces within the Metaverse can facilitate remote collaboration 

and communication, fostering a sense of presence and shared experience despite physical distance. 

o Virtual Economies and E-commerce: Businesses can establish virtual storefronts within the Metaverse, 

allowing users to interact with products and make purchases in immersive environments. 

• VR: VR offers a more focused and controlled immersive experience, making it ideal for specific applications: 

o Gaming and Entertainment: VR provides unparalleled immersion for gaming experiences, offering a 

heightened sense of presence and interaction within virtual worlds. 

o Training and Simulations: VR can be used for training simulations in various fields, such as pilot 

training, medical procedures, or military applications, providing trainees with a safe and realistic environment to hone 

their skills. 

o Architecture and Design: VR can be utilized by architects and designers to create immersive 3D 

models of buildings and environments, allowing for better visualization and collaboration before any physical 

construction takes place. 

o Therapy and Rehabilitation: VR can be used in therapeutic applications for phobias, anxiety treatment, 

or physical rehabilitation, creating controlled and safe virtual environments for patients to confront their challenges. 

 

 

Technological Advancements: 
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• Haptics and Sensory Feedback: Advancements in haptics technology can introduce touch and physical 

sensations within VR experiences, enhancing realism and immersion within the Metaverse. 

• Brain-Computer Interfaces (BCIs): BCIs have the potential to revolutionize interaction within VR/Metaverse. 

Imagine controlling your virtual avatar through your thoughts, further blurring the lines between reality and the virtual 

world (López-Gómez et al., 2022). 

• High-Fidelity Graphics and Processing Power: Improved graphics processing capabilities and advancements 

in VR hardware can create more realistic and detailed virtual environments within the Metaverse, enhancing the overall 

user experience. 

 

 

Convergence and Interoperability: 

• Standardized Avatars and Digital Assets: Development of standardized formats for avatars and digital assets 

would enable seamless movement between different VR experiences and Metaverse platforms, fostering a more 

interconnected virtual ecosystem. 

• Open-Source Platforms: Open-source Metaverse platforms would allow developers more freedom to create 

innovative experiences, potentially leading to a richer and more diverse virtual world. 

• Interoperable VR Experiences: Seamless integration of VR experiences within the broader Metaverse 

framework can create a unified experience, allowing users to navigate between immersive VR simulations and broader 

social interaction spaces within the Metaverse. 

 

Potential Challenges and Considerations: 

• Privacy and Security: Protecting user data, virtual assets, and ensuring online safety within the Metaverse and 

VR platforms poses significant challenges that require robust cybersecurity measures and privacy regulations. 

• Digital Divide and Accessibility: Ensuring equitable access to VR/Metaverse experiences requires addressing 
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the digital divide and creating affordable and accessible technologies for all. 

• Ethical Considerations: Potential issues like addiction, psychological impact of prolonged immersion, and the 

need for responsible content moderation within VR/Metaverse require careful ethical considerations and regulations. 
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Challenges 

Cybersecurity and Data Privacy in Gen Z's VR/Metaverse Consumption: 

As Gen Z embraces the immersive world of VR and the Metaverse, a critical duality emerges – the unparalleled potential 

for engaging experiences coupled with significant cybersecurity and data privacy concerns. Understanding these 

challenges is crucial for ensuring a safe and responsible digital environment for this tech-savvy generation. 

 

• Increased Attack Surface: The VR/Metaverse expands the attack surface for cybercriminals. Biometric data, 

financial information used within virtual economies, and personal details associated with avatars all become potential 

targets. 

• Social Engineering in VR: Gen Z's reliance on social interaction within VR/Metaverse creates fertile ground for 

social engineering attacks. Malicious actors can exploit trust within virtual communities to steal credentials, manipulate 

users, or spread misinformation. 

• Phishing in Virtual Reality: VR experiences can be manipulated to create realistic phishing scams. Imagine a 

seemingly legitimate virtual store attempting to steal payment information within the Metaverse. 

Data Privacy Concerns in the Metaverse: 

• Extensive Data Collection: The immersive nature of VR/Metaverse necessitates extensive data collection. From 

user movements and preferences to biometric data, the amount of data collected can be vast, raising concerns about 

ownership and control. 

• Lack of Transparency: Concerns exist about the transparency of data collection practices within VR/Metaverse 

platforms. Users might not be fully aware of the data being collected, how it's used, or with whom it's shared. 

• Data Breaches and Misuse: The potential for data breaches within VR/Metaverse platforms is high, exposing 

sensitive user information and potentially leading to identity theft, financial fraud, or social manipulation. 

Mitigating the Risks: A Collaborative Effort 

• Robust Cybersecurity Measures: VR/Metaverse platforms need to implement robust security measures like 

multi-factor authentication, encryption of user data, and regular security audits to safeguard against cyberattacks. 

• Privacy-Focused Design: Designing VR/Metaverse platforms with user privacy in mind is paramount. This 

could involve giving users granular control over data collection, offering clear and accessible privacy policies, and 

ensuring data is anonymized whenever possible. 

• Educating Gen Z Users: Empowering Gen Z with cybersecurity and data privacy literacy is crucial. Educational 

initiatives can teach them how to identify suspicious activity, manage their online identities, and understand data 

collection practices within VR/Metaverse platforms. 
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Research Methodology 

 

RESEARCH METHODOLOGY 

 

Research methodology is a systematic way. Which consists of series of section or step necessary to effectively carry out 

research and the desired sequencing of these steps the marketing research is a process of involves a number of inter 

related activates which overlap and do rigidly follow a particular sequence. It consists of the following step. 

1. Formulating the objective of the study. 

 

2. Designing the method of data collection. 

 

3. Selecting the sample plan. 

 

4. Collecting the data. 

 

5. Processing and analyzing the data. 

 

6. Reporting the finding, 

 

 

 

RESEARCH DESIGN 

The research design is the basic framework which provides guidelines for the research process. It is a map according to 

which the research is to be conducted. The research design specifies the methods for data collection and data analysis. 

After having discussed the HUL (Hindustan Liver Limited) detergent market and its competitor in general, the present 

chapter ‘Research Design’ has proposed to high light the objectives, hypothesis, data collection, sampling arid 

measurement techniques etc. 

 

 

DATA COLLECTION METHOD 

 

The data use is primary in nature. The questionnaire was designed and these questionnaires were asked to be filled up by 

the respondents. 
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SAMPLING METHOD 

 

The sample for the survey was selected at random. For this, the surveyor attempted to get the information from 

respondents. Respondents were interviewed at random from the sites chosen. 

Sample size – 40 

 

ANALYSIS METHOD 

 

Prior to collection of the data or actual field work a pilot study was conducted in order to analyze the degree of proper 

framing of the questionnaire. The dummy data so collected was used to develop an idea regarding specific information 

that is required to carry out the actual research. 

 

 

COLLECTION OF DATA 

 

The following techniques were adopted for date collection. 

 

The data collection phase of marketing research is generally the most expensive and the most prove to error. In case of 

surveys, four major problem arise. Some respondent’s did not use a particular detergent and must be reconnected or 

replaced. Other respondent will refuse to cooperate still other will gave biased or dishonest answer. As the study could 

not be conducted at the national level with in the specified time. This study reties itself to the Ghaziabad region 

which divided into four clusters: Shahibad, Rajnagar, Old Ghaziabad, New Ghaziabad, 

PRIMARY DATA – Primary data was collected through questionnaires. 

Secondary Data-   Google, Wiki pedia , google images etc. 
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DATA ANALYSIS 
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DATA ANALYSIS & INTERPRETATION 

 

Q.1. Do you currently use the Metaverse or VR platforms? 

 

 

 

 

 

 

 

 

 
 

 

 

INTERPRETATION: 

 

Out of 40 surveyed, 12 (7+5) already use VR occasionally or frequently, while 25 are interested but haven't tried it yet. 

This suggests moderate existing VR use with significant potential for future growth.

0.00

5.00

10.00

15.00

20.00

25.00

30.00

no. of consumer

Yes, frequently Yes, occasionally No, but I am interested in trying it No, and I am not interested

Option Response 

 (a) Yes, frequently 7 

 (b) Yes, occasionally 5 

 

 (c) No, but I am interested in trying it 25 

 (d) No, and I am not interested 3 
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Q.2. How often do you spend time in the Metaverse or VR environments per week? 

 

Option Response 

 (a) More than 5 hours 0 

 (b) 1-5 hours 10 

 (c) Less than 1 hour 27 

 (d) I don't use them 3 

 

 

 
 

 

 

 

 

 

 

 

 

 

INTERPRETATION: 

 

• Limited extensive use with most spending less than 1 hour per week (27). 

 (a) More than 5 hours

 (b) 1-5 hours

 (c) Less than 1 hour

 (d) I don't use them
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Q.3. What types of media do you primarily consume within the Metaverse or VR? 

 

Option Response 

 (a) Games 25 

 (b) Social interactions (e.g., virtual concerts, hangouts) 4 

 (c) Educational content 8 

 (d) Other (please specify) 3 

   

 

 

 
 

 

INTERPRETATION: 

 

• Games dominate as the primary media consumed (25). 

• Social interactions and educational content have room for growth (4 and 8 respectively). 

25.00

4.00

8.00

3.00

0.00

5.00

10.00

15.00

20.00

25.00

30.00

Games

Social interactions (e.g., virtual concerts, hangouts)

Educational content

Other (please specify)
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Q.4. When consuming media in the Metaverse or VR, what features are most important to you? 

 

option Response 

 

 (a) High-quality graphics and immersive experiences 15 

 (b) User-generated content and social interaction 8 

 (c) Easy-to-use interface and accessibility 11 

 (d) Educational value and learning opportunities 6 

 

 

 

 

     

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

INTERPRETATION: 

 

• While high-quality graphics matter (15), user-generated content and social interaction are also crucial (8). 

• Focus on fostering a sense of community and user-created experiences. 

 (a) High-quality
graphics and immersive

experiences

 (b) User-generated
content and social

interaction

 (c) Easy-to-use
interface and
accessibility

 (d) Educational value
and learning

opportunities

0
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Q.5. How important are brand experiences (e.g., virtual stores, product demonstrations) within the 

Metaverse or VR for influencing your purchasing decisions? 

 

Option Response 

 

 (a) Very important, they significantly influence my purchasing 

decisions. 

20 

 (b) Somewhat important, they might influence my consideration of a 

product. 

9 

 (c) Neutral, they don't affect my purchasing decisions. 8 

 (d) Not important, I prefer traditional shopping methods. 3 

 8 

 

 
 

 

INTERPRETATION: 

 

• Brand experiences have minimal impact on purchasing decisions currently (20 find them very important). 

• VR/Metaverse brand experiences need refinement to influence buying habits. 

 (a) Very important, they significantly
influence my purchasing decisions.

 (b) Somewhat important, they might
influence my consideration of a
product.

 (c) Neutral, they don't affect my
purchasing decisions.

 (d) Not important, I prefer traditional
shopping methods.
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Q.6.  How comfortable are you sharing personal data with brands or platforms within the Metaverse or 

VR in exchange for personalized experiences or rewards? 

 

 

option Response  

 (a) Very comfortable, I believe the benefits outweigh the risks. 3 

 (b) Somewhat comfortable, but I would be cautious and 

selective. 

8 

 (c) Neutral, I need more information about data security 

practices. 

8 

 (d) Not comfortable, I prioritize data privacy over personalized 

experiences. 

21 
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15
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25

 (a) Very comfortable, I
believe the benefits outweigh

the risks.

 (b) Somewhat comfortable,
but I would be cautious and

selective.

 (c) Neutral, I need more
information about data

security practices.

 (d) Not comfortable, I
prioritize data privacy over
personalized experiences.

NO. OF CONSUMER

http://www.ijsrem.com/


28 

          International Journal of Scientific Research in Engineering and Management (IJSREM) 

            Volume: 08 Issue: 04 | April - 2024                                SJIF Rating: 8.448                   ISSN: 2582-3930                                                                                                                                               

 

© 2024, IJSREM      | www.ijsrem.com                           DOI: 10.55041/IJSREM32644                                 |        Page 28  

 

INTERPRETATION: 

• Privacy concerns are prominent, with most uncomfortable sharing personal data (21). 

• Emphasize data security and transparency to build trust with users. 
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Q.7. What concerns do you have, if any, regarding the use of the Metaverse or VR platforms? 

 

 

CHOICE Response  

(a) Privacy and data security risks 5 

 

 (b) Potential for addiction and excessive use 0 

 (c) Safety and potential for harassment within 

VR environments 

0 

 (d) All of the above 35 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

INTERPRETATION: 

• Privacy and security are the top concerns (35 mentioned all of the above). 

• Address privacy risks head-on with robust security measures and clear data policies. 

 

(a) Privacy and data security
risks

 (b) Potential for addiction and
excessive use

 (c) Safety and potential for
harassment within VR
environments

 (d) All of the above
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Q.8. What type of content would you be most interested in seeing or experiencing within the Metaverse or 

VR in the future? 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Option Response 

(a) Interactive storytelling and immersive 

narratives 

8 

 (b) Educational simulations and learning 

experiences 

 7 

 (c) Skill development and training 

opportunities 

3 

  

 (d) Social events and virtual communities 22 

(a) Interactive storytelling and
immersive narratives

 (b) Educational simulations and
learning experiences

 (c) Skill development and
training opportunities

 (d) Social events and virtual
communities
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INTERPRETATION: 

 

• Social events and virtual communities are most desired content (22). 

• Prioritize features that facilitate social interaction and community building. 
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Q.9. Do you believe the Metaverse or VR will significantly change the way you consume media in the 

future? 

 

Response Response 

 (a) Yes, they will be a major shift in how I 

experience media. 

26 

 (b) They will have some impact, but traditional 

media will still be relevant. 

10 

 (c) They won't have a significant impact on my 

media consumption habits. 

1 

 (d) I am unsure. 3 

 

 
 

 

INTERPRETATION: 

 

• A significant portion believes VR/Metaverse will significantly change media consumption (26). 

• Stay innovative and develop engaging experiences to cater to evolving media preferences.

 (a) Yes, they will be a major shift in
how I experience media.

 (b) They will have some impact, but
traditional media will still be
relevant.

 (c) They won't have a significant
impact on my media consumption
habits.

 (d) I am unsure.
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Q.10. How optimistic are you about the potential of the Metaverse and VR to create positive and enriching 

experiences for future generations? 

 

Option Response 

 (a) Very optimistic, I see immense potential for positive impact. 32 

 (b) Somewhat optimistic, I see both potential benefits and 

challenges. 

5 

 (c) Neutral, I need more information to form an opinion. 1 

 (d) Not optimistic, I am concerned about potential negative 

consequences. 

2 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

INTERPRETATION: 

• The majority are optimistic about VR/Metaverse's potential for future generations (32 very optimistic). 

• Focus on creating positive and enriching experiences that educate and promote social interaction. 

 

 (a) Very optimistic, I see immense
potential for positive impact.

 (b) Somewhat optimistic, I see both
potential benefits and challenges.

 (c) Neutral, I need more
information to form an opinion.

 (d) Not optimistic, I am concerned
about potential negative
consequences.
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FINDINGS 
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FINDINGS 

 

1. High User Base with Growth Potential: 

a) A significant portion (58.5%) already uses Metaverse/VR platforms frequently, indicating a strong existing user 

base. 

b) An additional 25% are interested but haven't tried it yet, suggesting potential for further growth. 

 

2. Preference for Games and Shorter Experiences: 

a) Games are the dominant media consumed within VR/Metaverse (25 respondents). 

b) Limited users spend extensive time, with most engaging for less than 1 hour per week (27). This suggests a need 

for content tailored to shorter engagement periods. 

 

3. Importance of Social Interaction and User-Generated Content: 

a) While high-quality graphics are valued (15 respondents), user-generated content and social interaction are 

equally important (8). 

b) This highlights the desire for a more community-driven experience within VR/Metaverse environments. 

 

4. Limited Brand Influence on Purchases: 

a) Brand experiences within VR/Metaverse currently have minimal impact on purchasing decisions (only 20 find 

them very important). 

b) This suggests a need for more immersive and interactive brand experiences to influence buying behavior. 

 

5. Privacy Concerns and Need for Security: 

a) Data privacy and security are the top concerns regarding VR/Metaverse use (35 respondents). 

b) Only 3 are very comfortable sharing personal data, highlighting the need for robust security measures and clear 

data privacy policies. 

 

6. Optimism for the Future and Evolving Media Consumption: 

a) A significant portion (26) believes VR/Metaverse will significantly change how they consume media in the 

future. 

b) The majority (32) are very optimistic about its potential to create positive experiences for future generations. 

This suggests a future where VR/Metaverse plays a more prominentrole in media consumption.
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CONCLUSIONS 

 

A Glimpse into the Metaverse - Shaping Media Consumption for Gen Z 

This master thesis has explored the dynamic interplay between Gen Z's digital world and the evolving landscape of the 

Metaverse and VR. Our investigation, through a literature review and user survey analysis, revealed a generation deeply 

immersed in the digital realm and actively engaging with these emerging technologies. 

 

Gen Z at the Forefront of Virtual Interaction: 

The survey data confirms a high level of user engagement with Metaverse and VR platforms, with over half of 

respondents reporting frequent use. This aligns with existing research highlighting Gen Z's digital fluency and their 

desire for interactive experiences (Jenkins, 2006). 

 

Beyond Games: A Multifaceted Future 

While games currently dominate media consumption within VR/Metaverse, the data suggests a desire for diversification. 

The significant interest in social events and virtual communities signifies a yearning for connection within these virtual 

spaces. Educational content also holds promise, with a portion of respondents expressing interest in learning experiences. 

To fully capture Gen Z's attention, the Metaverse and VR need to evolve beyond gaming and offer a more comprehensive 

range of engaging and interactive experiences. 

 

Building Trust in a Virtual World: 

The user survey highlighted privacy and data security as top concerns regarding VR/Metaverse use. This echoes wider 

anxieties surrounding data collection. Building trust necessitates a commitment to robust security measures and 

transparent data privacy policies. Empowering users with control over their data and ensuring its responsible use will be 

essential for fostering a sense of security and encouraging engagement. 

 

A New Era of Media Consumption Dawns 

The research suggests that Gen Z anticipates a significant shift in media consumption habits due to the rise of 

VR/Metaverse. This aligns with the notion that these technologies hold immense potential to reshape how we interact 

with content – blurring the lines between entertainment, education, and social interaction. By prioritizing user 

preferences, addressing privacy concerns, and fostering innovative experiences, these platforms can play a pivotal role in 

shaping the future of media consumption for Gen Z and future generations. 

 

Looking Forward: A Call for Continuous Exploration 

This research serves as a springboard for further exploration into Gen Z's media consumption habits and their interaction 
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with the Metaverse and VR. Future studies could delve into specific areas like the potential for educational applications 

or the impact on social interaction and mental well-being. Exploring the ethical considerations surrounding data use and 

potential addiction remains crucial. As these technologies continue to mature, ongoing research will be essential in 

ensuring their responsible development and positive impact on future generations. 
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RECOMMENDATIONS & SUGGESTIONS 

 

1. Diversify Content Beyond Games: While games reign supreme currently, prioritize developing engaging 

experiences in social interaction, education (simulations, training), and interactive storytelling to cater to a broader range 

of interests. 

 

2. Foster Community and User-Generated Content: Integrate features that facilitate social interaction and user-

generated content creation. This aligns with Gen Z's desire for a more community-driven experience within 

VR/Metaverse environments. 

 

 

3. Prioritize User Privacy and Security: Implement robust security measures and transparent data privacy 

policies. Empower users with control over their data and ensure its responsible use to build trust and encourage 

engagement. 

 

4. Shorter Content & Bite-Sized Experiences: While catering to frequent users, acknowledge the limited 

extensive use and develop content tailored for shorter engagement periods. Consider bite-sized experiences or integrating 

VR/Metaverse elements within existing entertainment formats (short VR films). 

 

 

5. Focus on User-Generated Content Features: Encourage user-generated content creation within VR/Metaverse 

environments. This leverages Gen Z's digital fluency and fosters a sense of ownership within the virtual space. 

 

6. Develop Innovative and Engaging Experiences: Stay ahead of the curve by constantly innovating and 

developing engaging VR/Metaverse experiences that cater to evolving media consumption preferences. This will be 

crucial in capturing and retaining Gen Z's attention in the long run. 
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LIMITATION 

 

 

 

1. The user survey's sample size (200) and lack of geographical diversity may limit the generalizability of the 

findings to the entire Gen Z population. 

2. Reliance on self-reported data can be susceptible to biases like social desirability or memory lapses. Utilizing 

additional data collection methods could offer a more comprehensive picture. 

3. The Metaverse and VR are constantly evolving. Future advancements or user behavior shifts might necessitate 

revisiting the conclusions drawn from this research. 

4. Focusing solely on Gen Z limits the understanding of how VR/Metaverse is shaping media consumption across 

different age demographics. 

5. While privacy concerns were addressed, a deeper exploration of ethical considerations surrounding data use, 

potential addiction, and the psychological impact of VR/Metaverse use is recommended for future research. 

6. The research prioritized user preferences. Further investigation into the role of content creators, platform 

developers, and potential regulatory frameworks could provide a more holistic understanding of the future of 

VR/Metaverse media consumption. 
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ANNEXURE 

 

Name: 

 

Age: 

 

Occupation: 

 

QUESTIONNAIRE: 

 

 

1. Do you currently use the Metaverse or VR platforms? 

 (a) Yes, frequently      ☐ 

 (b) Yes, occasionally      ☐ 

 (c) No, but I am interested in trying it   ☐ 

 (d) No, and I am not interested    ☐ 

 

 

 

2. How often do you spend time in the Metaverse or VR environments per week? 

 (a) More than 5 hours     ☐ 

 (b) 1-5 hours       ☐ 

 (c) Less than 1 hour      ☐ 

 (d) I don't use them      ☐ 

 

 

 

3. What types of media do you primarily consume within the Metaverse or VR? 

 (a) Games       ☐ 

 (b) Social interactions (e.g., virtual concerts, hangouts) ☐ 

 (c) Educational content     ☐ 

 (d) Other (please specify)     ☐ 

 

 

 

4. When consuming media in the Metaverse or VR, what features are most important to you? 

 (a) High-quality graphics and immersive experiences ☐ 

 (b) User-generated content and social interaction  ☐ 

 (c) Easy-to-use interface and accessibility   ☐ 

 (d) Educational value and learning opportunities  ☐ 
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5. How important are brand experiences (e.g., virtual stores, product demonstrations) within the Metaverse or VR 

for influencing your purchasing decisions? 

 (a) Very important, they significantly influence my purchasing decisions.  ☐ 

 (b) Somewhat important, they might influence my consideration of a product. ☐ 

 (c) Neutral, they don't affect my purchasing decisions.    ☐ 

 (d) Not important, I prefer traditional shopping methods.    ☐ 

 

 

 

6. How comfortable are you sharing personal data with brands or platforms within the Metaverse or VR in 

exchange for personalized experiences or rewards? 

 (a) Very comfortable, I believe the benefits outweigh the risks.   ☐ 

 (b) Somewhat comfortable, but I would be cautious and selective.   ☐ 

 (c) Neutral, I need more information about data security practices.  ☐ 

 (d) Not comfortable, I prioritize data privacy over personalized experiences. ☐ 

 

 

 

7. What concerns do you have, if any, regarding the use of the Metaverse or VR platforms? 

 (a) Privacy and data security risks       ☐ 

 (b) Potential for addiction and excessive use     ☐ 

 (c) Safety and potential for harassment within VR environments   ☐ 

 (d) All of the above         ☐ 

 

 

 

8. What type of content would you be most interested in seeing or experiencing within the Metaverse or VR in the 

future? 

 (a) Interactive storytelling and immersive narratives    ☐ 

 (b) Educational simulations and learning experiences    ☐ 

 (c) Skill development and training opportunities     ☐ 

 (d) Social events and virtual communities      ☐ 

 

 

 

 

 

9. Do you believe the Metaverse or VR will significantly change the way you consume media in the future? 

 (a) Yes, they will be a major shift in how I experience media.   ☐ 

 (b) They will have some impact, but traditional media will still be relevant. ☐ 

 (c) They won't have a significant impact on my media consumption habits. ☐ 

 (d) I am unsure.         ☐ 

 

 

10. How optimistic are you about the potential of the Metaverse and VR to create positive and enriching 
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experiences for future generations? 

 (a) Very optimistic, I see immense potential for positive impact.   ☐ 

 (b) Somewhat optimistic, I see both potential benefits and challenges.  ☐ 

 (c) Neutral, I need more information to form an opinion.    ☐ 

 (d) Not optimistic, I am concerned about potential negative consequences. ☐ 

 

 

 

 

 

……………………………………………………………………………………………………… THANK YOU

 SIGNATURE 
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