
 
July 26 – 31, 2026 

The full paper was previously published as the following and is being presented at this conference: 
Asadi, A. R., & Ghasemi, S.. (2026). Exploring the future metaverse: Research models for user experi-
ence, business readiness, and national competitiveness. Issues in Informing Science and Information Technol-
ogy, 23, Article 5. Informing Science Institute. https://doi.org/10.28945/5841 

Abstract published in Proceedings of InSITE 2026: Informing Science and Information Technology Education Conference. 
San Jose, CA. USA. Article 9. Informing Science Institute. https://doi.org/10.28945/5766 

(CC BY-NC 4.0) This article is licensed to you under a Creative Commons Attribution-NonCommercial 4.0 International 
License. When you copy and redistribute this paper in full or in part, you need to provide proper attribution to it to ensure 
that others can later locate this work (and to ensure that others do not accuse you of plagiarism). You may (and we encour-
age you to) adapt, remix, transform, and build upon the material for any non-commercial purposes. This license does not 
permit you to use this material for commercial purposes. 

EXPLORING THE FUTURE METAVERSE:  
RESEARCH MODELS FOR USER EXPERIENCE, BUSINESS 

READINESS, AND NATIONAL COMPETITIVENESS  
[ABSTRACT] 

Amir Reza Asadi* University of Cincinnati, Cincinnati, 
OH, USA 

asadiaa@mail.uc.edu  

Shiva Ghasemi Virginia Tech, Blacksburg,  
VA, USA 

shivagh@vt.edu  

* Corresponding author 

ABSTRACT 
Aim/Purpose This paper develops a comprehensive framework for understanding metaverse 

adoption across three levels: individual users, businesses, and countries. 

Background The metaverse is a complex sociotechnical system, yet current research often 
views it through isolated micro or macro lenses. There is a need for an integrated 
model that bridges the gap between user experience, organizational strategy, and 
national competitiveness. 

Methodology A grounded theory-informed qualitative analysis by grounded theory was em-
ployed, analyzing 141 records (58 academic studies and 83 grey literature docu-
ments) from Google Scholar and LinkedIn. The data was analyzed using open, 
axial, and selective coding to identify key adoption factors. 

Contribution The study presents three conceptual models: the User Experience Model (focus-
ing on accessibility, flexibility, and gamification), the Business Readiness Model 
(emphasizing digital twins and resource allocation), and the National Competi-
tiveness Model (addressing policy and infrastructure). 

Findings Three conceptual models emerged from the literature review to understand the 
metaverse, highlighting how immersive interconnectedness relies on infrastruc-
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ture. Moreover, these findings highlighted the necessity for multidisciplinary re-
search in IT to craft an innovative and competitive strategy for a future enriched 
by the metaverse. 

Recommendations  
for Practitioners 

The paper presents three practical artifacts: a heuristic evaluation rubric 
for UX designers, a business-readiness checklist for strategists, and a na-
tional competitiveness assessment for policymakers. 

Recommendations  
for Researchers  

These conceptual models and research artifacts guide researchers to ex-
plore the metaverse as a future paradigm of information technology. 

Impact on Society The findings highlight the dimensions that can contribute to the spatial divide. It 
identifies sociocultural factors such as virtual citizenship and cultural export, and 
highlights potential shifts in geopolitical landscapes and national identity, as well 
as their impact on the economy.  

Future Research Future work involves validating research artifacts with experts through both 
qualitative and quantitative methods. 
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