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[Abstract]

This study aims to find the information design elements of meta convenience stores that reflect the consumption culture of the
MZ generation, and suggests ways to improve user experience. Based on previous research, the consumption culture
characterization and information design elements of the MZ generation were considered, and the metaverse information design
elements were derived accordingly. Two different convenience stores were analyzed through interviews and surveys. The results
of cognition, explorability, interactivity, and usefulness were analyzed. It is expected that information design can present a new
perspective and direction for convenience store information design, and information design in the metaverse will be able to

provide user-centered design and insights for user experience improvement.
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Table 2. Characteristics of MZ Generation consumption [4]
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Table 3. Metaverse content and platform by field

Characteristics of MZ
generation Contents
consumption culture

Field Domestic Overseas
Roblox
ROBLEX
e W T - 1
Game

Online Shopping They prefer to purchase goods online using

Preference the internet and mobile devices.
After experiencing and comparing various
Low Brand Loyalty products and services, interest in new
products is high.
Experience—Oriented Seeking new experiences and respond
Consumption sensitively to trends.

They exchange opinions on consumption

High Consumer through social media, etc. They are active in

Engagement consumer participation.
Emphasw on They want to do things conveniently while
Convenience and L X
7 minimizing time and effort.
Efficiency
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Table 4. SPICE model of metaverse

Metaverse SPICE
Model

Contents

The experience in the metaverse is not
disconnected, and it is connected to reality as
if living in reality, so people can shopping and

work with as an avatar.

Seamlessness

An environment without physical contact, but
a situation in which users feel a sense of
social and spatial presence.

Presence

The data of the reality and the metaverse are
interlinked, and the results of the user's
experience and execution in the metaverse are
reflected in reality.

Interoperability

Multiple users can be active in one metaverse

Concurrence environment at the same time and experience
different experiences at the same time.
The metaverse must have an econo,ic flow. In
the metaverse environment, users have an
Economy

econoic flow that freely trades goods and
services.
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Table 5. Visual information design principles for UX

Classification Contents

Exciting and The provided information can be of interest,

Satisfying User and it provides aa user filtering function in
Needs various aspects to focus on user needs

Provides an easy—to—-read, easy—to—identify

Cognition visual structure and hierarchical format for

information

Communication Maintain communication with users

Use graphic images, icons, and typefaces

Metaphor using metaphors

Use visual representations(signals,
animations, etc.)that can support cognitive
functions

Visual Expression

Information must be accurate and must be
preserved

Accuracy and
Preservation

Consistency The visual interface must be consistent
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Table 6. Metaverse information design elements based on MZ
consumption

Metaverse Information Design Elements based on MZ Generation
Consumption

Classification Contents
Provision of reasonable information that neets the
Usefulness |
user's purpose
. Stimulate users' curiosity and lead them to discover
Explorability ) -
new information
. Provides an interface that helps 2-way
Interactivity o ; )
communication between users and information
Cognitivit Provides an easy—to—read, easy—to—identify visual
9 Y structure and hierarchy of information
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Characteristics of mptior
Characteristics of Metaverse s . i
* Online shpping preference
* Low brand loyalty
* Experience-oriented consumption
* High consumer Engagemenit
* Emphasis on Convenience
and Efficiency.

* Seamlessness

- Presence
* Interoerability
* Concurrence

Information Design for User Experience

Exciting and Satisfying | Cognition | ‘Communication | Consistency
Metaphor | Visual Expression | Accuracy and Preservation

Metaverse Information Design Elements based on MZ Consumption

Usefulness | Explorability | Interactivity | Cognitivity

8 1. MZ 2|23 7|8 T EfHA HECARRl AR 24 28
Fig. 1. Metaverse information design case analysis model
based on MZ consumption
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E7. HEX 2
Table 7. Questions of survey

Metaverse Information Design Elements based on MZ Generation
Consumption

Classification Questions

1.1 What the service provides is what | need.

1.2 | was provided with as much information as |
wanted from the service.

1.3 The service provided information reasonably
while using it.

1.Usefulness

2.1 | was able to easily find the information | as
looking for while using the service.

2.2 Information is organized intuitively in
arrangement and layout.

2.3 The information was clearly in its original
location identical to reality.

2.Explorability

3.1 The process of using information from the
service was easy and quick.

3.2 There was no inconvenience in using the
information.

3.3 The process of resolving questions or problems
related to information in the service was easy.

3.Interactivity

4.1 Information was easy to read and conveyed
clearly.

4.2 While using the service, was provided with the
information wanted in stages.

4.3 Information was easy to understand and easy
to distinguish.

4.Cognitivity

E8 HEX 2
Table 8. Questions of interview

Metaverse Information Design Elements based on MZ Generation
Consumption

Classification Questions

1.1 What do you want to add more information in
Metaverse?

1.Usefulness |1.2 Which information you most want to use

1.3 If you have another chance to get information
from metaverse, which way to want to get?

2.1 What is your uncomfortable moment when you
are explore to information

2.2 If you have any idea to improve intuitive search
way, let us know.

2.3 How difference between metaverse and reality
when you exploring the information

2.Explorability

3.1 How feel you getting information easily?

3.2 Is there was no inconvenience in using the
information?.

3.3 Is the process of resolving questions or
problems related to information in the service
was easy?.

3.Interactivity

4.1 Is Information was easy to read and conveyed
clearly from visualiy?.

4.2 While using the service, Is icons or other
information things were clearly distinguishable?

4.3 Is Information was easy to understand and
easy to distinguish?

4 .Cognitivity
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Fig. 3. Zepeto subway convenience store 'CU' photographed
by the researcher in Zepeto

o ‘CU’ B HNAE veh 2z B JuEIA Q4
ol ThksbAl Hg5le] 9l AL & UATE $H 84

[A4RE 9 49} Zo] A CU H A vk 474
3} UHE o7} Al E o], AREARE S 7]
9} GAVEF & AAS & <= 9} 1Y Xﬂ%‘-‘”/] =Bt
o7} AA|® @ 3zEll wid Wiiel nlalaix F1E 5
w-§- g o, AlFe] Al JRet 7HA 7@5
7dellM AEE o A= AREC] 9
AATE

By g ae ‘CU Ao ulile] 91X13F tlokst
‘dEee A8AREC] 1 59k o] #F Sojral jHjskal
TUlE S A= G E AN HE 2 g ol A=
S glon, wEp 2 3ol BT AlES 2xeel A
-47G°ﬂ}‘1 AA| el v /\]*9“;(]"‘01 AR 7]Ee] o
gl wge] AT thA vk Wae] FAdo] B AlEs 3t

7] ‘ﬂaﬁ o:]aiﬂd o]%‘?_f}ﬂb} A]——g-z]—%o] s-.nuﬂ_‘: ]_o]o_]q_
ey THU o EE 3] A TEE" SESL =mow

Bk o), WHE ol§3hs AR oblelE B4 2
49 29 716 B8] A9 ofulele} ES B 29
al3L SNSell g-fisto] Fue} oMol Fad 4 i Aol
AR, Ay ol Bga 5 ol Fur ol
5] Z\—-],q_i L3 k. A e e avs o}a}E]-Q}
28-S B3| AR Fuu gAS g 4= g} ey ¢l

e 7@3 SHAA & A SloiA] weh 2 %‘JéOﬂH
A 23zl vl sk Aol Al il F<1 7
2317} A8k Qo] 17 63 ol & Bl 9= A}
SAFETRE Ya} Ahsakes YRt o REIE AL ol
Sagsh slo] QAR ARl FEE RS LA F
A AEA & % gl g} V)l B

= T M

HES=

V=

O

o 1~>

i

fo rlr o

rir m

{A=ie)
s

http://dx.doi.org/10.9728/dcs.2023.24.5.943

950

ZX|(J. DCS) Vol. 24, No. 5, pp. 943-954, May. 2023

*Avatar ID and Products were written by Korean.

8 4. M E X5k Held 'cu F

Fig. 4. Inside Zepeto subway convenience store 'CU'
photographed by the researcher in Zepeto

*Avatar ID and 'Products were written by Korean.
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Fig. 5. Convenience store product information utilization
photographed by the researcher in Zepeto
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*Avatar ID was written by Korean.
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Fig. 6. Conversation function when using a convenience
store world photographed by the researcher in
Zepeto
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Fig. 7. Convenience store product design photographed by
the researcher in Zepeto

ojo} 2 e~ 4 sk HolH ‘CU= AHAE
o] w2 213 el @A FARE B S Alwstar, H
Ef 2 3 ARoAR] 9 AES aEste] AMEAIES] A
& WAAZIE AL R Al & 4 QU

4-3 0| ZFHE ™ol ‘Nl= a2

=

=

f
rlet
o

o] A =(ifland)w= =l HERH 2 FPF F ohgst

AN, 394, godd 5)S Aleste] w2~ 24

Mg At & F JEF Zoba= A

AL AL 2GH AL = AH]zo|th

712 71 6701 Ale] 2901k
HolFal glE], ol&

olFo]l T3 ofetaL

-

Hbﬁ

|
2 o

=
N

Mo Az sle] MR o] HAISIH: ool
Srlol ] AFL FoE 5 QA A
A

ol vHEgich Qe ol
sz S 19 107} 2
A W28 AFskal gom, o]
528 dolobeah AE A W

2] 1

A

951

MZ Mch 2| 22HE BHE ot M ERH ol ™ H 2 (Al Afefed T

F5 QA eot ALgAFE] 47 HES ol

2 BTGk ol wiEh 2 873 B2 AAS W)
W $E Re ge Witk oj7do] B4 Ugke,
 vilEhu 2 Bel M) Fel ol s Aze Lekel 7}
AN AAHE TN 5 = AR AL
Sl Aol ohirhs o7l v 9l
WlEh 2 972 e wlol @
sfo] Y& SR P Hi welsha ek A7)

e 2 £ QhellM 2] o] A AlAletel

tlo o

i)
tilo

ox Mz = 32 o o H Q& ¥ >
i

et}
o

Hiz 2y
(BUELY) & /ORI /CHRY B B2 IR 5)

2,000+

TP WE 0| Al
55mn - 6Tmin+

YUEHY Y=
2,000+

—_—
20219129

20218 78 2022188

*Data was written by Korean.
T3 8. 0| TUME Fo Mm}
Fig. 8. Ifland's major achievements

*Avatar ID was written by Korean.
O8 9. O|=ZRHE CHStw AHmA
ol ol &
Fig. 9. Ifland "7-Eleven" convenience store exterior
photographed by the researcher in Ifland
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*Avatar ID was written by Korean.
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Fig. 10. Ifland "7-Eleven" convenience store interior
photographed by the reseracher in Ifland
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Fig. 11. Ifland "7-Eleven" coupon events photographed by the
researcher in Ifland

)

AW ES} o]zAso] Z1zte] HeolH AluE B8 Ay
AAES] Aahd HelH CUE AR AAAE
Q1 A BRI} FARE o]0} A WA E
Btal AL, ST AT AEA S Fol7] Sl A ¥
Aol Sl Alas = 71t sk A A
AT T -84 SHME AEe] AT AR} 7}
R 5 A A B 5 e AEETHAE S
A AZE A Fatar glo] vleh 2 Ao AR AEe =
54 ARE A ekl Ak = A5 %
7} F-Fsiths He) Adch
o] o] Al HelF o] Abel= gl Azt o]
HIES dof ARSAFEAAl 2] AoF el AHEE 7 Sl=

http://dx.doi.org/10.9728/dcs.2023.24.5.943
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Fig. 12. Ifland "7-Eleven" events information experience
photographed by the researcher in Ifland
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Table 9. Results of case studies

Casstcaton | Sheete [ Zessto [ [ tars,
1.1 4.7 4.5
Usefulness 1.2 4.5 4.7 4.3 4.3
1.3 4.9 4.2
2.1 4.7 4.3
Explorability 2.2 4.4 4.63 4.6 4.36
2.3 4.8 4.2
3.1 4.4 4.7
Interactivity 3.2 4.7 4.56 4.6 4.7
3.3 4.6 4.8
41 4.8 4.3
Cognitivity 4.2 4.9 4.86 4.4 4.36
4.3 4.9 4.4
5
4
3
2
1
0
Usefulness Explorability Interactivity Cognitivity

BN 7epeto‘'CU
N (fland ‘7-Eleven’
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Fig. 13. Data visualization of case studies
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