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[Abstract]

In the Metaverse era, the role of users in spreading metaverse content in the future is crucial in that producers and consumers
directly produce and trade media, game content, and items. However, with advances in digital information technology, users may
find it difficult to adapt to changes or accept new content platforms. Accordingly, it is necessary to study the compensation
system for media audiences to introduce, share, and spread content to other users; however, related studies are rare not only in
Korea, but also abroad. Therefore, this study analyzed the platform business model and profit structure of the X2E concept along
with the evolution of major legacy media and the development of a metaverse platform. As a result, we confirmed that a
compensation system for content diffusion of metaverse users can be established around the B2C2C model, and through this, the
necessity of constructing a virtuous cycle ecosystem model in which users generate profits while producing and distributing
content was suggested for the long-term growth of the metaverse.
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