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[Abstract]

While the concept of the metaverse has existed for over three decades, it has recently garnered renewed attention owing to the
rapid advancement of associated technologies. In the context of Christianity, discussions surrounding the metaverse have also
re-emerged. Much of this discourse has been speculative, focusing on theoretical evaluations, potential future applications, and
strategic directions for the church.

This paper provides a concise overview of the origins of the metaverse, relevant technologies, and their application within
Christian communities. Specifically, it explores perceptions through a detailed questionnaire aimed at both Gen Z Christian youth
and pastors, analyzing their understanding of the metaverse. Through this analysis, the paper presents an objective evaluation of
the current use and perception of the metaverse within Christian contexts while also offering insights into the appropriate

theological discourse moving forward.
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Table 1. Basic information for the survey

Distinguish Gen Z Christians Pastors
Survey title Surveying metaverse awareness and usage
Duration December 4, 2023 ~ July 12, 2024 ~
December 29, 2023 August 8, 2024
Methods Web(Google Forms) Questionnaires
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Number of (All Gen Z respondents 231
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Age(Pastors)

16% 14% %
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W 50~59 years old m 40749 years old B 60 years old ~ 11 30~39 years old B ~29 years old

Age(Gen Z Christians)

A%

0% 20% 40% 60% 80% 100%
m19-21yearsold ®m22v24yearsold ® 2527 yearsold

a8 1. I3[Rt Zwele| oy 2x
Fig. 1. Age distribution of pastors & Z church members
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Watching online sermons
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Gen Z Christians
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m Special occasions H once or twice a week
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Fig. 2. Experience of watching sermons online
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® Speacial occasions
monce or twice a week

B no experience, but
plan to use

i at least three times a
week

B no experience, but no
plan to use

® 1to3timesa month
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Fig. 3. Pastor's experience of preaching online
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®Normal(3) ®Don'tknow(2) ®Know(4) = VeyKnow(5) B Noidea(l)

Recognition(Gen Z Christians)
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mNormal mHeard ofit mVeryknow = Don't know
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Fig. 4. Pastor & Gen Z Christian’s recognition of interest
in the metaverse
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Fig. 5. Metaverse platform with experience
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Preferred avatar(male / female)
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m Male avatar = Animal or plant
= Female avatar = Cyborg/Robot
B Semi—human/Semi—animal B Monster

Preferred avatar

Pastors

Gen Z Christians
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| Male avatar = Animal or plant

® Female avatar = Cyborg/Robot

® Semi—human/Semi-animal @ Monster
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Fig. 6. Preferred avatar
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Relationship with avatars(Pastors)

1%

m Part of me

® Completely different
object that doesn't
reflect me

= Me

= Completely different
object than me that
reflects me
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Fig. 7. Relationship with avatars(Pastors)
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| Cute and nice B Easy communication and expression

mNone = Mind-body gender disharmony
g 8. oMlEl REe MY J|E
Fig. 8. Selection criteria for avatar types
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Desired voice conversion type
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B Same gender voice conversion
B Non-human (animal, monster, etc.) voices

m Opposite gender voice conversion
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Fig. 9. Preferred voice conversion method when using
different voices
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Avatar names

Pastors
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Fig. 10. Whether to use the avatar's real name
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Fig. 11. Current favorite Metaverse’s services
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Pastors

Gen Z Christians
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mSmartphone mPC m Game console Tablets m VR goggles
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Fig. 12. Devices used in the metaverse
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Advantages

Pastors

Gen Z Christians
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m Things that you can't do in real life are possible.
® Can meet my friends freely
B Can express yourself more freely

Can meet people of various nationalities and environments
38 13. HEHAo| I
Fig. 13. Advantages of the metaverse
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Vision
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Gen Z Christians
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@ Many real-life problems are likely to occur within the metaverse as well
m Seems that it will take a long time for the metaverse service to become popular
It's only a temporary fad and it's unrealistic, so it disappears sooner or later

" The potential for future development is endless
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Fig. 14. Vision of the metaverse
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Fig. 15. Effectiveness of the Metaverse as a ministry tool
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m Partially accepted(3)

= More theological
interpretation is needed and
somewhat dangerous(2)

W Very dangerous, non-
religious, and requires a
theological interpretation(1)

No theological problem and it
must be accepted(4)

B No theological problem and it
must be actively accepted as
a new form of worship(S)
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Fig. 16. Theological permission of metaverse worship
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