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1. Introduction

In his 1992 cyberpunk novel “Snow Crash,” Neal
Stephenson introduced the concept of the Metaverse, a 
richly imagined virtual reality where users interact as 
avatars in a sprawling urban landscape (Stephenson, 
1992). Three decades later, Facebook, one of the 
world’s largest companies, rebranded itself as Meta to 
underscore its commitment to developing the Metaverse 
(Meta, 2021). Although still in its preliminary stages, 
the Metaverse has already attracted considerable 
attention from users, practitioners, and researchers 
across domains (Lowry et al., 2025).  

The Metaverse is commonly defined as a 
decentralized, shared, immersive, and persistent virtual 
environment (Shin, 2022). It is enabled by socially 
constructed information technology (IT) artifacts that 
allow users to create unique identities through avatars, 
and facilitate authentic interactions among users, 
human-like AI agents, and virtual assets (Davis, 2009; 
Seymour et al., 2021; Durneva et al., 2024). In essence, 
the Metaverse serves as a bridge between the real and 
virtual worlds where individuals can work, study, play, 
shop, travel, socialize, collaborate, and engage in a wide 
range of other daily activities in immersive, virtual 
spaces that closely resemble the physical world (Owens 
et al., 2011). 

The convergence of real and virtual worlds offers 
numerous opportunities for both individuals and 
organizations (Sun et al., 2025). For organizations, the 
Metaverse can unlock new business models, revenue 
streams, reduce operational costs, enable more effective 
distributed collaboration, and foster intellectual capital 
(Wang et al., 2023; Hendriks et al., 2024; Weinberger & 
Holl, 2025). In addition, it holds the potential to provide 
individuals with opportunities that transcend the 
constraints of the physical world (Özsoy, 2025). 
Especially with today’s powerful standalone head-
mounted extended reality (XR) displays (Dincelli & 

Yayla, 2022), users can experience what is not normally 
possible, such as spending a day in ancient Greece, 
walking on Mars, or exploring the mysteries of Kīlauea 
in vivid virtual detail (Buhalis et al., 2023).  

While the Metaverse offers abundant opportunities, 
it also introduces a range of challenges that may hinder 
its successful adoption, including surveillance, user 
tracking, deviant behavior like bullying and stalking, 
unethical or underground digital activities, and security 
issues unique to XR technologies (Lowry et al., 2017; 
Wang et al., 2025). Moreover, design issues and 
unintended consequences, such as addiction, 
technostress, anxiety, and cognitive overload (Suh & 
Prophet, 2018), as well as the new security and privacy 
threats (Dincelli & Yayla, 2024) may further complicate 
the full potential of the Metaverse. Drawing on past 
lessons from e-commerce, social media, and broader 
Internet use, a proactive stance on governance, 
regulations, design principles, data collection, and the 
interplay between the physical and virtual worlds is 
essential during the inception of the Metaverse. 

Accordingly, this minitrack explores the 
transformative potential of the Metaverse, emphasizing 
opportunities for innovation, immersive experiences, 
and emerging business models. At the same time, it 
addresses critical challenges, including risks, 
unintended consequences, and the need for effective 
governance and regulatory frameworks. By addressing 
both opportunities and challenges, this mini track aims 
to offer insights into the impact of the Metaverse on 
users and organizations, as well as the policies and 
regulations necessary to ensure its responsible and 
ethical development. 

2. The 2026 Minitrack

This year’s minitrack brings together three
papers that push forward our understanding of 
how the   Metaverse  reshapes  onboarding and
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socialization, immersive earning systems, NFT 
marketplaces, and digital ownership. Collectively, they
illustrate both the opportunities and challenges of 
immersive technologies and tokenized economies. 

The first paper, “New Hires, New Worlds:

Metaverse Onboarding and Its Impact on 

Organizational Socialization” by Danilo C. Walenta, 
Patrick Hendriks, Philippe H. Jacquemin, and Miriam 
Gräf, examines how immersive metaverse 
environments can support newcomer integration 
compared to traditional videoconferencing tools. 
The authors compare newcomer onboarding in 
Zoom versus a metaverse platform (Glue) 
through controlled experiments, showing that 
immersive, avatar-based environments increase 
social presence, nonverbal communication, and 
engagement, but that the novelty can initially shift 
attention toward playful exploration and lower 
perceived socialization without harming task 
performance. They recommend a short “sandbox” 
phase before collaboration and argue that embodied, 
spatial interaction is a distinct socialization mechanism, 
while distinguishing felt co-presence from true 
integration (Walenta et al., 2026). 

The second paper, “The Polarization of NFTs:

Association between Personality Traits and Perceived 

Value” by Xinyi Yang, Nannan Xi, and Juho Hamari, 
explores how personality traits shape perceptions of 
digital ownership. The authors investigate how Big 
Five personality traits shape the perceived value of 
NFT art by surveying 805 respondents and linking 
personality to 14 value dimensions (technology-, art-, 
and product-related). They found that 
agreeableness and conscientiousness were broadly 
associated with higher perceived value, neuroticism 
with lower value, extraversion with social approval 
and financial return, and openness with information 
transparency. The study helps explain polarized 
attitudes and suggests trait-informed design and 
marketing strategies for NFT products (Yang et al., 
2026). 

The third paper, “Immersive Onboarding: A

Design and Evaluation Study in Industrial VR 

Training” by Leonie Kopahs, Tamino Marahrens, 
and Matthias Schumann, shifts attention to training 
applications in industrial contexts. The authors design 
and test a digital-twin-based VR onboarding 
system for industrial training, treating onboarding 
as a socio-technical artifact. In a pre-post study 
with 63 participants, they reported nearly a 50-point 
knowledge gain (Cohen’s d = 3.29) and stronger 
engagement, orientation, and perceived clarity, 

while identifying usability issues and 
cybersickness. They offer practical design 
guidance (e.g., interactive tutorials, comfort 
navigation, multimodal feedback, performance 
tracking) for Industry 4.0 learning systems (Kopahs 
et al., 2026). 

Together, these contributions highlight how people 
learn and work, and assign value and meaning within 
digital environments. We hope this minitrack 
stimulates further dialogue and inspires new directions 
for research and practice in this rapidly evolving 
domain. 

References 

Buhalis, D., Leung, D., & Lin, M. (2023). Metaverse as a 
disruptive technology revolutionising tourism 
management and marketing. Tourism Management, 97, 
104724.  

Davis, A., Murphy, J., Owens, D., Khazanchi, D., & Zigurs, I. 
(2009). Avatars, people, and virtual worlds: Foundations 
for research in metaverses. Journal of the Association for 
Information Systems, 10(2), 1. 

Dincelli, E., & Yayla, A. (2024). Teaching case: Security and 
privacy implications of virtual reality applications in the 
metaverse: A case of development, security, and 
operations (DevSecOps). Journal of Information Systems 
Education, 35(3), 261-270. 

Dincelli, E., & Yayla, A. (2022). Immersive virtual reality in 
the age of the Metaverse: A hybrid-narrative review 
based on the technology affordance perspective. Journal 
of Strategic Information Systems, 31(2), 101717. 

Durneva, P., Ma, Y., Marakas, G. M., & Aguirre-Urreta, M. I. 
(2024). Virtual presence in immersive metaverse-
enabling environments: Being there, being with another, 
and being the actual self. AIS Transactions on Human-
Computer Interaction, 16(4), 481-516. 

Hendriks, P., Olt, C. M., Sturm, T., & Moos, C. C. (2024). 
Exploring team collaboration in the metaverse from a 
human capital perspective. Journal of Intellectual Capital, 
25(4), 686-710. 

Kopahs, L., Marahrens, T., & Schumann, M. (2026). 
Immersive onboarding: A design and evaluation study in 
industrial VR training. In Proceedings of 59th Hawaii 
International Conference on System Sciences (HICSS) 
2026. Maui, HI. 

Liu, Y., Mao, Q., Zhou, W., & Yan, J. (2026). Non-fungible 
token recommendation: An intent-aware hypergraph 
representation learning approach. In Proceedings of 59th 
Hawaii International Conference on System Sciences 
(HICSS) 2026. Maui, HI. 

Lowry, P. B., Boh, W., Petter, S., & Leimeister, J. M. (2025).
Long live the Metaverse: Identifying the potential for 
market disruption and future research. Journal of 
Management Information Systems, 42(1), 3-38. 

Lowry, P. B., Moody, G. D., & Chatterjee, S. (2017). Using 
IT design to prevent cyberbullying. Journal of 
Management Information Systems, 34(3), 863-901.

Page 4609



An empirical investigation of virtual world projects and 
metaverse technology capabilities. ACM SIGMIS 
Database, 42(1), 74-101. 

Özsoy, T. (2025). Unveiling the potential of metaverse in 
project management education. International Journal of 
Information Systems and Project Management, 13(4), 5. 

Seymour, M., Yuan, L. I., Dennis, A., & Riemer, K. (2021). 
Have we crossed the uncanny valley? Understanding 
affinity, trustworthiness, and preference for realistic 
digital humans in immersive environments. Journal of the 
Association for Information Systems, 22(3), 9. 

Shin, D. (2022). The actualization of meta affordances: 
Conceptualizing affordance actualization in the 
metaverse games. Computers in Human Behavior, 133, 
107292. 

Stephenson, N. (1992). Snow Crash. New York: Bantam 
Books. 

Suh, A., & Prophet, J. (2018). The state of immersive 
technology research: A literature analysis. Computers in 
Human Behavior, 86, 77-90. 

Sun, H., Li, S., Tseng, S. L., & Peterson, M. A. (2025). Virtual 

reality, mental models, and mindful decision-making. 
Journal of the Association for Information Systems, 
26(4), 1166-1196. 

Walenta, D., Hendriks, P., Jacquemin, P., & Gräf, M. (2026). 
New hires, new worlds: Metaverse onboarding and its 
impact on organizational socialization. In Proceedings of 
59th Hawaii International Conference on System 
Sciences (HICSS) 2026. Maui, HI. 

Wang, J., Mao, Q. A., & Yan, J. (2025). Behind the scenes in 
metaverses: exploring undercover role cooperations with 
cryptocurrency transactions through an intellectual 
capital lens. Journal of Intellectual Capital, 1-30. 

Wang, L., Lowry, P. B., Luo, X., & Li, H. (2023). Moving 
consumers from ‘free’ to ‘fee’: Addressing the vexing 
differentiation and fairness issues in the platform-based 
market of multiplayer online battle arena (MOBA) 
Games. Information Systems Research, 34(1), 275-296. 

Weinberger, M., & Holl, T. (2025). Metaverse business 
mechanisms from an intellectual capital perspective. 
Journal of Intellectual Capital, 1-21. 

Yang, X., Xi, N., & Hamari, J. (2026). Polarization of NFTs: 
Association between personality traits and perceived 
value of NFTs. In Proceedings of 59th Hawaii 
International Conference on System Sciences (HICSS) 
2026. Maui, HI.

 
Meta. (2021). Introducing Meta: A Social Technology 

Company. Retrieved from https://about.fb.com/news/ 
2021/10/facebook-company-is-now-meta/  

Owens, D., Mitchell, A., Khazanchi, D., & Zigurs, I. (2011). 

Page 4610




