e b L » = RRBFHRR AL
Economics and Management Strategy Studies ZUFHEFINIEHIFT 2024 45 25 2 # C Future Science Press

“RFE" SR 25T IR E R SHt Ak
SLE
TSRS (HR =28 730050)

% E: EEERARNIELRE, TTFHE (Metaverse) IEZM A AR R ATUSAVHT NS, ASCRARN T I0F 8 A X
PR AT SRR S PRk, B, O TOTTFEHAINES, BORERM N E FR A A ORI AR BRI, HR, I = AT
5%, Wl Roblox, Axie Infinity 5%, /R 7 ICFH AN W KA R AREATF R FN, f5H 7TFHEZRFRIPE,
CFERORMERRL, TREERL. 1CBREE R DA P R AR 2 R, &, 1R H TN RO T B PR asRg, xR
KAVRRITIAEAT T IRE, AN SENFERUVAIREE, SATTRBENBERFIEERESE, UMEHTFHtoRmIERE, fIi
Bk o

R TTTE,; Bk, SRS, RPRE; BoRPki; BdEge; Ml RZEI0T, RokRRR

The concept of "metaverse" reshapes and challenges the economic strategy of the game industry

Yan Mingyuan
Lanzhou Institute of Technology, Gansu Lanzhou 730050, China

Abstract: With the rapid development of information technology, the Metaverse is gradually becoming a new hot spot in the field of
technology and business. This article delves into the reshaping and challenges of the metaverse to the economic strategy of the game industry.
Firstly, the concept and technical basis of the metaverse and its impact on game content creation and user interaction are analyzed. Secondly,
through case studies, such as Roblox, Axie Infinity, etc., it shows the new business models and economic systems that the metaverse has
brought to the gaming industry. At the same time, the challenges in the development of the metaverse are pointed out, including technical
difficulties, laws and regulations, ethical and moral issues, as well as user privacy and data security issues. Finally, the strategy of the game
industry to cope with the challenges of the metaverse is proposed, and the future development direction is prospected. This article aims to
provide a reference for policymakers, technology developers, and policymakers in the game industry to promote the healthy and sustainable
development of metaverse technology.
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