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Abstract

In the social metaverse, which provides a collective shared space where virtual and real worlds converge, users can engage in
social, cultural, and economic activities through various interactions and emotional exchanges. In this paper, we explore jealousy
among the emotions that users feel in the social metaverse and discuss the triggers of digital jealousy. This study, based on a
literature review of real-world jealousy and digital jealousy, analyzes the emotion of jealousy in the metaverse in terms of
cognitive, emotional, and behavioral domains and proposes five methods to measure it. This approach provides a foundation for
more systematic and comprehensive research on jealousy occurring in metaverse environments.
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Table 1. Comparison of jealousy in eastern and western cultures
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Triggers Triggered by societal roles, mqintaining faces, and social Frequently triggered by romantic relationships, social
expectations status, and personal success
Expression Expressed more covertly Expressed more overtly
Emotions Linked with loss of face and shame Linked with self-esteem
Social norms More suppressed More permissible
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Table 2. Real-world jealousy and digital jealousy
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Context Occurs in the real world Occurs in online interactions
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Impact Direct confrontations and discussions about the issues Increased surveillance, monitoring others’ online activities
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* Evaluating jealousy by sentence

= This expression indicates jealousy and envy.

1) “I'm so jealous of that person’s new virtual item.”
= The word “jealous” clearly indicates jealousy.

2) “I heard that my friend got a special reward at the event, and I want it, too.”
= The expression ‘I want it, too” indicates jealousy and desire.

3) “I don’t understand why he’s always the center of attention.”

T2 1. st BAE 23 IT 2 Ble| 7ks oAl
Fig. 1. Example of evaluating jealousy in a single sentence

* Evaluating jealousy in a multi-turn conversation

a lot of money on virtual items.”

“1) That person I saw at the Metaverse party today had a really cool new avatar. 2) I'm still using my default
avatar, but he/she bought a bunch of expensive items to decorate it. 3) Everyone was busy complimenting
it. 4) [ want to get that kind of attention, but I don’t know if I can. 5) And I don’t know if it’s right to spend

= 1) expresses jealousy of the new avatar (0.8); 2) shows jealousy when comparing him/herself to another
person (0.7); 3) shows jealousy of other people’s praise (0.9); 4) shows a desire to be noticed and recognized
(0.6): 5) indicates jealousy along with concern about financial burdens (0.5).

J2 2. HZE e 2ES0| 2F UE Wil 7ksY oAl

Fig. 2. Example of evaluating jealousy in a multi-turn conversation
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of jealousy. For instance;

= Low Digital Jealousy Score (0.2)

avatars complimenting Avatar A.

B High Digital Jealousy Score (0.8)

= Medium Digital Jealousy Score (0.6)

B Most frequent use of facial expressions/gestures: jealousy and annoyance.

« Situation: Suppose that several users (avatars) are attending in an event in the metaverse. At this event, sev-
eral avatars interact with each other, and the behavior and expressions of some avatars may cause feelings

 Avatar A arrives at the event with a new, expensive item. He/She actively interacts with other avatars in
the center of the event. He/She receives all the attention and compliments from other avatars.
B Most frequent use of facial expressions/gestures: laughter and happiness.

« Avatar B arrives at the event with only basic items. He/She spends time alone in the corner, watching other

» Avatar C arrives at the event with moderate items. He/She tries to interact with Avatar A, but doesn't get
much attention. He/She hears other avatars praising Avatar A, sometimes with a displeased face.
B Most frequent use of facial expressions/gestures: laughter, jealousy, and annoyance.

T8 3. ofHlEt HE EMe S5t AF ZH Ul 7HsY oAl
Fig. 3. Example of evaluating jealousy based on avatar behavior analysis
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e Avatar A
- Consumption pattern: Frequent purchases, usually of expensive items.
- Frequency of economic activity: Trades several times a day.
- Characteristics: High frequency of participation in events, active interaction with other users.
= Expected to have a high Digital Jealousy Score based on high frequency of purchasing expensive items
and high level of economic activity.
» Avatar B
- Consumption pattern: Purchases low-value items intermittently.
- Frequency of economic activity: Trades only a few times a month.
- Characteristics: Participates in events less frequently and interacts less with other users
= Predicted to have a low Digital Jealousy Score based on intermittent purchases of low-value items and
low frequency of economic activity.
» Avatar C
- Consumption pattern: Purchases items in a wide range of prices, with a recent increase in purchases of
high-priced items.
- Frequency of economic activity: Trades on a weekly basis.
- Characteristics: Showing interest only in certain categories.
= Predicted to have a moderate to slightly high Digital Jealousy Score based on consumption patterns and
recent increase in purchases of high-priced items

T2 4. 7t ZH g3 FHE E8 ZF U Witel Jksy oAl
Fig. 4. Example of evaluating jealousy by tracking virtual economic activity
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