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Figure 2. Nike land avatar.
Captured by the author.
(October 31, 2022)

Figure 1. Nike land
showroom facade.
Captured by the author.
(October 31, 2022)
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Figure 4. Puma digital
fashion inventory.
Captured by the author.
(October 31, 2022)

Figure 3. Puma game pet.
Captured by the author.
(October 31, 2022)
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Figure 9. Curry Flow 9.
From Rumble Kong League.
(2021). From Coincode. (2021).

Figure 10. Curry Flow 9
platform image.
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Game mechanism

Sportswear brand Metaverse
gamification strategy

Sportswear brand Representative example _—
Metaverse gamification type

Nike
I - Puma
Came ethonie Platform central management foundation Xy
Serious game Adidas
Blockchain based i Under Armour
Funware

Edutainment

Hyper Sports Club

Provide opportunities for sportscation

-Extraordinary spatial experience
-Extraordinary bonding experience

Provide edutainment content

- Product Information Content
-Exercise Information Content

| Nike Delivering customized products
Standalone NFT based Adidas
- Customization for self-identity
New Balance - Customization that reveals individuality and wit

Figure 17. Strategy flow chart presented in this study.
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Abstract

Consumers who felt pleasure offline are paying attention to the metaverse, which allows them to experience a
similar experience online as offline. Even in the fashion industry, the metaverse is emerging as a new trend, and
continuous research is needed to provide new experiences and information to consumers and to increase immersion
in a virtual world similar to the real world. Therefore, this study aims to analyze the types of gamification shown
in the metaverse platforms of sportswear brands and derive strategies based on the theoretical consideration of metaverse
and gamification. As a research method, a theoretical consideration of the metaverse as gamification was conducted
through preceding research, and a case analysis was conducted by dividing the types of gamification that appeared
in the construction of the metaverse platform of sportswear brands. This study only focused on and analyzed sportswear
brand cases using the Metaverse platform. As a result of the study, the metaverse platform appeared as a kind of
background gamification, and as shown in the correlation between sports and games, it was found that sportswear
brands are actively using the metaverse platform in the fashion industry. Through theoretical consideration, metaverse
platforms were classified into three types, and it was found that most of them were establishing a P2E strategy by
borrowing a game method. Furthermore, through the case analysis of a total of seven brands, it was possible to derive
three gamification strategies that appeared in the metaverse platforms of sportswear brands. Through the analyses on
the methods and types of gamification, strategies were presented to provide opportunities for sportscation, edutainment
contents and customized products. Reflecting the needs of consumers, various sportswear brands are continuously
developing metaverse platforms. This study is expected to be helpful for devising a variety of strategies by sportswear
industry on the metaverse platforms and conducting follow-up studies on digital sportswear.

Key words : metaverse platform, sportswear brand, gamification, P2E






