THE METAVERSE AND
A MORE IMMERSIVE
ONLINE EXPERIENGE

Welcome to a day in the life of you. Future you, that is. You begin your
working day with a virtual team meeting—with realistic avatars of you
and your colleagues gathering in a virtual meeting space to discuss your
newest project. There’s a gorgeous mountain scene outside the meeting
room window, even though you’re in Birmingham or Boston, or wher-
ever you are in the real world. At lunchtime you go for a walk in your
local park and see a dog walker wearing a jacket you like. Your augmented
reality sunglasses tell you the brand, product name, and price. So, you
hop on your phone and have your shopping avatar—which matches your
measurements perfectly—“try on” the jacket in the store’s virtual chang-
ing room. (It looks great on you, by the way. You should definitely buy it.)
Back in your home office, you spend the afternoon collaborating with a
remote colleague on a new product design, exploring different options in
3D format, “walking around” the design to explore it from every angle and
manipulating it to your specifications in front of your eyes.

After work, you and your partner have your weekly virtual reality (VR)
tennis lesson. Then, because youre renovating your home, it’s time to
decide on a new bathroom suite. So, you head to the DIY store’s app,
which uses augmented reality (AR) technology to digitally place different
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bathroom suites in your room. You spend a happy half-hour “placing”
lots of different bathtubs, sinks, and showers in your bathroom, seeing
which fit and generally weighing up which look best. It's so much easier
than heading to the store with a measuring tape, as you did with your
first home. Later, you don your VR headset to catch up with a friend who
recently moved to the other side of the country, meeting in an online plat-
form and watching your favourite band play a virtual gig together.

Okay, maybe a day in the life of future you won’t be exactly like this. But
it’s a taste of what I mean by a more immersive internet—that is, an online
experience that is more realistic (seeing things in 3D rather than 2D, for
example) and generally more engaging. And at the heart of this immer-
sive, realistic, engaging internet lies a key concept: the metaverse.

How the Metaverse Will Change
Our World

I have a confession to make. I don’t love the term “metaverse”. It just makes
most people think of Meta (formerly Facebook Company). And for oth-
ers, they think it’s all just about virtual reality and living in a fantasy virtual
world, like in Ready Player One.

But the metaverse is so much more than that. Or rather, it will be. For me,
the metaverse represents the future merging of digital (i.e. online) activities
with virtual (i.e. simulated) worlds, and, yes, the physical world around us.
The metaverse will make the digital world and virtual experiences more
realistic, more immersive, and, dare I say, more human. Social media com-
panies, brands, employers, schools, and individuals will operate their own
virtual worlds where people can come and work, learn, game, exercise, or
just hang out. For this reason, I'd argue that the metaverse will end up big-
ger than the real world.

But the metaverse will also make the physical, real world around us
more accessible, exciting, and interactive. That’s a crucial point to
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understand—the metaverse isn’'t just going to revolutionize our experi-
ence of life online; it'll change how we view and interact with the real world
around us. Experiences in the real world will be more exciting because of
the metaverse. Whether it’s choosing a new bathtub, going on a walk, buy-
ing clothes, or whatever.

But I'm getting ahead of myself. What actually is the metaverse?

A beginner’s guide to the metaverse

The metaverse concept is all about persistent, shared virtual worlds. Mark
Zuckerberg, who says he’s been contemplating the metaverse since before
he came up with Facebook, describes it as an “internet that you’re inside
of, rather than just looking at”, which is a brilliantly concise description.
(Although it does neglect how the metaverse will influence the real world
around us.)

In these shared virtual worlds, we'll theoretically be able to do and be any-
thing we want. We can take on whatever personality or form we want, or
just be ourselves. We'll be able to work and socialize with people on the
other side of the globe in a way that’s more realistic and engaging than
Zoom calls or social media chats. We'll enjoy a better online shopping
experience. Gaming will be more immersive and realistic than ever. More
gigs will take place in virtual spaces. Students learning remotely will feel
like they’re in the lecture hall with their teacher. And so on, and so on.
Basically, thanks to the metaverse, more and more of everyday life will
take place in shared virtual worlds—and these worlds will feel much more
engaging and immersive than our current experiences of, for example,
going online, using social media, or VR gaming.

The concept of the metaverse has existed for a while. In the Matrix movies,
where humans are locked into a shared virtual world created by machines,
that’s essentially a (disturbing) depiction of a metaverse. The same with
Ready Player One (a book and film in which people take refuge from our
dystopian future world in a massive online role-playing game and virtual
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society, complete with its own currency), and the countless other stories,
movies, and shows where people spend their lives in virtual worlds. So, it’s
not a new concept invented by Mark Zuckerberg, despite Facebook’s clever
rebrand to Meta. (In fact, the term “metaverse” first appeared in Neal
Stephenson’s 1992 cyberpunk novel Snow Crash.) This is a concept that
society has been building towards for a while—ever since the emergence
of the internet, social media, virtual reality, and early attempts at creating
shared digital environments, like Second Life (the online 3D environment
where users engage in an alternative life and assume an alter ego).

Many experts—myself included—believe the metaverse will be integral
to the next evolution of the internet. It will be the next generation of
the internet.

If this all sounds a bit exaggerated, consider how many people have found
themselves living more of their lives online since the COVID-19 pan-
demic. We're becoming increasingly used to working, learning, shopping,
and socializing online. In recent years, the Fortnite gaming universe has
expanded so much it now hosts social events and huge concerts, featuring
stars like Ariana Grande. So, the idea of bringing all these strands together
as “the metaverse” is not such a wild leap after all. Sure, it’s not going to
happen overnight (more on this in Chapter 3), but it is going to happen.

Is this the same as the multiverse?

No, the metaverse isn't the same as the multiverse, although you’ll hear
both terms bandied around a lot these days.

In tech language, the multiverse is an ecosystem of many virtual worlds.
The Fortnite game is a good example of such a virtual world—one that’s
expanded beyond pure gaming to a virtual hub where people come to
hang out with others or be entertained. Platforms like Fortnite are part of
a new multiverse era that’s emerging in the tech world, largely driven by
gaming (which makes sense when you think about it, because the gaming
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industry has loads of experience of creating immersive virtual worlds).
According to TechCrunch’s Eric Peckham, “Multiverse virtual worlds will
come to function almost like new countries in our society, countries that
exist in cyberspace rather than physical locations, but have complex eco-
nomic and political systems that interact with the physical world”. But,
crucially, these virtual worlds in the multiverse aren’t (yet) interconnected.
They’re separate “countries” that you can visit, if you will.

The metaverse concept is different because it will be a persistent, shared
digital environment. You'll—in theory—be able to move from activity to
activity and environment to environment and take your avatar, prefer-
ences, and digital assets with you. So, while the multiverse is fairly discon-
nected, the metaverse will—in the future—offer a connected virtual world
with a unified user experience, whatever you're doing and wherever you're
going. So, if the multiverse is like a collection of separate virtual coun-
tries, the metaverse will be more like a virtual European Union, where
you can seamlessly travel from country to country, taking your one cur-
rency with you.

In the future, some or all of these disparate virtual worlds—such as
Fortnite—may well become interconnected parts of the metaverse. That’s
the ultimate promise of the metaverse.

Interoperability is key

Importantly, then, your future metaverse life won’t be limited to one plat-
form, like Facebook or Fortnite. Rather, it’s all about enjoying a shared,
continuous experience. So, you may move from an immersive VR game, to
a work meeting in a 3D meeting space rendered on your laptop screen, to
2D applications on your mobile phone (shopping, for example). But all
the while, you’ll be able to enjoy continuity between the different activities
and environments, in terms of your preferences, the avatar (or avatars)
you control, and the general user experience. In other words, your data
would carry over from area to area and activity to activity. The same with
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any digital assets you own (e.g. if you buy clothes for your digital avatar).
This “interoperability”, as it’s known in the tech world, is crucial to the
creation of persistent and shared worlds.

What about the physical world (and the human
experience, for that matter)?

Earlier in the chapter, I said that the metaverse will change the real world.
What do I mean by that? For the most part, I'm talking about the physical
world around us being “augmented” digitally, with AR technology.

If you've ever played Pokémon Go, where you see Pokémon charac-
ters around you in the real world, you get the basic idea of how AR can
enhance the real world around us. Another fun example is Google Search
with AR—if your phone has AR technology, try Googling “dinosaurs” and
you’ll be able to see AR dinosaurs appear in your room. The AR technol-
ogy that underpins Pokémon Go and Google’s augmented search function
will be a cornerstone of the metaverse. (I talk more about key metaverse
technologies later in the chapter.)

So, in the real world in future, you might wear AR glasses that display
digital information on the lenses as you walk around, or the apps on your
phone will overlay digital images on top of the real world. Or, say you work
on an assembly line in a factory, you might wear an AR headset that gives
detailed guidance on how to assemble components, overlaying images and
instructions over the top of what you see in front of you. When you walk
into a physical high-street store, AR mirrors will let you try on clothing
and see—in a realistic way—how they’ll look on you, without you having
to get undressed. (As an aside, in virtual online changing rooms, you’ll
be able to combine different items of clothing to try out multiple outfit
combos before you buy, just as you would in a physical store. Hugo Boss
is already working on this.) In salons and beauty stores, you’ll be able to
virtually try on different shades of lipstick or hair colours or hair styles
before you take the plunge.

12
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So, when Mark Zuckerberg said the metaverse will be like being inside
the internet, he was absolutely right. But it will also be like bringing the
internet and virtual elements out into the real world, if that makes sense.

What will all this mean for us as humans? Will we end up living more of
our lives in virtual worlds and environments? Probably. But that doesn’t
mean virtual experiences will be any less meaningful than real-world
experiences. (According to a 2020 Ericsson survey, 70 percent of respond-
ents believe we will be able to create VR worlds that our brains can’t dis-
tinguish from real worlds by 2030.)' Many relationships start online these
days. Most of us are used to working or learning online to some degree or
other. Clearly, humans are not averse to experiencing life events online. As
the metaverse comes to fruition and this new vision of a “future internet”
evolves, our online and virtual experiences will become more immersive,
more engaging, more realistic, and—ultimately—more enriching. (There
are potential downsides to this, of course, such as trolling or online bully-
ing feeling more realistic, or someone experiencing harm in a VR environ-
ment.) I do believe we'll be able to find meaning and connection in virtual
worlds, just as we do in the real world. Meanwhile, thanks to technologies
like AR, we'll be able to move through the physical world around us in an
easier, more engaging way.

The Technology That Makes All
This Possible

I've touched on augmented reality, but let’s spend a little more time explor-
ing the technology that will make the metaverse possible.

Extended reality technologies

There are a few different technologies that sit under the extended reality
(XR) umbrella—in fact, I like to think of XR as a spectrum, where the tech-
nologies become more immersive the further along the spectrum you go.

13



THE FUTURE INTERNET

Virtual reality

The XR technology you've probably heard the most about is virtual reality.
It’s also the most immersive of the XR technologies. Strap on a VR head-
set and youre completely transported into a 3D, 360-degree, computer-
simulated world, whether it's walking on the Moon, visiting Ancient
Greece, or whatever. Meanwhile, the real world around you is totally
blocked out.

The gaming industry was an early adopter of VR technology, and is per-
haps still the first thing people think of when it comes to VR experiences.
But nowadays, many other industries are beginning to harness the pos-
sibilities of creating fully immersive experiences for customers and col-
leagues, for example, through virtual meetings, VR training sessions, or
VR experiences that tell a story about a brand, product, or ingredient.

Meta (Facebook) has invested heavily in VR since acquiring headset man-
ufacturer Oculus in 2014, and has made no secret of the fact that it sees
VR exploding way beyond gaming. One of Meta’s goals is to use virtual
environments, combined with the power of social media, to create shared
online spaces where people hang out and chat (or, really, do anything they
like—because pretty much anything is possible when you can create your
own virtual world).

But to enjoy such a VR experience, you need some specialist kit—at the
very least, a VR headset. (At the super-affordable end of the scale, you can
get a basic Google Cardboard VR viewer that, along with an accompa-
nying app, transforms your smartphone into a VR device, although this
will result in a less slick experience.) VR headsets generally include ste-
reo sound or come with earbuds to provide sound effects. Plus, there’s
head- and eye-tracking technology to track your movements (typically,
using laser points and infrared LED lights within the headset itself). The
good news is that VR headsets are getting lighter and easier to wear. For
example, you no longer need a heavy headset with lots of cables that
connect to a computer; instead, you can have a lightweight, standalone
headset or head-mounted display that doesn’t need to be plugged into
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a main computer. What’s more, new VR tech is being developed all the
time—think haptic suits that allow you to experience physical sensations
that accompany the VR experience; smaller, less obtrusive VR goggles;
and treadmills or boots that give you the feeling of really walking around.
Bottom line, VR technology will become more accessible and affordable,
and VR experiences will become slicker and more immersive. And all this
means VR will play a mainstream role in the future of the metaverse.

Augmented reality

At the other end of the XR spectrum we have augmented reality, which
I've already touched on briefly. For me, AR has the biggest potential in
the short term, because it doesn’t have to involve special kit like goggles
or headsets. In many cases, all you need is a simple smartphone, laptop,
or tablet. (Saying that, there are specially designed AR glasses, like Google
Glass, which will become more commonplace in future.)

In a nutshell, AR involves the projection of digital elements—such as
information, graphics, animation, or images—onto the real world, so that
the digital content being superimposed looks like it is part of the physical
world. I've already mentioned Pokémon Go as one example of this tech-
nology in action; those Snapchat filters that overlay cute animal ears over
your own are another basic example.

Because the digital element is superimposed onto reality, you're still very
much in touch with the real world in front of you (unlike, say, a VR experi-
ence, where the world created around you is entirely digital). Yet, thanks to
the AR projection, the real world has become enhanced—more informa-
tive, more entertaining, or more interactive, for instance.

Hybrid reality

Somewhere in the middle of the XR spectrum, we have what’s called mixed
reality or hybrid reality. Even experts argue over the definition of hybrid
reality, so I won't dwell on it too much, but suffice to say it typically involves
combining elements of VR and AR to enhance the real world around us
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without blocking it out. So, it's not quite as immersive as a full-on VR
experience, where you enter a simulated world and leave the real world
behind. But it’s a bit more involved than your basic AR experience or app.

XR will blur the lines between the real and not real

What I want you to take away from this section is that all of these XR
technologies will increasingly blur the boundaries between the real world
and the digital world. And this will be key to the growth and success of
the metaverse. As the boundaries become more blurred, we'll find our-
selves switching from a real-world experience (or an augmented real-
world experience) to something more immersive and back again, without
friction. Say, for example, you're taking a (real-world) holiday on a Greek
island. Using AR, you could point your phone at some impressive marble
columns and the information onscreen will tell you those columns once
formed the entrance to a site where mysterious ancient rituals were per-
formed. Flip on some VR goggles and you could then immediately step into
this world and move among the people of Ancient Greece! And because
the metaverse is all about shared virtual worlds, you hop on a chat and tell
your mum to get her VR goggles and meet you in Ancient Greece World
(or whatever it’s called), so she can share a little taste of your holiday.

Avatars

Another tech feature that will play a big role in the metaverse—or, at least,
parts of the metaverse—is the avatar. No, not James Cameron’s epic saga,
but a digital representation of you that will live in the metaverse and inter-
act with others.

Thinking about it, you could potentially have different avatars for differ-
ent settings, if you were so inclined. For example, you could have a smartly
dressed, recognizable avatar for your virtual work meetings. You could
have a completely different avatar (human, elf, kitten, whatever) for gam-
ing and hanging out with friends online. And you could also have a very
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realistic avatar that accurately reflects your real-world size and shape,
which you could use to virtually try on clothes.

Whatever form they take, and however realistic they become, everyone
seems to agree that avatars will be a core part of the metaverse experi-
ence. They will also play a key role in the interoperability that I mentioned
earlier—meaning you’ll be able to take your avatar with you from experi-
ence to experience. So, you'll be recognizable as “you” wherever you are
in the metaverse.

Head to my TikTok channel and you’ll see my digital avatar, or Bernard
Marr 2.0 as I call him. He looks and sounds almost exactly like me, but
he is in fact my digital twin—an avatar powered by artificial intelligence
(AI) and machine learning. He was created by a company called Synthesia,
using images and recordings of me stitched together with machine learn-
ing. Watch my TikTok videos and you’ll see Bernard Marr 2.0 presenting
them. I could present these videos myself, but having a digital avatar is
a really fun way for me to explain and demonstrate technical topics like
avatars, the metaverse, digital twins, machine learning, and more. And
as the technology evolves, he may even take on more and more of my
workload—giving lectures, for example. Your own digital avatar may, one
day, do tasks on your behalf.

Personally, I find the possibilities of hyper-realistic digital avatars very
exciting, especially when it comes to making the internet more immer-
sive, realistic, and engaging. The technology could, for instance, be used
to resurrect beloved past entertainers so new generations could enjoy
their performances as a virtual experience. The team from tech startup
Metaphysic—those AI whizzes famous for creating amazingly realistic
videos of fake Tom Cruise—even competed on Americas Got Talent,
bringing Elvis back to life on stage and making a synthetic (but super-
realistic) Simon Cowell sing. Imagine a future in which you could do kara-
oke with Elvis or relive Jimmy Hendrix at Woodstock in a way that feels
totally absorbing and realistic!
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If you fancy creating your own digital avatar, there are plenty of tools you
can try right now. For example, there’s Ready Player Me, which creates
tull-body, 3D avatars that can be exported into various different environ-
ments. Or you could use something like Bitmoji to create a cartoon avatar.

Digital twins

My avatar, Bernard Marr 2.0, is essentially a digital twin—a digital copy
that recreates the real me. But the concept of digital twins goes way beyond
my TikTok channel and is, in fact, one of the biggest tech trends around.

A digital twin is a digital model of something in the real world. It’s already
possible to create a digital twin of pretty much anything in the real
world—a building, a car, a component, a whole factory line, a city, a pro-
cess, a system . . . anything.

Currently, digital twins are mostly used to tweak and adjust variables to
study what happens, before making expensive changes to the real-world
object or system. A good example comes from the Los Angeles Depart-
ment of Transportation, which created a digital twin of the city’s transport
infrastructure to model the movement of micro-mobility solutions like
e-scooters and shared-use bicycles. The Shanghai Urban Operations and
Management Center has done something even more ambitious, building
a digital twin of the entire city, which is used to model 100,000 elements,
from refuse disposal and collection to road traffic. It also helped authorities
plan and react during the COVID-19 pandemic. Elsewhere, Tesla creates
a digital twin of each one of its cars, using sensor data from the real-world
vehicle and AT algorithms to predict where faults and breakdowns are most
likely to occur. This reduces Tesla’s costs in repairing and servicing cars that
are under warranty and improves the Tesla customer experience.

Digital twins are therefore an extremely useful (and low-risk) way of

experimenting with factors and predicting what is likely to happen with
the digital twin’s real-world counterpart.
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As the metaverse evolves, I believe we'll see digital replicas popping up
all over our shared virtual spaces. And the more digital twins we have of
real-world stuff (buildings, cities, products, etc.), the more components
the metaverse will have. We could meet with colleagues in a perfect digital
replica of our office building, or have our avatar test drive a digital twin of
a new car. In short, digital twins will make the metaverse feel more real.

Recognizing the current limitations of technology

We can already do exciting things with XR, avatars, and digital twins,
but it’s really important to recognize that all this technology has come a
long way in the last few years—and will continue to evolve rapidly. What
I mean by this is, don’t judge the future potential of the metaverse—how
immersive it will be, how engaging it will be, and so on—based on what we
can see and do with today’s technology. This is just the start of all things
metaverse. Existing technologies will advance and new technologies will
emerge to bring this vision of a future internet to life.

Think back to the very first websites. They were Basic with a capital B. If
I'd judged the entire potential of the internet on those early examples, I'd
have been embarrassingly wrong. The metaverse is at the same stage as
those very first websites, so we must all cut it some slack and maintain an
open mind about the amazing things to come.

Who’s Working on the Metaverse Already?

If we're truly going to have this shared, connected metaverse, it’s going
to take a lot of work from some of the world’s biggest organizations.
Already, many companies are positioning themselves as big metaverse
players and developing platforms that will (ultimately) form part of the
metaverse.

Meta is the obvious one. Changing the name from Facebook to Meta was
a clear sign of how important Mark Zuckerberg feels the metaverse will
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be in future. One of Meta’s metaverse-related projects is Horizon Worlds,
a collaborative virtual worlds platform where users can come and play,
explore, and create.

Tech company Nvidia has taken an approach aimed firmly at profes-
sionals with its Omniverse platform, a creative metaverse platform for
design professionals that allows creatives to design collaboratively in 3D
in real time.

I've also mentioned Fortnite, the wildly popular online game by Epic
Games. The game’s creators were quick to realize its full potential, and by
holding live music concerts and other events (e.g. movie trailers and music
debuts), Fortnite has rapidly become a virtual world in its own right.

Also in gaming there’s the Roblox platform, which has more than 50 million
daily users. Here, anyone can create and monetize their own game worlds,
which all exist within an interconnected universe. Brands like Nike, Ralph
Lauren, and Vans have all used the platform to set up virtual worlds where
users can interact with their brands. Vans, for instance, set up a virtual
skatepark!

Then there’s The Sandbox, which started as a mobile game but was later
ported to the Ethereum blockchain—making it one of the first decentral-
ized metaverse platforms. The Sandbox allows users to build 3D items
(e.g. characters or vehicles) that are then turned into NFTs (blockchain-
based, non-fungible tokens) that can be traded and sold via the platform’s
built-in marketplace, in the platform’s own currency, SAND. Here is
where the immersiveness of virtual worlds and decentralized tools like
blockchain and NFTs collide, allowing users to own virtual assets in their
virtual world. You can even buy parcels of land. Snoop Dogg has made
his online home in The Sandbox, and a plot of land with a prestigious
neighbour like him could set you back millions of dollars (the most expen-
sive piece of land in The Sandbox went for $4.5 million). The creator of
The Sandbox believes that, in the future, people will even have jobs and
earn money in the metaverse, doing jobs that don't exist in the real world.
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All things considered, The Sandbox is probably one of the most advanced
metaverse platforms out there, giving us a real glimpse of a truly persistent
virtual world.

Decentraland is another decentralized metaverse platform—kind of like a
cross between a game and an experiment in creating a digital, decentral-
ized democracy. It comes with its own currency (MANA), and, just as in
The Sandbox, you can buy your own plot of land, although it’ll cost you at
least $10,000.

This notion of decentralized virtual worlds will be an important facet
of the metaverse (or parts of the metaverse, at least)—meaning not all
of the metaverse will be controlled by giants like Facebook. Worlds like
Decentraland and The Sandbox will ultimately be built and managed by
the users, with rules being set down in smart contracts and enshrined in
blockchains. In other words, stakeholders (users, landowners, owners of
the platform’s cryptocurrency) will decide how their metaverse environ-
ment is run. Read more about the decentralized nature of the future inter-
net in Chapter 2.

What remains to be seen is how these separate metaverse companies will
collaborate to build a truly connected, shared metaverse, where people can
seamlessly move from one experience or platform to another, taking their
avatar and digital currency with them. It's a problem Mark Zuckerberg
and the other leaders in this space will have to work out if they want us to
spend more and more of our time in these virtual worlds.

What Will the Metaverse Mean

for Businesses?

With companies like Vans building a virtual skatepark and real-world
artists performing in virtual worlds, it should be clear by now that the

metaverse holds a lot of potential for brands to connect with their audi-
ence, sell products, and find new advertising opportunities.
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Some of the obvious opportunities include things like sponsorship of
virtual events, providing virtual experiences for customers (like that
Vans skatepark), or creating digital-only products that exist purely in the
metaverse (digital cars,homes, clothes, designer furniture, etc.). McDonald’s
is, according to patents filed, preparing to create virtual restaurants where
people can hang out and order food to be delivered to their (real-world)
home. Nike has its own metaverse space called Nikeland (based on the
Roblox platform) where fans can socialize, buy digital products, and enjoy
brand experiences such as appearances by sports stars. These examples
give us a taste of how brands will show up in the metaverse and use it to
drive their business forward. (You’ll find many more examples from vari-
ous industries in Part II.) It may even be possible, in the future, to create
virtual experiences on the fly that are personalized to each individual cus-
tomer, according to their preferences.

Companies may also want to prepare for a future in which employees work
and train in the metaverse, in virtual co-working spaces, for example. And
of course, there will be new ways to collaborate on projects virtually in real
time, especially for creatives.

I remember in the early 2000s even some big brands saying they didn’t
need a social media presence, and now every business—big and small—is
on social media. The same is going to happen with the metaverse. Which
means any business that wants to stay competitive should start making
plans for the future internet now. Read more about how to prepare your
business in Part III.

Key Takeaways

Let’s finish up this chapter with some final key takeaways.
e The metaverse—persistent shared virtual worlds—will change how

we experience the internet, making it much more immersive, real-
istic, and engaging. But it will also change how we move through
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the real world. The metaverse will be like being inside the internet,
but it will also bring the internet and digital elements out into the
real world.

The metaverse will be driven by extended reality technologies
(largely VR and AR), as well as avatars and digital twins. And all this
technology will increasingly blur the boundaries between the real
world and the digital world.

We mustn't judge the future potential of the metaverse based on
what we can see and do with today’s technology. This is just the start.
Metaverse technologies will advance dramatically over the coming
years and new technologies will arise.

There’s no doubt in my mind that the metaverse is the next iteration
of the internet.

For businesses, the metaverse is where brands will connect with
their audience, sell products, grow their reach, and more. It’s vital
organizations prepare for this new immersive future internet now.

Importantly, not all of the metaverse will be controlled by tech giants
like Facebook. Parts of the metaverse will be made up of decentral-
ized platforms and virtual worlds that are run and shaped by users.

We can't talk about the metaverse without talking about web3, the third
generation of the internet, which incorporates concepts like decentraliza-
tion, blockchain, and NFTs—concepts I've briefly touched on in this chap-
ter. So, let’s explore these notions in more detail and see how the internet
is evolving in its third phase, web3.

Note

1. What if the tech singularity is a reality explosion?; Ericsson; https://www

.ericsson.com/en/blog/2020/2/tech-singularity-merged-reality
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