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			Preface
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			The term “Metaverse” is suddenly everywhere, from the front pages of national newspapers and the latest fashion trends to the plans of the most powerful companies in history. It is already shaping the policy platforms of the US government, the European Union, and the Chinese Communist Party.

			This book is a modest attempt to help students understand the value and importance of the Metaverse and tell what, exactly, the Metaverse is? As pioneering theorist and venture capitalist Matthew Ball explain, it is a persistent and interconnected network of 3D virtual worlds that will eventually serve as the gateway to most online experiences and underpin much of the physical world. For decades, these ideas have been limited to science fiction and video games. Still, they are now poised to revolutionize every industry and function, from finance and healthcare to education, consumer products, city planning, dating, and beyond.

			Through this book, we have tried to cover all the major methods and techniques of Metaverse. Metaverse is the new buzzword taking over the internet. This term has been capturing the attention of everyone, including the top tech companies’ CEOs, such as Mark Zuckerberg. It has the potential to shape our future by creating advanced immersive and interactive digital experiences. But what is it? Why is it on everyone’s minds? Will it be the next revolution of virtual reality?

			The book is written in simple language so all can understand it. Each topic is thoroughly explained using images and proper description. We hope you will understand the concept.

		

		

		

		
			
				
				

				
				

			

		

		
			Content

			01. The Metaverse

				1.1 Introduction	1

				1.2 Why Is Metaverse Important?	4

				1.3 How does the metaverse work?	5

				1.4 What are the commercial applications of 

				1.5 What is a Facebook metaverse	7

				1.6 Other metaverse platforms	9

				1.7 AR and VR form the metaverse	11

				1.8 Three phases of the Metaverse 	12

				1.9 How to build the Metaverse?	13

				1.10 Who Else Can Build A Metaverse?	18

				1.11 How Do Brands Get Into The Metaverse?	25

				1.12 What is the future of the metaverse?	26

				1.13 Summary	26

				1.14 Inquiries	27

			

			02. Metaverse and Artificial Intelligence

				2.1 Artificial intelligence	29

				2.2 What is Metaverse and Why Does It Require AI?	30

				2.3 What are the uses of AI?	31

				2.4 Challenges Around AI in Metaverse	32

				2.5 What are the different types of AI?	33

				2.6 So, how does Metaverse use AI?	34

				2.7 Applications of AI 	36

				2.8 Challenges of AI use in the Metaverse	38

				2.9 Is the output created by AI illegal?	41

				2.10 Is AI-created content copyrighted? 	44

				2.11 Should AI copyright be based on creativity?	45

				2.12 Code of conduct	46

				2.13 Scope of bias in systems and outcomes	47

				2.14 What’s next?	49

				2.15 Summary	52

				2.16 Inquiries	52

			03. Metaverse: The Next Internet Revolution

				3.1 What is Metaverse?	55

				3.2 Why is Metaverse the future of the internet?	57

				3.3 Who will benefit from Metaverse?	59

				3.4 Metaverse and its future	59

				3.5 The Industrial Revolution	64

				3.6 The Future of Metaverse	69

				3.7 Sector which uses metaverse	71

				3.8 The future of work	72

				3.9 Summary	74

				3.10 Inquiries	75

			04. Internet - The magic box

			

				4.1 Introduction	76

				4.2 A quick look at the background	76

				4.3 Qualities of Powerful Metaverse	77

				4.4 Sounds	78

				4.5 Touch	79

				4.6 Gestures and expressions	81

				4.7 Introduction to 3D Dimension	81

				4.8 Ubiquity	83

				4.9 Levels make it easy to work together	85

				4.10 Specific possibilities of a metaverse	89

				4.11 Metaverse and Sustainability Studies 	96

				4.12 Refresh History	98

				4.13 Tourism and Exploration of Unknown Lands	98

				4.14 Summary	98

				4.15 Inquiries	99

			05. Data Privacy and Security in Metaverse

				5.1 Data protection and privacy	101

				5.2 Legal Considerations in Metaverse	102

				5.3 What are the implications of data privacy 

				5.4 Determining who is responsible and what 

				5.5 Data sharing required for metaverse 

				5.6 Determining which human rights apply, who 

				5.7 AdTech and metaverse	109

				5.8 Metaverse-proof game tech	111

				5.9 Risks of developing exploitation in the 

				5.10 Summary	115

				5.11 Inquiries	115

			

			06. Privacy in a Parallel Digital Universe

				6.1 Legal Considerations in Metaverse	117

				6.2 What is the future of your Privacy in the 

				6.3 Change the way you think about your privacy	120

				6.4 Content licensing	120

				6.5 Key challenges	121

				6.6 Different views	124

				6.7 Important industries 	124

				6.8 Communication forum 	125

				6.9 What you can do to prepare yourself	126

				6.10 Summary	126

				6.11 Inquires	127

			07. Revolution of metaverse-How when what

				7.1 Introduction	128

				7.2 How does Blockchain Technology support 

				7.3 How Important Are Cryptocurrencies to 

				7.4 how the metaverse can be monetized	132

				7.5 How Will Businesses Trading on Metaverse?	133

				7.6 Understanding the Role of NFTs, Crypto, 

				7.7 How to Buy a Metaverse Place? 	138

				7.8 Why is Metaverse the future?	139

				7.9 What industries will Metaverse disrupt?	140

				7.10 Summary	143

				7.11 Inquiries	144

			08. Entertainment and Media in The Metaverse

				8.1 Introduction 	145

				8.2 What Does Fun Look Like in Metaverse?	146

				8.4 Media Psychology Holds User Engagement Key	147

				8.5 Advertising	148

			

				8.6  The metaverse – advertising’s next frontier	150

				8.7  5 Opportunities for Advertisers	151

				8.8 Birth of metaverse	152

				8.9 Business in the metaverse	153

				8.10  Marketing in the metaverse	154

				8.11 The Metaverse: A New Frontier For 

				8.12 Summary	157

				8.13 Inquiries	157

			09. Role of Blockchain and Cryptocurrency

				9.1 Introduction	159

				9.2 Importance of Cryptocurrencies?	160

				9.3 Cryptocurrency Pre-Hodling Strategies	162

				9.4 Why Cryptocurrencies Work	163

				9.5 What is Blockchain?	164

				9.6 Basic Understanding	165

				9.7 Advantages and disadvantages of 

				9.8 Possible use	167

				9.9 Impact of Investment	168

				9.10 What is Bitcoin?	169

				9.11 Publicly, Blockchains are Unauthorized	171

				9.12 What Is Common In Blockchain Technologies?	172

				9.13 What is the difference between a 

				9.14 Differences between blockchain and 

				9.15 What is the difference between a 

				9.16 What Are Blockchains For?	177

				9.17 Private blockchains	179

				9.18 Remarkable Private Blockchains	181

				9.19 The role of Blockchain and Crypto in 

				9.19 Who are the metaverse players in 

				9.20 Where Can You Buy These Metaverse 

				9.22 An overview of blockchain usage cases in 

			

				9.23  Metaverse and Web 3.0: are they the same?	190

				9.26 Summary	191

				9.27 Inquiries	192

			10. Remembering in the Metaverse: Preservation, Evaluation, and Perception

				10.1 Motivation and Framework	194

				10.2 Electrical memory	195

				10.3 From Internet to Metaverse	198

				10.4 Internet Impact On Other Technologies	200

				10.5 Preservation: PEVIAR	205

				10.6 Digital Preservation Issues	207

				10.7 Evaluation - Harvesting a Community Graph	209

				10.8 Sight - Mix Reality Interfaces	211

				10.9 Mixed Reality: Reality and Reality	213

				10.10 Fundamentals of Technology	214

				10.11 Summary	216

				10.12 Inquiries	217

			11. The Metaverse & Insurance

				11.1 Introduction	219

				11.2 Impact on the Insurance Sector	220

				11.3 Competitive Competition	221

				11.4 Power Supplier	222

				11.5. Meta and Metaverse Problems	223

				11.6 The Truth About Controversy	227

				11.7 Risk Management 	228

				11.8 No Pixilated Or Pixel OK, But Worth Paying 

				11.9 Metaverse and Stability Studies	232

				11.10 The meta-impact & meta-level space	234

				11.11 Summary	235

				11.12 Inquiries	235

			

			Glossary 	237

			Index241

		

		

		
			Chapter 1. The Metaverse

			1.1 Introduction

			A combination of Personalized and Realistic objects in a shared online environment. The mirror world is a virtual object space where users can interact with a computer-generated environment with other users. 

			A future version of the Internet is also available regardless of whether you are logged in. It is an ongoing process where you can achieve change, live, and come back. It will be accessible to all of our various computer platforms, VR, AR, PC, mobile devices, and game consoles. Its ecosystem considers user-focused features, including image, content creation, virtual economy, social acceptance, security and privacy, trust, and accountability. 

			Metaverse can be defined as a real-time multi-user space where people worldwide can connect, live together, connect with people, and exchange value. What sets Metaverse apart from the traditional multiplayer feel is the players’ ability to create and share content to shape the world around them with persistent settings. 

			World of Warcraft has operated through the virtual and digital Metaverse in the digital and visual economy for decades. Now, why do you need Metaverse? Marketing and communications professionals need to pay attention to Metaverse because it is the next frontier of online interaction, just as social media is changing the nature of online marketing. It opens up opportunities for limited business ideas in our current reality. Activities such as video conferencing, Cryptocurrencies, email, virtual reality, social media, live streaming, artificial intelligence, Blockchain, Computer vision, etc., are all part of the Metaverse.

			People can communicate, play, do business, communicate with others, and much more. Metaverse will bring great opportunities for individual creators and artists. It assists people who want to work and have homes away from modern urban areas as well as people living in areas where educational or recreational opportunities are limited. 

			People will be able to access the Metaverse with full virtual reality or interact with parts of their physical space with the help of additional and mixed reality. Imagine holding your business meetings and interviews in a virtual office, not with a zoom or webcam. Imagine trying luxury clothing in your home while shopping — the next big thing to work on is communication devices and Metanomics.

			Metanomics The ideas above are great, but what can you do as a project owner, business owner, or individual. Metanomics is a study of economic control and business models of Metaverse. And it is a study of how real estate businesses can use the land as part of their strategy. Metanomics involves using virtual worlds like laboratories to study real-world businesses or policy issues when we dive deeper. You can be using metaverse right now and not know it. 

			Consumers often buy digital goods for the same reasons they buy material goods. Status recognition and compliance with a specific small group or community, price estimates, and potential benefits. Visual fashion, avatar skins, real houses, houses, and cars will fit in Metaverse. Netvrk, one of the top crypto metaverse projects, has been catching car sales recently and sold like hotcakes. Since NFT does not indicate the intention to reduce popularity if you can create quality content and market it, there are no limits to what you can achieve in Metaverse. 

			Visual works will be considered in Metonymy. Other examples could include metaverse consultants, real estate developers, car and building rentals, avatar designers, and a thousand other topics. Companies must shift their marketing strategies from an online platform to a virtually shared economy. Projects like messengers come to mind. Consider a billboard like the New York Times square with its decentralized board. Some may argue that Metanomics is a hedge unlike real-world events, and Metonymy may be the purest form of capitalism driven entirely by the power of the free market by the Meta community. Also, the simplicity that crosses the property border may appeal to those who wish to park in the capital. Let’s dig a little deeper. 

			People will go to brands in Metaverse because they feel connected, not because they need a product or service. You need to empower your customers to naturally rely on experience while selling a product or service. Check out these great examples overnight with Travis Scott, and the artist has made $ 20 million in real estate. Compared with the 1.7 million records he had overnight in his Astroworld tour and less than 40% of what he reported on the 53.5 million tours. Artists with small fans still have the opportunity to set up events in the visual world to drive digital album sales and increase streaming and digital commemorative assets. Yes, the idea for a decade-old concert t-shirt can now be NFT or game skin. Although you used to play fun games and hobbies in the past, now you can invest and start making money. I will have the courage to say that the new tech-savvy generation will move away from the old education system and regular student activities and instead add a good life from Metaverse and enjoy it. 

			

			At a global economic forum, one gentleman said that robots could do more work, and we would see the emergence of a class of unemployed people. In contrast, one economic zone closes a normal, exciting job with many opportunities and opportunities that open up AI and the web for free. Currently, there are influences on the AI communication platform. 

			Metaverse will now be empowered, completed, and based on artificial intelligence. Tools like AI that read and understand the audience can be the key to enhancing Metaverse as a game. Accepting this practical approach in the metaverse means. Accepting this practical approach in the metaverse means it combines three elements. First, technology allows digital content to be embedded in the real world. This is similar to the unpopularity of taxpayers we see (AR). 

			A simple example is the popular smartphone game Pokémon Go, though this technology will be improved in the next repetition of a comparison. First, digital content is integrated with the real world. Second, Metaverse uses a hardware device that makes the real world interactive. Third, digital content is used so that users can control the displayed content approximately and engage with it in the real-life environment. Third, of course, information about anything and everything in the body land (e.g., location, store, or product) as well user information (such as user schedule, location, habits, and interests). This information will be found online and machine learning about daily user actions. A simple example of device learning based on the daily activities of the users Siri (for iOS) and Alexa (for Amazon). Real-time information is available quickly and almost through the device has entered the visible area to improve user experience, while background data is compiled and used. 

			A straightforward but less inappropriate approach to understanding the metaverse use of real-world features in the online environment is the same way digital content can be used in the real-world, a metaverse environment can work in real-world features in the visible area. For example, actors’ interaction in the playground can go near visual London or New York City; I see digital images of streets and real buildings. You can visit a virtual Apple store to browse and purchase digital images of Apple products that can be brought, in real life, to you a real home. In most cases, this could be only an extension of what we know today as usual e-commerce. 

			However, as visual technology and design power are enhanced - driven by very powerful game engines such as Unreal or Unity - brands can build metaverse areas that not only replicate the real-life experience but can improve it. 

			There may be no line outside the virtual Manhattan Apple store when a new product is introduced. The idea of duplicating virtual realms in the virtual world is not new. After all, the Second Life is still there. However, modern playgrounds have moved the metaverse beyond the clunky, socially perverse. Usually, the most common avatar-limited 3D block worlds, the beginning of the century, have been completely new, constantly emerging online residential areas to create. 

			An important difference between metaverse then and metaverse now belongs to the user’s creative ability. Games like Minecraft, Roblox, and Fortnite have changed how we think about being online. 

			

			Parents wonder why their children spend so much time together in these dynamic worlds, and the answer is no; the games themselves are also attractive products very well organized. Rather, it is because people are like that, negotiation, creative and fun. 

			It’s perfect that small industries have changed and exist near these lands; people are paid in the real world to build virtual products at Minecraft. Rock stars of real-life fall on one another’s other creations and designs around Fortnite. Millions of people participate in events that only happen to these metaverse areas. 

			1.2 Why Is Metaverse Important?

			Even if the Metaverse lacks the subtleties of science fiction novels, it may still generate billions of dollars in value as a new computer or content media. But in its fullest sense, Metaverse becomes the gateway to many digital experiences, a major component of all physical, and the next great workforce platform.

			The number of key participants, if not the driver, of such a program is obvious - there is no Internet “owner” today. Still, almost all leading Internet companies are listed among the top 10 most important public companies. And if Metaverse really does work as a “successor” on the web - only this time when there is even greater access, time spent, and more commercial activity - there could be significant economic growth. Regardless, Metaverse should generate a variety of similar opportunities as we have seen on the web - new companies, products, and services will emerge to control everything from payment processing to ownership verification, hiring, ad delivery, content creation, security, and so on. This would mean that many of today’s incumbents are likely to fall.

			Overall, Metaverse represents changing how we fear and make money with modern services. Over the centuries, the developed economy has changed as the labor shortage and retail space has grown and decreased. Under the Metaverse, potential employees who choose to live outside the cities will be able to participate in the “high value” economy through tangible activities. As more consumer spending shifts to tangible goods, services, and information, we will also see changes in where we live, the infrastructure we build, and who does what jobs. Consider, for example, “Gold Farming.” Shortly after the emergence of the game’s in-game trading economy, many “players” - often employed by a large company and often in low-income countries - would spend a working day collecting digital resources sold in or out of the game. These sales used to be for the highest-paid players in the West. And although this “function” is usually low, duplicated, and limited to a few applications, the variety and value of its “function” will grow as Metaverse itself does.

			1.3 How does the metaverse work?

			A device may be required to connect the user in the metaverse. This device may be paired with glasses, a head-mounted device with a camera a feature, or something new that we will see. Such devices are not essential to joining the metaverse; however, they can definitely increase self-esteem. The “Wear” device will connect the user to the metaverse by merging all elements and usable visual representations of things in real life. Applying this concept in everyday life, you get up in the morning, put on your glasses, and enter space. Sounds like a science fiction novel? No, indeed; after all, this was Google Glass initially intended. As you walk down the street, virtual information you can see and contact will appear. 

			Walking to the train station and receiving a virtual message notification of major train delays is possible. You can and choose to go the other way, which he will hurry - maybe by bus or dam. The interaction will mean that you can react to material things; everything is displayed in real-time, in front of you, in the physical world. Imagine you are Tony Stark. He is talking to you, your -personal-artificial intelligence (AI) assistant, who will find and show you the information you need almost in the real world. You can then view, click, or do something those things.

			While such a developed reality may be confusing, its basic features are already widely accepted through mobile technology. Your device is capable, he knows where you are and when. While visual communication can change over time, less power is needed to unite the physical and the real world; it lasted for more than a decade. In the online world only, the metaverse is active, providing an escape from the truth.

			Users can get started on what happened to them inside Fortnite, and they can live another life if they choose to. For years, recent major changes have been the introduction of the realities of life in this escapist paradigm. Do you want to watch a movie inside Roblox? You want to buy sneakers while playing Grand

			Automatic Theft? Want to see the latest live performance of a K-Pop band on TikTok? This commercial migration and online and offline communications, and increased interaction between virtual and real life drive the metaverse. So what are the marketing requests for metaverse, and who will benefit from it? The metaverse will change how we act, have fun, work, and live our lives. 

			Other potential market applications are discussed here, but there are business opportunities for participants in all sectors, from consumer-run industries, such as retail and events, to production, construction, and more. Buying items can be instantaneous. If you see a product in-store or in the metaverse, will you not need to open the app or touch your smartphone? Products can be purchased, and prices can be compared with one account and one place. This increase in communication means that goods will be easily accessible, and businesses will be able to sell their goods worldwide no matter where the shops are

			1.4 What are the commercial applications of 

			the metaverse, and who will benefit from it?

			

			The metaverse will change how we act, have fun, work, and live our lives. Just something that could be sale applications is discussed here. Still, there are business opportunities for participants in all sectors, from consumer-run industries, such as retail and events, to production, construction, and more.

			Buying items can be instantaneous. If you see a product in-store or in the metaverse, you will not need to open the app or touch your smartphone. Products can be purchased, and prices can be compared with one account and in one place. 

			This increase in communication means that goods will be easily accessible, and businesses will be able to sell their goods worldwide no matter where the shops are. Accessibility, speed, and business interaction and the celebrities will increase greatly, and the great one’s opportunity for cooperation. Buyers will know to interact with products directly. 

			User communication will be high, which may have a good sales impact if used properly. Product exposure and celebrities will increase, and there may be the ability to own or sell a physical property in a metaverse. Emphasis will be placed on digital assets such as non-affidavit tokens (NFTs). Things can be sold very well because they are accustomed to old age. Sporty players can expect interactive experiences in the well-linked game world. 

			An item or leather purchased in one place the game can be used in another game or sold. The public experience will also change as the virtual cinema changes to allow private viewing with friends. As we meet, work and engagement will change; new ways will be to make money in many different industries, especially the media, social media, technology, and marketing. 

			The intellectual property will be an important consideration as it will be different creative work methods. Ultimately, consumers will benefit more from the metaverse such as information, products, entertainment, and social media; the experience is improved and easily accessible. Hardware and Software Technology Companies development companies will dominate the technology market. 

			The need to provide hardware and software because the metaverse will increase significantly. Businesses will have the opportunity to make their own place metaverse. Brands and celebrities will have more exposure to a large audience. Ability to donate rich, highly targeted trade promotion and consumer experience will increase. And in the end, how can we forget? There will also be a need for legal advice due to legal uncertainty and regulations surrounding the metaverse. As we write, there is a great need for advice in areas such as data protection, privacy, and advertising laws - and this ensures the business’s intellectual property. Assets are protected as a physical and real-world meet. 

			This explosion of interest in ensuring that the laws of the real world are successfully interpreted in the visual world will continue to challenge lawyers and legislators for years to come.
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			Figure 1.1  Application of metaverse

			The word “metaverse” is a portmanteau of two words, “meta-” and “verse”. The word “meta” is the origin of the Greek word for “beyond,” while “verse” comes from the word “universe”.

			It was first used in books by Neal Stephenson in his 1992 dystopian book Snow Crash. In the book, the metaverse is presented as the ultimate emergence of the internet - a kind of visible reality where any visual interaction can directly impact the real world.

			It is a persistent visual space where there are visual avatars, digital communications, and games, among the many different things we associate with metaverse today. 

			The common thread in all of them is that the metaverse is a real reality where, depending on the development of the era, people will be able to do everything they do in real life.

			1.5 What is a Facebook metaverse

			The metaverse is where the physical world and the digital world meet. Imagine a real improved world where people’s digital presentations - avatars - engage in work and play, meet in their’ visible ‘office, attend’ visible ‘concerts, and try on’ real clothes’.

			While we are a year old and stuck at home with landline calls, Facebook has a new way of making this work, introducing Project Horizon Workrooms - an application that allows users wearing Facebook Oculus VR headsets to enter offices and hold meetings.

			Nov 1 (Reuters) - Facebook (FB.O) changed its name last week to Meta Platforms Inc to show its focus on the metaverse, thinking it will be the successor of the mobile internet.

			Metaverse broadly refers to the idea of a virtual arena that people can access by using a variety of tools and where they can travel in digital environments. Learn more

			Just before Facebook CEO Mark Zuckerberg released a slew of powerful robots and digital trips to ancient Rome, dozens of companies were developing software and hardware that could be used for the future “Ready Player One”.

			The idea, which may take more than a decade to be fully realized, will be a partnership between tech giants. In June, investment company Roundhill Investments created an exchange-traded fund (ETF) to track and profit from the work of metaverse enablers. A few hours before Facebook announced its restructuring, another company launched its own metaverse ETF.

			1.5.1 What is Facebook’s metaverse view?

			On October 28, 2021, Facebook announced that it had renamed itself Meta Platforms Inc., or Meta for short - a term carefully selected for early use that would be the inevitable future of human communication, perhaps, and life itself.

			“The descriptive quality of the metaverse will be a sense of presence - like you are with someone else or somewhere. Feeling really good with someone is the ultimate dream of social technology. So we are focusing on building this, ”said chief executive Mark Zuckerberg in his book Founder’s Letter following the announcement.

			Zuckerberg has shown the world can be described as the highest level of virtual reality (VR) and Augmented reality (AR). Everything people do in the real world in the visible metaverse space is repeated.

			A VR headset, or any other portable gadget designed for a specific purpose, will serve as a gateway to this world.

			Facebook’s metaverse view incorporates real-life avatars that play games, hold meetings, attend workshops, exercise, learn, and entertainment without all sorts of activities that can actually be done.

			A larger and larger metaverse can be drawn from this view. However, it is noteworthy that Zuckerberg believes it could take up to 10 years for this metaverse to become commonplace. Thinking about it, that is a short time.

			Microsoft is another big Big Tech player trying to build a metaverse. Its concept is called Mesh. One of its most interesting features is what the company calls “Holoportation”. Simply put, its users will be able to present their holographic to other users.

			Its realistic and enhanced facts can best be found with HoloLens devices - a unique gadget that can make the ‘Holoportation’ experience completely different. However, Mesh can be accessed via VR headsets, mobile phones, tablets, or PCs.

			At first, the guesswork would be in the form of animated avatars. In the end, it will be a healthy life-size guess. Something like the way the Star Wars characters interact with each other through hologram projection.

			The Mesh is expected to be released to the Parties in 2022. Microsoft is focused on how common work can be done with a strong focus on metaverse.

			1.5.2 Will Facebook Succeed?

			First, I can’t predict the future. So my answer is, “I do not know.” But Mark Zuckerberg has admitted that “no single company” will build this metaverse on its own.

			Other companies mentioning the metaverse include Microsoft and chipmaker Nvidia. Our children already have their version of the Metaverse with the popular Roblox playground, with 43.2 million daily active users worldwide.

			So, if you are not in the game and think the virtual world is far away, remember that your children are growing up in one place.

			Consumer products are also trying to escape this trend. Gucci partnered in June with Roblox to sell only a collection of digital resources. Coca-Cola and Clinique have sold digital tokens affixed as a metaverse ladder.

			1.6 Other metaverse platforms
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			Figure 1.2 Other Metaverse

			The most advanced metaverse platforms include Roblox and Fortnite. The first one is especially interesting.

			Founded in 2006, Roblox is so popular that more than 50 percent of American children under the age of 16 will play it by 2020, but it is more than just a game.

			To compare, consider the beauty when the stairs allow guests to play games. Roblox is like a great show in the visual world. Its users can build their games on the platform and make money with it to make real money by exchanging the virtual currency known as the Robux they earn on the platform.

			Fortnite, on the other hand, is one of the biggest ‘competitors’ in the metaverse space. Launched by Epic Games in 2017, it started as a multiplayer online game and has become a major social media platform with famous artists, such as Ariana Grande, performing concerts in its area.

			1.6.1 But have we already seen the metaverse?
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			Figure1.3  Real metaverse

			Avid players certainly have it. The Sims, one of the world’s most popular games ever, allowed players to experience life with their visual avatars when it was launched in 2000. Its several sequences and spin-offs have only made “the real world visible. ”Very focused.

			The Sims provided an overview of what the future metaverse feeling might be like. In 2003, Linden Lab, an American technology company, launched a program known as Second Life. Both fiction and experts recommend Second Life by professionally planting metaverse seeds.

			Second Life allows its users to experience exactly what its name implies - second life. Real people can build their own 3D avatars on the platform and do almost everything they can in the real world.

			Second Life users can interact with other users and build relationships with their true identity in the world itself. They can organize, listen to and express themselves through music and art, use local materials and contribute to the construction of objects within Second Life as visual structures. In addition, they can attend religious meetings, concerts, and business meetings.

			In addition, there are educational institutions and agents. In 2007, the Maldives became the first country to open an embassy in Second Life.

			Users can buy and sell tangible assets in Second Life using digital closed platform currency - Linden Dollar, which should not be confused with cryptocurrency.

			Several games, including World of Warcraft, a multiplayer online game released in 2004, allow players to participate. This is a social network in which communities are developed through games.

			1.7 AR and VR form the metaverse

			[image: Metaverse]

			Figure 1.4  AR and VR https://www.peakpx.com/en/hd-wallpaper-desktop-vpwwz

			The advent of VR headsets, such as Oculus, has boosted metaverse thought. Games for VR headsets are already making a lot of money. According to Fortune Business Insights, the global real estate market is expected to grow to USD 53.44 billion by 2028 from USD 7.92 billion by 2021.

			

			A further step is AR, in which the true user perspective is developed through the use of technology. It’s like getting more data about something in the real world while viewing it from an AR device or headset.

			An old way to understand this is to visit the Marvel Cinematic Universe (MCU) films, including Iron Man. Tony Stark by Robert Downey Jr. (also known as our Iron Man) has repeatedly shown a technology beyond imagination. A few scenes of him wearing an Iron Man suit and getting information and frequent sightings on his head showing (HUD) what he saw in real-time. To a large extent, that is AR. However, these are just films; Iron Man enters the realm of high technology, which will take decades to become a reality.

			However, the speed at which the real world tries to make VR / AR and metaverse a reality is real. Apple Inc. is already in AR and claims to have “the largest AR stadium globally.” Many AR apps in the App Store can be used to do anything - from making Snapchat videos more fun to exploring 3D projects in AR.

			Nreal, a Chinese AR company, has created Nreal Light glasses in 2020 and will begin shipping cheap Nreal Air glasses starting in December 2021 throughout China, Japan, and South Korea. Moreover, the actual mirrors that are unpopular with the taxpayers we see look like ordinary fashion shades and make the feeling of enhanced reality more appealing.

			1.8 Three phases of the Metaverse 

				1.	Digital Twins 

				2.	Digital Natives 

				3.	Co-existence of Physical-virtual Reality

			[image: ]

			Figure 1.5 Phases of a metaverse

			

			1.9 How to build the Metaverse?

			1.9.1 Digital Twin
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