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Metaverse a journey into the future

D

o not feel alone if you do not
know what 'metaverse' is. You
might have heard of 'Meta'
only because Facebook's mother
company changed its name to Meta.

can be accessed as easily as the
internet where we do things like
shopping, playing games, seeing a
concert or attending a work
conference.

What is in a name? According to the
MerriamWebster Dictionary Meta
conveys the idea of transcending
reality. Mark Zuckerberg said that
“meta comes from the Greek word for
beyond.”

Neal Stephenson ﬁrst introduced this
term in 1992 in his novel “Snow Crash”
with the idea of creating an
environment to share usergenerated
3D content. Is it Virtual Reality? Yes.
The metaverse is an immersive virtual
reality version of the internet. It opens
a future full of potential, for everyone,
including hackers and extremists.

Forbes explains that the metaverse is
a boundless, 3D digital world, which
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Jump into virtual reality

T

alking about the metaverse is like
talking about the internet in the
1990s. It creates a new
experience and makes new
interactions possible. Have you
watched the new Ariana Grande
concert? This is an example of the
metaverse on a smaller scale, a
multiverse. A full production concert,
connecting something from the real
world with something from the virtual
world. Fortnite Presents: Rift Tour
Featuring Ariana Grande  YouTube.
As the metaverse concept is still
surrounded by mystery, there is no
consensus as to what form the
metaverse will be. For some, it is an
environment for virtual interaction and
for others it is simply a video game.
The reality is something far more
interesting and complex.
XR Today described the metaverse as
an increasingly complex concept in
the digital landscape, promising
exceptional opportunities for billions of
people. Zuckerberg explains that the
metaverse is a kind of 'embodied
internet.' It is something you can jump
into (through virtual reality). The
metaverse offers a future where we
can enjoy a stronger overlap
between our physical and digital lives.

An example of this is the light
detection and ranging (LiDAR) on the
new iPhone which can scan your
surroundings and bring added
content into them through your
camera.
According to Zuckerberg, you will be
able to do almost anything you can
imagine, get together with friends
and family, work, learn, play, shop,
create, as well as entirely new
categories that do not really ﬁt how
we think about computers or phones
today. He believes the metaverse will
be the successor to the mobile
internet. You will feel present as if you
are right there. Instead of looking at a
screen, you will be in the experience.
The idea is not to increase the amount
of time we spend online but to make
the time we already spend better.
Zuckerberg is so invested in the
metaverse that he has changed
Facebook's name to Meta, to
highlight the company's focus on
building the metaverse.
Microsoft is not being left behind, Brad
Smith, CEO of Microsoft indicated that
metaverse is not some kind of new
dimension as we will still be living in
the 'real world.' You will see
Facebook's, Microsoft's, Apple's and
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Google's version of the metaverse.
However, will Facebook's avatar be
able to enter Microsoft's metaverse?
This is where interoperability is key.
Interoperability is the degree to which
two products, programs etc can be
used together, or the quality of being
able to be used together.
The metaverse as the 'new internet' is
still in the initial stages of evolution.
The three most common forms of
technology associated with
metaverse are Web 3.0, blockchain,
and artiﬁcial intelligence.
The gaming environment is
considered to be the foundation of
the metaverse by most experts.
Gaming encourages us to immerse
ourselves in the digital world and join
communities, not limited to any
geographic location. The CEO of Epic
Games has already invested in
building the metaverse, with concerts
held in their gaming landscapes, like
the Ariana Grande concert,
mentioned earlier. Epic Games is also
developing photorealistic digital
humans with the Metahuman creator,
which highlights how people can
create avatars of themselves to dive
deeper into the digital world.

No Social Distancing
The gaming landscape paves the
way to a future where social
experiences, communication,
enterprise collaboration, and ﬁnancial
activities can all take place on a
metaverse platform.
During the times of social distancing
and lockdown, because of the

Coronavirus (COVID19) pandemic,
we turned to the digital world to
recreate human connection. The
social experience is one of the most
recognisable pillars of the metaverse,
particularly since the pandemic.
Epic Games has already introduced
environments where people can
spend time with their friends through
the 'Party Royale' mode. Graduations,
weddings, and birthday parties have
entered the virtual world and this has
become a signiﬁcant trend allowing
people to connect with others in the
virtual realm.
The metaverse is a humanﬁrst,
universal environment that is intended
to be open for the use and exchange
of information.

Finding its way into the
workplace
The pandemic taught us that we
need to be ﬂexible and keep an open
mind. Consequently, the next normal
will not look like anything we have
anticipated.
The lockdown period has been an
incubation for technology companies
to both win mind and market share.
They are delivering highly competitive
technology and video calls improved
signiﬁcantly from prepandemic times.
The pandemic required an
acceleration of technological
innovation. As a result, new features
were released monthly instead of
annually.
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Videoconferencing has always been
perceived to increase collaboration
and connections in the workplace.
However, the pandemic taught us
that videoconferencing is not the
promise we hoped it would be. It is
ﬁne for formal meetings but it cannot
replace informal encounters.
In response, the metaverse is the next
hot technology for 2022 and it is
looking at ways of entering the
workplace. You will be able to wear a
virtual reality headset in the Horizon
Workrooms, to feel like you are
attending an inofﬁce meeting. Most
are sceptical that wearing the virtual
reality gear on their head might make
the experience any better.
Soon, Microsoft Teams users will be
able to replace their video streams
with 3D avatars of themselves. Users
can maintain a physical presence
even when they are not feeling
cameraready. One might wonder if
'replacing' your physical presence
with an avatar, may further
exacerbate the mental health
impact. Our avatar with all our ﬂaws
will be photoshopped away using
ﬁlters to edit our natural ﬂaws so we
look a certain way.
Several startups are developing
workplace tools that you can try right
now. According to THE ENTERPRISES
PROJECT, some of the favourite tools
are:

custom buildings. Users can walk up to
a coworker's workspace and knock
to get their attention and start a
conversation. You can also go to the
breakroom to socialise as a group.
2) Branch
Like Gather, you can create and
explore 2D worlds in Branch. The main
difference is that it is audio ﬁrst, rather
than audio and video. Cameras are
not on default, which makes it more
attractive for camerashy users.
3) Wonders
Wonders also allows you to create
simple worlds to collaborate. You start
with a blank canvas where you can
create topic area squares for speciﬁc
conversations. Due to its clean and
simple interface it may be a good ﬁt
for the more traditional work cultures
or professional topicbased
networking events.
4) Nowhere
NOWHERE takes you into the 3D
dimension. It comes with a variety of
beautifully crafted prebuilt 3D worlds
that you can customise to your needs.
NOWHERE also has a theatre with a
stage where you can share your
desktop to present slides or
demonstrate an application.

1) Gather
Started in the early days of the
pandemic, Gather is an
uncomplicated way to collaborate
with people in a 2D world with spatial
audio and video.
One of Gather's strongest feature is
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The Good, The Bad and the Future

H

opefully, this article has given
you a better understanding of
the metaverse. The metaverse
speaks to the saying 'it's a small world'
by connecting us regardless of
geographical location or language.

•

Fans of the metaverse describe it as
the beginning of a new era.
Metaverse technology will allow you
to experience new things with people
living across the world, like going on a
virtual vacation.

•

With the metaverse, you can
experience a vast virtual world in
which everything is possible. Currently,
you can play games online, meet
people and explore new online
adventures, but with the metaverse
you get the opportunity to make
more sense of it and feel it.
Our recruiters have the following
distinguishing traits:

•
•
•

•

Making monotonous tasks
enjoyable and interesting;
Bringing people together;
Virtually attending live
entertainment;
Working from home and doing
activities from home;
Providing useful data to
companies on consumer tastes
and habits; and
Offering an enigmatic atmosphere
of alien worlds.

Everything has positive and negative
impacts. It is completely user
dependent.
Below are a few disadvantages of the
metaverse:
• Addiction and distraction;
• Possible loss of track of time;
• Overstimulation of your senses;
and
• Separates you from the 'real
world.'
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Elon Musk, the product architect of
Tesla, has poked fun at the
metaverse, slamming the idea that
people want to strap a screen to their
face the entire day. Musk made it
clear that he has no time for the idea
of virtual worlds and living as an
avatar. During an interview with
Babylon Bee, Musk acknowledged he
might be seen as rejecting the
metaverse in the same way the
internet was dismissed in the 1990s.
Musk said "There's some danger that
that's the case but I currently am
unable to see a compelling
metaverse situation. I don't get it.
Maybe I will, but I don't get it yet".
It is clear that the metaverse will not
only be harmless fun, as experts also
warn on the dangers of uncontrolled
access. Studies have shown that
uncontrolled social media usage has
adverse mental health effects on
users.
Business Daily looked at some of the
risks involved with the metaverse,
which included that:
•
•
•

The metaverse can be used for
cybercrime activities;
The metaverse raises new legal
challenges, due to the lack of
legislation and enforcement;
There can be intellectual property
infringement, anybody can access
content or information in the
Metaverse;

•
•

There can be disclosure of
unprotected information which
can be dangerous for a company;
and
There can be disclosure of trade
secrets by a company which can
be risky.

There are currently no policies and
regulations to minimise the dangers of
the metaverse.
The metaverse promises a limitless
environment to what we can do and
the experiences we create. The key
players must work together to achieve
common standards and protocols to
regulate this virtual world.

Preparing for the metaverse

Although the arrival of a fullyﬂedged
metaverse is still a few years in the
future, the potential risks require
attention today.
Is it the future? Yes. Although the full
potential of the metaverse is vague,
the involvement of big tech giants like
Facebook, Apple, Google and
Microsoft is a sign of conﬁdence in the
metaverse.
It is difﬁcult to predict what the future
will look like in the metaverse as it is still
a growing concept. Only 38% of
consumers know about it and fewer
have a grasp of its possibilities. If it
does develop to its full potential, it will
dramatically alter our lives.
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