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What is the Metaverse? M

Metaverse is an online, persistent, virtual world accessible trough many
different devices, including VR and AR. It's an imaginary world or a
digital twin of an existing place.

Metaverse is a socio-economical platform where users can create,
socialize, do business, entertain, play games, etc.



What is the Metaverse? M

e Interactive virtual 3D persistent world

Rich in experiences, freedom of choices, interactions

e It's also an economic concept, as people can work in metaverse as
well

e Easily accesible digital dimension where you can play, shop, earn,
socialize, create, etc.

e Digital Twin of the world around us (not always)



Metaverse Origins

Author Neal Stephenson coined the term NE AL ﬂ
“metaverse” in his 1992 science-fiction novel STEPHE NSON |
“Snow Crash,” which envisions a virtual i e 1‘
reality-based successor to the Internet. LT P :;E
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In the novel, people use digital avatars of
themselves to explore the online world, often
as a way of escaping a dystopian reality.







Blockchain Enabled M
Metaverses saniBog:  LUUX

Most people think that Metaverse is a @ Decentraland
blockchain-based platform which for most of

them is true, but in reality, for a platform to h ® horizen
be metaverse, blockchain, although one of %@@ Worlds

its core technologies, is not required. Here NEIREEY
are some of the blockchain-enabled /\
metaverse platforms to date. . Alts paceVR

wany [Of




Blockchain Missing ROBLOX
Metaverses

FORTNITE

Now that we know that metaverses don't
need to have a blockchain component, let’s

analyze a landscape of metaverses without ’ horizen
t Worlds
Most of them are even more famous then /\ AlTSpOCGVR

their blockchain-enabled competitors!
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Key Features of the Metaverse M

User Generated Content or Creative Economy
Freedom of choice and interaction

(True) Ownership over digital assets and content
Immersiveness

Persistence of its virtual environment

Social components

Richness of Experiences

Other (to be discovered)



Key Tech behind the Metaverse M

Blockchain (Ethereum, Polygon, Solana)

VR /AR / XR (Meta Quest, HoloLens...)

Next-gen Game Engines (Unreal Engine 5, Unity)
PixelStreaming and Cloud Computing (Google, Amazon...)
5G infrastructure

loT (for Digital Twin applications and more)

Wearable Gadgets (for more connectivity and immersiveness)
Other



Key barriers to the mainstream M
adoption of Metaverse

Lack of education and understanding

Better interoperability and chain-agnostic tech for the Blockchain
Better regulation and a wider law framework

Proliferation of VR / AR / XR technology

More value creation and addition

Better long term incentives for all players in the space

Better PR

More success stories from the space

Other






Meet me 1n the Metaverse
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THANK YOU O o

QUESTIONS? o

@see.institute

support@seeinstitute.com o @seeinstitute
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