
[image: Illustration]


David L. Shrier is a globally recognised expert on technology-driven innovation. He holds an appointment as Professor of Practice with Imperial College Business School.

David advises public companies, private enterprise and more than 100 governments on creating ecosystems for new ventures in fields such as digital transformation, artificial intelligence, data analytics and financial technology.

He personally helped revolutionise how online classes are delivered by top universities, stimulating entrepreneurial action across more than 150 countries, empowering over 20,000 innovators, and fostering a new business model for academia that generated nearly US$1 billion of financial support for MIT, Harvard and Oxford.

David spends considerable time translating academic theory into business practice, co-founding four AI-enabled spinouts from MIT and advising multiple ‘unicorn’ technology companies on new business growth. His Visionary Future venture studio both works with established companies to generate new revenue and also invests in a portfolio of university-related spinouts spanning artificial intelligence, web3 and other disruptive technologies. David chairs the Research & Distributed Think Tank of the World Metaverse Council.

He has published seven books since 2016: Global Fintech (2022), Augmenting Your Career: How to Win at Work in the Age of AI (2021), Basic Blockchain (2020), Trusted Data (2019), New Solutions for Cyber Security (2019), Trust: Data (2016) and Frontiers of Financial Technology (2016). David holds an Sc.B. from Brown University.




[image: Illustration]




 

 

ROBINSON

First published in Great Britain in 2023 by Robinson

Copyright © Visionary Future LLC, 2023 The moral right of the author has been asserted.

All rights reserved.

No part of this publication may be reproduced, stored in a retrieval system, or transmitted, in any form, or by any means, without the prior permission in writing of the publisher, nor be otherwise circulated in any form of binding or cover other than that in which it is published and without a similar condition including this condition being imposed on the subsequent purchaser.

A CIP catalogue record for this book is available from the British Library.

ISBN: 978-1-47214-813-1

Robinson

An imprint of

Little, Brown Book Group

Carmelite House

50 Victoria Embankment

London EC4Y 0DZ

An Hachette UK Company

www.hachette.co.uk

www.littlebrown.co.uk


How To Books are published by Robinson, an imprint of Little, Brown Book Group. We welcome proposals from authors who have first-hand experience of their subjects. Please set out the aims of your book, its target market and its suggested contents in an email to howto@littlebrown.co.uk






To the legion of creators who are shaping new worlds of imagination




Contents

Introduction



	Part I: Foundations




	Chapter 1:

	Welcome to the Holodeck




	Chapter 2:

	The Meta-economy: Mark Zuckerberg, NFTs and More




	Chapter 3:

	An Anthropologist on a Microchip: Taxonomy of the Metaverse and Developing Meta Strategy




	Part II: Industries




	Chapter 4:

	A League of Its Own: Sport and the Virtual Stadium




	Chapter 5:

	Digital Twins: From Good Medicine to Criminal Minds to Real-Estate Tycoons – and More!




	Chapter 6:

	Love in the Time of Pixels




	Part III: Community & Society




	Chapter 7:

	Powering Up the Great Divide: Wealth Disparity and the Metaverse




	Chapter 8:

	Education and Innovation




	Chapter 9:

	Law, Policy and Government: In the Metaverse, No One Knows You Are a Dog




	Chapter 10:

	Future Horizons





Conclusion

Glossary

Endnotes

Acknowledgements

Index




 

 

It was a miracle of rare device,

A sunny pleasure-dome with caves of ice!

Samuel Taylor Coleridge, Kubla Khan




Introduction


It was essentially a time of uncertainty which, most importantly, involved entire civilizations.

Karl Jaspers



Your life is about to change.

We are close to a point in history where you will be able to mark the time before you joined the metaverse, and the time after. We’re not there yet but it is within sight.

What is the metaverse? Quite simply, it’s a new way of experiencing the world and interacting with each other. It’s a 3D, immersive environment in which you are thrust into a first-person view of alternative realms, in an experience that is shared with others. Metaverse technologies can allow you to lose yourself in alternative personae and alternative worlds in ways only dreamed about through films like Inception and Ready Player One.

You may not have consciously thought about the metaverse, but according to Grandview Research it was a US$39 billion market in 2021, and could generate nearly US$700 billion in revenue by 2030.

When Adventure (also known as Colossal Cave Adventure), one of the first computer role-playing games, emerged in 1975–6, it painted a word picture for us of a mysterious land containing gold and treasure. Text-based only, you had to imagine the fantasy land you would then explore by moving your character with typed-out commands like ‘North’ or ‘West’ as the computer described to you narratively what you were seeing. Nearly forty years later, the best-selling game Skyrim (The Elder Scrolls V) dropped you in to a lush, visually realised landscape where your adventurer character must take on responsibility for the fate of an entire realm.

Each of these experiences was single-player, however, and failed on a fundamental level to address the essential human imperative to participate in tribal activities. We are innately social animals, herd animals, and we want to belong to a broader community. We also thrive on competition. For these reasons, perhaps, while Skyrim has sold in excess of an astonishing 30 million copies since its release, the multiplayer immersive game Fortnite has more than 400 million registered users.

What is it that we respond to in these games? And is that all the metaverse is good for: gaming?

Perhaps not.

The same need for an immersive environment, to actually feel that we are there, wherever there may be, extends well beyond fun and games, while in no way diminishing the importance of the multibillion-dollar gaming market.

Metaverse technology can be used for an array of applications, from the frivolous (gaming) to the serious (re-creating a crime scene to aid police investigations). With it, technological wizards are taking static, flat or counterintuitive data from a variety of sources and presenting it in a manner that our brains find much more intuitive to accept, by bringing it to life with more than just text and charts. The metaverse accesses a broader range of sight and sound, uses clever cognitive tricks to draw us in by bringing three dimensions to life, and can even add touch to the equation. In a virtual reality (VR) environment – the most immersive of metaverse experiences – when you turn your head to the right, the image shifts with you and shows you something new, with the corresponding shift in audio cues. Look up, and you see something else.

We can gain new insights into how best to construct real-estate development, help physicians acquire critical skills without requiring cadavers or animal carcasses on which to practise their procedures, and even facilitate better business decisions by taking data and enabling executives to visualise and understand information more effectively than the tired old bar chart in a slide presentation.

As with any new technology, there are broader implications that emerge, perhaps unforeseen by the scientists and engineers who first pioneered the medium.

On the one hand, questions of law are emerging. If you create an autonomous avatar of yourself in the metaverse and it steals someone else’s virtual property, are you legally liable? Or should the platform provider be accountable? We have already seen, in the early days of the metaverse, instances of virtual sexual assault. How are consent and interpersonal behaviour navigated in a virtual world?

On the other hand, questions of wealth disparity and access become more pronounced with a more expensive, next-generation technology. What if education moves to the metaverse? What are the obligations of civil society to ensure all people have access? The United Nations already grapples, in its global Sustainable Development Goals, with seeking to ensure that billions of people have any kind of connectivity whatsoever. Reliable broadband access remains elusive for many, and the metaverse introduces a new level of privilege because its bandwidth requirements are so much greater than plain vanilla internet.

These questions should not and do not stop us from developing this new technology. Join me as we trip the light fantastic, and leave with a better understanding of the metaverse . . .




PART I

FOUNDATIONS




CHAPTER 1

Welcome to the Holodeck


CHAPTER 1: WHAT YOU NEED TO KNOW

◆    The metaverse is transformational technology that will change the way we work, play and live.

◆    It represents over US$1 trillion of incremental revenue potential in the next few years.

◆    It presents a number of risks, as well, that we can take steps to mitigate.



I was a fan of science fiction growing up. One of the more indelible marks left by my parents parking me with the electronic babysitter, the television, was an affection for the holodeck from Star Trek: The Next Generation. On the holodeck, Captain Picard and his crew could play out their dreams in a fully immersive 3D environment, simulating everything from medieval Venice to the Victorian England of Sherlock Holmes. They also could recreate more recent past events to conduct criminal investigations.

The metaverse is a transformational technology that is beginning to actualise the vision of Star Trek’s holodeck. It is a 3D, first-person environment that offers an array of potential applications across not just entertainment but a great many aspects of business and society. In order to understand the metaverse, and why it matters, it is helpful to first understand why it matters to you, and then review the strands of technology that led to our current state and future potential.

WHY SHOULD YOU CARE?

Plato imagined the human perception of reality as shadows projected on to a cave wall, where we are seeing only a pale reflection of what is actually there. Fifteen thousand years prior to that, shamans attempted to capture the spirit of hunting animals by drawing representations of them at Lascaux.

We carried this practice with us into the modern era, whether taking the form of an architect’s 3D model of a new building carved in balsa wood or a football coach’s assortment of Os and Xs on a whiteboard illustrating a particular play for his team. The advent of computer graphics brought us these representations in digital formats, ranging from an air traffic controller’s screen illustrating the location of planes in the sky to the video game that recreates professional sport teams and lets you control the actions of the digital players, down to their individual strengths and weaknesses. For all of recorded history, we have attempted to create ‘twins’ of reality, representations that help us understand or experience it better or differently.

Prior to the advent of the metaverse, these representations existed at a remove from us. Whether presented with the ink on the cave wall or the balsa wood of the building model or the pixels of the playing field, they shared the commonality of humans looking down, god-like, on a representation of reality. We were distanced from the simulacra.

Let’s discuss briefly the electronic simulacra of people in the metaverse. A digital twin is an electronic representation of a physical object. An avatar is a digital representation of a person, which might be directly controlled by a living being, or which might enjoy a certain degree of artificial intelligence-powered autonomy. With these digital twins and avatars, which are foundational to the metaverse, we now have an opportunity to reveal hidden depths of the world around us, gain new insights into ourselves, and even create new means of constructing the mechanisms of society. These metaverse twins place us inside the construct, where we are surrounded by and can even interact with this immersive realm.

There is clear and immediate commercial potential to metaverse-driven digital transformation: J.P. Morgan estimates that the metaverse will create more than US$1 trillion of incremental annual revenues across a variety of business applications.

You can think of major areas of metaverse opportunity as follows:

1.   Entertainment: a variety of entertainment experiences will be delivered or enhanced through the metaverse. Metaverse games enable users to explore strange new worlds and create new civilisations. Metaverse remote presence can enable passionate sport fans to send themselves direct to the playing pitch, enabling them to rewind and replay a particular part of the match to view it again from a different angle, or jump into the first row of a rock concert and see the sweat glisten on the lead singer’s face up close, or even transform into a beam of light at a rave and ride the energy of the crowd into the sky.

2.   Commerce: since the dawn of eCommerce we have seen a debate between those who argue that shopping will inevitably require some form of in-person experience, and those who argue everything can be reduced to 0s and 1s. With metaverse technology, the delineation becomes less meaningful. On the one hand, we can see how a particular item of clothing looks on a digital avatar of ourselves, perhaps offering a shopping experience superior even to trying on a garment in a fitting room – assuming both clothing analogue and avatar are faithful representations. On the other hand, our digital avatar itself needs ‘skins’, possessions and real estate – clothing and other accoutrements that we might never wear or use in the real world, but which we use to decorate our virtual presences. These are completely virtual goods that are emerging in a wholly manufactured virtual economy.

3.   Digital analogues: scientific and technical applications of the metaverse abound. We can journey to other solar systems and interpret, using an array of data from sensors about what they might contain and how they change over time. We can dive into the human body and diagnose disease, or create new models for healthier living through a greater understanding of the body and its biological systems, through digital representations of medical data. We can better design the built environment by running numerous hyperrealistic simulations of architectural designs, experimenting with different configurations and surroundings in a format that lets us ‘try them out’ and see how we feel inside these spaces. We can also run agent-based simulations to observe how groups of people might flow in and out of a particular room or building or entire urban campus prior to breaking ground.

4.   New organisational models
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