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WHAT?



LET‘S START WITH THE 
BASICS



WHAT IS THE METAVERSE? (1)

Well, it depends who you ask:

A “real-time 3D social medium 
where people can create and engage 
in shared experiences as an equal 
participant in an economy with 
societal impact” 
Tim Sweeney, CEO/Co-Founder, Epic Games 

“The next generation of the internet” 
Mark Zuckerberg, CEO, Meta 

“A persistent and interconnected 
network of 3D virtual worlds that 
will eventually serve as the gateway 
to most online experiences, and also 
underpin much of the physical 
world”.
Matthew Ball, VC and metaverse pioneer 



01. The technologies that make up the metaverse 
can include both persistent virtual worlds and 
augmented reality, layered on top of the real 
world 

02. Virtual world games such as a game like 
Roblox or Fortnite could be classed as 
metaversal, sharing  many of the 
characteristics of the metaverse 

03. Some virtual worlds, such as Decentraland and 
The Sandbox, are driven by NFT land ownership, 
others have spaces that aren’t restricted in 
ownership 

04. The metaverse’s reach also translates to a 
digital economy, where users can create, 
buy, and sell goods virtually 

05. In the most idealistic visions of the metaverse, it’s 
interoperable, allowing you to take virtual items, 
like clothes or cars, between platforms 

WHAT IS THE 
METAVERSE? (2)

Although there is no standard of the 
metaverse, think of it like a digital 
twin of our world. There are five key 
things to consider:



Metaverse and
Web3‘s relationship

The metaverse is part of Web3 – the next 
interaction of the internet, and we can break 
Web3 down into three distinct parts:

o Cyber worlds: An immersive internet featuring 
AR & virtual environments, gaming, events, 
productions and influencers 

o The economy and ownership – Driven by 
NFTs, digital fashion & virtual possessions, and 
also play a significant role in the metaverse 

o The tech & currency – Based around 
Blockchain, decentralised database & crypto



WHY?

According to Isabel Perry, Director of Technology at Byte (part of Dept),

“The possibilities that [the metaverse] offers are near-endless. It's time for 
forward-thinking brands to get involved.”



The opportunity 
that lies in the 
metaverse

The metaverse presents a significant opportunity for creatives 
and CCI, marketers and technologists in the next five to ten years.

The scale of opportunity: 

• There are 2.95 billion active gamers worldwide. (Source) 

• Open world games were watched for more than 4.28 billion
hours last year. (Source) 

• Oculus (8.1m) sold more headsets than Microsoft sold Xboxes 
(8m) in 2021 (although XBox still suffers from supply chain 
problems) (Source) 

• The number of VR/AR devices shipped worldwide is expected 
to increase to 68.6 million units in 2023. (Source) 

• Over half the world owns a smartphone, including developing 
and rural countries. (Source) 5.29 billion unique mobile users 
mean more than two-thirds of the world have access to a 
mobile phone. 

• NFT sales soared 20-fold within a year, from $13.7 million in 
the first half of 2020 to $2.5 billion in the first half of 2021. By 
the end of 2021, the marketplace for NFTs reached a $41 
billion value. (Source)

https://www.statista.com/statistics/748044/number-video-gamers-world/
https://enginegaming.com/blog/2022/02/02/stream-hatchet-releases-its-2021-video-game-live-streaming-trends-report/
https://twitter.com/JackSoslow/status/1471549480595955716
https://www.statista.com/statistics/653390/worldwide-virtual-and-augmented-reality-headset-shipments/
https://www.businesswire.com/news/home/20210624005926/en/Strategy-Analytics-Half-the-World-Owns-a-Smartphone
https://www.deptagency.com/case/the-worlds-first-nft-portal-for-brands/?_gl=1*1va7hsd*_up*MQ..&gclid=Cj0KCQiAqbyNBhC2ARIsALDwAsC4iAykg8Zsm00dp_t-QSlZgBGLcHtA-kdUtEd2LXI4k9q15FJ3mvEaAtDKEALw_wcB


HOW?



Here are the core components of the 

metaverse:

01. Environments

Virtual worlds and platforms, AR

02. Identity 

Avatars and virtual influencers 

03. Economy

NFTs & possession

04. User interfaces 

How to access the metaverse and 

interact with other participants

The four 
technology 
components of the 
metaverse

If you think more about “how” to 
create a metaverse experience, it’s 
more manageable to break down 
the metaverse technology into 
components. 



01. Environments Virtual worlds and platforms, including AR

One of the most immediate opportunities for 
creatives, brands in the metaverse is creating or 
getting involved in existing virtual platforms, be it 
gaming platforms like Roblox and Fortnite, or 
worlds such as Decentraland and The Sandbox, 
where land ownership is NFT-based.

The Meta Biennal, „Art Gate“ (2022)

https://scontent.fvno5-1.fna.fbcdn.net/v/t39.30808-6/271288522_1304245253414916_2185051644436465359_n.png?_nc_cat=102&ccb=1-6&_nc_sid=e3f864&_nc_ohc=U_xH57QNZAAAX_-vl8K&_nc_ht=scontent.fvno5-1.fna&oh=00_AT_QDB0P1QwKTkrMX_lbJ6jfUn_qSrapCB4s-dVpeH4k_A&oe=62819621


Digital Diplomacy

In 2007, Diplo created a Diplomatic Island on 
metaverse platform Second Life where the 
Maldives had become the very first country 
to open a virtual embassy followed by Malta 
and the Philippines.

https://web.archive.org/web/20100527190459/https:/www.diplomacy.edu/DiplomacyIsland/display.asp?Topic=Media
https://secondlife.com/
https://youtu.be/h2F7n63DmFs


Barbados

When Barbados, population 287,370, opens 
its next embassy, almost anyone on the 
planet will be able to knock on the door.

“This is about diplomatic parity. We simply 
cannot support 197 diplomatic missions 
around the world,” Gabriel Abed, Barbados’ real-world 

ambassador to the United Arab Emirates.

“We recognize that we’re a 166-square mile 
island -- we’re tiny -- but in the metaverse 
we’re as large as America or Germany.”



South Korea
Seoul wants to build a metaverse

The city of Seoul is planting the seeds for 
a metaverse ecosystem called “Metaverse Seoul” 
for all areas of its municipal administration. The 
effort combines 3D digital twins, virtual reality (VR) 
and collaboration to improve city services as well 
as planning, administration and support for virtual 
tourism.

The long-term vision is to add support for business 
development services, education and support for 
city services for filing complaints, inquiring about 
real estate and filing taxes. They are also hoping to 
operate the project as an open and free service for 
citizens.

The metaverse project is estimated to cost nearly 
$34 million over five years.

Seoul’s metaverse plan aims to be completed by 2026 and 
could roll out in phases starting 2022. It would first be 
available on smartphones. Eventually, AR tools, such as 
goggles and controllers, may be used.

https://venturebeat.com/2022/01/26/why-the-metaverse-must-be-open-but-regulated/
https://venturebeat.com/2022/04/19/__trashed-57/


South Korea

National Museum of Korea presented the 

metaverse world map called ‘Peaceful Hill’ in the 

biggest virtual reality platform in Asia, Zepeto.

This virtual world exists with two representative 

collections of the National Museum of Korea, 

Pensive Bodhisattvas. They stand in a peaceful 

natural environment filled with light, not like in 

real world where they are normally displayed 

indoor space. Visitors can stroll around the map, 

brighten the Buddha statue by finding hidden 

gems and take a selfie with the statue inside 

mysterious cave. Visitors can also climb up the 

trees, sit on rocks for meditation and chat with 

friends on a grassy field.

https://www.museum.go.kr/site/eng/content/digital_realistic_6


What’s next?



What’s next?

oLithuanian embassy in the 
metaverse?

oNational museum of 
Lithuania in the Metaverse?

oVilnius (or Kaunas?) in the 
Metaverse?

oLithuanian folk costumes –
digital clothing collection 
for metaverse avatars to 
wear?
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