
140

Copyright © 2023, IGI Global. Copying or distributing in print or electronic forms without written permission of IGI Global is prohibited.

Chapter  12

DOI: 10.4018/978-1-6684-5907-2.ch012

ABSTRACT

Metaverse is an emerging concept in the world of technology which is being anticipated 
to become the next biggest market in have near future. It can be defined as the next 
generation social media in an improvised and modernised form. Big tech giants viz. 
Microsoft, Facebook, along with other big companies have already invested millions 
of dollars in the development metaverse believing that it will make its way to the 
world market of education, technology, and economy. The world’s largest counties 
such as China, India, USA, UK, Korea, Japan have heavily invested in companies 
which are working towards developing metaverse. It is to be noted that metaverse 
comes along with several drawbacks viz data privacy, social harassment and bullying, 
detachment with the actual world, and too much dependence on technology that will 
eventually result in extreme digitization.

INTRODUCTION

What Is Metaverse?

The tech industry loves a buzzword and one of the most talked about concepts 
in modern technology is the metaverse. Broadly speaking, the metaverse can be 
defined as a virtual world where we can live, work, travel, and play. But it does not 
actually exist yet. In short, the metaverse is a world created where users enter (or 
‘live’ for some time) to meet their friends or just go for a walk, check out stores, 
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learn in a classroom, and so on. Of course, all of this virtually. It will be a world 
where we, as a character in the form of an avatar will be walking around and doing 
actions to interact with each other. It is an immersive and constant virtual 3D world 
where people interact by means of an avatar to carry out a wide range of activities. 
In the more idealistic visions of the metaverse, it’s interoperable, allowing you to 
take virtual items like clothes or cars from one platform to another, though this is 
harder than it. Man in the tech industry claims that the metaverse is the next phase 
of the internet. Until now the social media platform and its users are two separate 
entities. The user is on the outside, as it were, navigating by clicking links and 
typing messages out. Metaverse is social media plus. The user is in the metaverse, 
and instead of clicking a link, will walk to different places.

Facebook recently rebranded them into something called the Meta. But it is to be 
noted that Meta, the company, and metaverse, the concept, are not the same. There 
is another company called Microsoft and they went ahead and acquired Activision 
Blizzard for 70 billion dollars which are huge because Activision made games like 
Call Duty. On top of that Google invested 39 and a half million dollars into private 
equity funds for the metaverse. These are some huge tech giants that are betting 
on something that we really do not know. The report estimates that the metaverse 
economy could be worth between $8 to 13 trillion b 2030.

We can see the ecosystem of individual entrepreneurs globally and the spirit 
to work for the latest tech trends. The growing popularity among individuals and 
developments in NFTs, cryptocurrencies, 3D avatars, and immersive gaming 
experiences creates multiple opportunities for players in the global market. The 
global metaverse market size was valued at US$63.83 billion in 2021. All developing 
countries are advancing towards the metaverse. Some of the metaverse countries 
are mentioned below:

China

Just like in many countries the “Metaverse” has become a new buzzword in China, 
bringing about a host of new and exciting business opportunities. For those who 
are highly interested to work as Metaverse professionals, China seems your dream 
destination. It is one of the best countries to work as a Metaverse Professional in 2022.

India

Large Indian firms are beginning to embrace the bold new world of Metaverse—
an unexplored universe, often in 3D, AR, or virtual reality. Indian companies like 
Mahindra & Mahindra, Tanishq, and MakeMyTrip have ventured into the metaverse 



 

 

6 more pages are available in the full version of this

document, which may be purchased using the "Add to Cart"

button on the publisher's webpage: www.igi-

global.com/chapter/metaverse/314995

Related Content

The Dutch Participation Society Needs Open Data, but What is Meant by

Open?
Roel During, Marcel Pleijte, Rosalie I. van Damand Irini E. Salverda (2017).

Handbook of Research on Citizen Engagement and Public Participation in the Era of

New Media (pp. 304-322).

www.irma-international.org/chapter/the-dutch-participation-society-needs-open-data-but-what-is-

meant-by-open/172239

The Impact of 4English Mobile App of EFL Students' Reading Performance

in a Secondary Education Context
Nguyen Ngoc Vu, Dang Thanh Tam, Le Nguyen Nhu Anhand Nguyen Thi Hong Lien

(2023). Multidisciplinary Applications of Computer-Mediated Communication (pp. 67-

87).

www.irma-international.org/chapter/the-impact-of-4english-mobile-app-of-efl-students-reading-

performance-in-a-secondary-education-context/321359

Communication Strategies Behind the Expressions of Dissent During the

COVID-19 Pandemic
Nemanja Miloševi (2024). Transformed Communication Codes in the Mediated

World: A Contemporary Perspective  (pp. 24-45).

www.irma-international.org/chapter/communication-strategies-behind-the-expressions-of-

dissent-during-the-covid-19-pandemic/335354

Explicit Lexical Collocation Instruction in Online Teaching
Cao Yen Ngocand Chau Thi Hoang Hoa (2023). Multidisciplinary Applications of

Computer-Mediated Communication (pp. 133-154).

www.irma-international.org/chapter/explicit-lexical-collocation-instruction-in-online-

teaching/321362

http://www.igi-global.com/chapter/metaverse/314995
http://www.igi-global.com/chapter/metaverse/314995
http://www.irma-international.org/chapter/the-dutch-participation-society-needs-open-data-but-what-is-meant-by-open/172239
http://www.irma-international.org/chapter/the-dutch-participation-society-needs-open-data-but-what-is-meant-by-open/172239
http://www.irma-international.org/chapter/the-impact-of-4english-mobile-app-of-efl-students-reading-performance-in-a-secondary-education-context/321359
http://www.irma-international.org/chapter/the-impact-of-4english-mobile-app-of-efl-students-reading-performance-in-a-secondary-education-context/321359
http://www.irma-international.org/chapter/communication-strategies-behind-the-expressions-of-dissent-during-the-covid-19-pandemic/335354
http://www.irma-international.org/chapter/communication-strategies-behind-the-expressions-of-dissent-during-the-covid-19-pandemic/335354
http://www.irma-international.org/chapter/explicit-lexical-collocation-instruction-in-online-teaching/321362
http://www.irma-international.org/chapter/explicit-lexical-collocation-instruction-in-online-teaching/321362


Effects of Consumers' Social Media Participation on Consumer Behavior: A

Marketing Perspective
Ashish Kumarand Ram Bezawada (2014). Digital Arts and Entertainment: Concepts,

Methodologies, Tools, and Applications  (pp. 1128-1152).

www.irma-international.org/chapter/effects-of-consumers-social-media-participation-on-

consumer-behavior/115065

http://www.irma-international.org/chapter/effects-of-consumers-social-media-participation-on-consumer-behavior/115065
http://www.irma-international.org/chapter/effects-of-consumers-social-media-participation-on-consumer-behavior/115065

