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ABSTRACT

Metaverse is a 21 st-century, cutting edge technology that evolved as a science fiction
in the early 90’s in the western world, which captured the imagination of people
across the globe. India, with its 1.4 billion population, the fifth largest economy in
the world, and exalted position in software and information technology augurs well
for embracing metaverse in future businesses. The present chapter aims to find the
acceptance and readiness of Indian retail industry for the use of metaverse in its
operation. Authors tried to do qualitative analysis of industry experts’ and business
consultants’ opinion on metaverse in retail sector to find the opportunities and likely
trends. This chapter also takes Google trend on metaverse searches into account. A
systematic general review of published articles and cases from secondary sources
forms the basis of this chapter. Findings suggest that the changing dynamics of
social interactions in the Metaverse are on the brink of a revolution, promising

transformative impacts on the retail industry and consumer behaviors.
DOI: 10.4018/979-8-3693-3358-7.ch008

Copyright © 2024, IGI Global. Copying or distributing in print or electronic forms without written permission of IGI Global is prohibited.



Experts, Consultants’ Takes on India’s Readiness for Metaverse
INTRODUCTION

Metaverse, acombination of words ‘meta’ and ‘verse’ is acomputer generated superior
universe in which multiuser digital avatars may communicate seamlessly in real time
with the help of augmented reality (AR) and virtual reality (VR) (Mystakidis, 2022;
Y. Wang et al., 2023) defining it as second life (Hazan, 2008). Metaverse allowed
digital transformation of human beings in a shared realm of intertwined (spatial
dimensions) space (Bourlakis etal., 2009) by augmenting cloud computing, artificial
intelligence, simulation, deep learning, machine learning, extended reality, virtual
reality, augmented reality, blockchain technology, non-fungible tokens, chatbots,
robotics, crypto currency, 5G, and what nots of IoT and mobile applications (Lee
et al., 2021; Park & Kim, 2022).

It gives people an opportunity to have open, interactive, and immersive
communication on a virtual three-dimensional social world without bothering
about space and time by converging above technological developments breaking
the distinction of real world and virtual world (H. Wang et al., 2023) and bring the
concept of Vasudhaiva Kutumbakam on surface in true sense (Manivannan, 2023).
Blockchain technology for metaverse builds confidence of the user about their
data security which has become a concern for every user (Gadekallu et al., 2022)
necessitating different level of service quality (Gadalla et al., 2013).

Gaming, education, product demonstration, reviews of co purchasers, experts’
opinion and reviews, post purchase dissonance can all be done on metaverse (Hazan,
2008; Kyeetal.,2021) articulating personalized shopping experience (Adams, 2022).

It is here to stay as an ecosystem to break the social divide of haves and have
nots and rich and poor, bringing everyone together on the virtual platform (Duan
et al., 2021). A retail theater experience is provided to the consumers to share a

Table 1. Present Metaverse ecosystem

Hyper-
Embedded Technology Sociality spatio: ] Transaction Domain
Convergence temporality mode
action
loud computing, Artificial . .
.C . P . e . Gamlng, Entertainment,
intelligence, Simulation, . .
. . Social networking,
Deep learning, Data analytics, .
.. . . K . Remote working,
Digital twin, Machine learning, | Virtual Open, Cryptocurrency, .
. . . . Lo Education, Space
Extended reality, Virtual social Immersive, Non-fungible .
. R . technology, Architecture,
Reality, Augmented reality, world Interactive tokens . .
. Geo-science, Life
IoT, Blockchain technology, science. Tourism. Retail
Chatbot, Robotics, 5G, Mobile L ’
. business
applications

Source: Authors compilation 2023
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