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VISION (in corporate terms)

Describes what a company desires to achieve 

in the long-run, generally in a time frame of 

five to ten years, or sometimes even longer



THE STEPSTONES OF THIS VISION

1992 2003 2012 2021

Snow Crash Second Life Oculus VR Meta

Neal Stephenson Linden Lab Acquired by Facebook in 2014 Facebook

2017

Fortnite

Epic Games

Some Stepstones of a Vision



FROM TECHNOLOGY TO HUMAN FACTORS
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From Technology to Human Factors



Realtime 3D social medium where 
people can create and engage in 
shared experiences

Tim Sweeney
Epic Games

Persistent and shared 3D virtual 
spaces in a virtual universe.

David Baszucki
Roblox

What’s the ?
It depends on who you ask! 



Metaverse as Social Virtual Worlds: 
a 

Social Media Videogames

The Metaverse represents an interoperable network of interconnected social 
virtual worlds, a technological crossroad between social media & games



Gaming takes larger share of 
with each generation 

Gen Z can already be called 
the “ ”

Source: Newzoo Gamer Generations Report 2021 
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Engagement



Fortnite is a game. 
But please ask that 
question again in 12 
months.

Tim Sweeney, CEO of Epic Games





In the Metaverse you can do almost anything

Meditate
Time 

Travel

Date

Concerts Mourne…



Source: Newzooo Mini Survey: Metaverse and VR (United States. United Kingdom. China, Japan) 

Gen Z Millenials Gen X

50%
37%
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New generations 
are hanging out 
in game worlds 
without playing 
the main game.



Socialization



Metaverse as an 
alternative media to 

reach new targets



…but not only



A persistent, infinitely-scaling virtual 
space with its own economy and 
identity system.

Jonathan Lai
Andreesen Horowitz

Interconnected virtual reality worlds 
with open and decentralized economy 
and content creation tools

Artur Sichov
Somnium Space

What’s the ?
It depends on who you ask! 



More than twice the current global ADV 
market (600$B in 2020)

To put it in perspectives
by 2030 the metaverse
will value:

8x the current Gaming market (180B in 2021)
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Recent reports predict the metaverse market will grow
to over $1,5 trillion in less than ten years.

Metaverse market size

The Metaverse as Web3/Blockchain:
a 



An economy needs trust…

...and trust can be achieved through a central authority or a decentralized technology





Digital Ownership



Metaverse as a 
whole new market 

opportunity



…but not only



The metaverse is the digital and the 
physical world coming together. It 
transforming how we see the world 
and how we participate in it.

Satya Nadella
Microsoft

The metaverse is where the physical and 
digital worlds come together, giving the 
feeling of being really there with 
another person or in another place.

Mark Zuckerberg
Meta

What’s the ?
It depends on who you ask! 



The Metaverse as AR/VR Technologies:

DIGITAL WORLDPHYSICAL WORLD

The metaverse will place everyone inside an embodied, or virtual version of the 
internet. We will constantly be within the internet, rather than have access to it. 

where physical and digital world come together 



What it
means to be 

present
inside a 

Technology



CINEMA & 

TELEVISION

First immersive media

IMMERSIVE 

TECHNOLOGIES (XR)

Media disappears

COMPUTING

First interactive media

Time

BOOK

First mass-media

PHOTOGRAPHY

First realistic media

The final iteration of 

Stories Experiences



Artificial Lifelike Experiences



Will the smartphone become wearable?







Dematerialization



We will gain new Superpowers!

Augmented

Cities
Virtual Tourism

Virtual BeingsVirtual Pets



Metaverse as a new 
way to see and interact

with the world



Thank You

lorenzo@anothereality.io




