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There has been a lot of talk about the Metaverse in recent
years, with tech companies, gurus, and business owners all
speaking about the limitless power it can give. It's supposed to
revolutionize the internet, and that breeds quite a lot of
excitement and worry from certain people and groups. With
Facebook recently rebranding itself into the company ‘Meta’ and
redefining their commitment to building the Metaverse soon, the
word is on people’s lips more than ever.

However, the Metaverse is an area that is surrounded in
confusion as well. What is it? Who owns it? What can you do
with it? These are all questions that people are asking, and
asking in much louder voices given the recent news.

Thankfully, this Ebook will help you out, as we are going to lay
out step by step what the Metaverse is and why exactly you
should care about it. We want to make sure that you are armed
with the answers to these hard to answer questions and that our
book can cut through the misinformation about the complexities
of the Metaverse.

So read on, and by the end of this book, you’ll wonder what
there was to be confused about in the first place!



METAVERSE MADE SIMPLE

Chapter 1: Understanding the Metaverse

The desire and ability to go into a video game, virtual world, or
even into the internet itself hasn’t been anything new. From
“Wreck-It-Ralph Breaks The Internet” to “Ready Player One”,
we’ve seen this trope in countless fiction mediums. The idea
that the internet is a virtual world in it of itself, one where people
can encounter one another, make interactions with themselves
and the world, and even affect the real world with their choices
in the digital one.

If you think of it like a massively expanded virtual world, where
players don’t just control avatars on a screen with a mouse and
keyboard, then you've got the right idea. Instead, the person
accessing the metaverse is their avatar, and they can move
around, speak, and travel the virtual world as easily as they can
in the real world.

It will also connect the virtual world and the real world to make
the pair closer than ever before. For example, have you ever
seen in Science Fiction where a character might wear goggles
that give them a heads up display of their surroundings? They
can look at people and instantly gain access to public
information about them, or do the same with buildings or items.
With the metaverse, we might have that technology too.



