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Glossary

Augmented Reality (AR)
Technology that fuses virtual elements with the real world, allowing users to engage with digital
objects and information that appear in their physical environment.

Avatar
A customizable, digital representation of a user, which they can control and use to interact in the
metaverse.

Blockchain
Technology consisting in a decentralized register that ensures the integrity and traceability of trans-
actions and activities, like the ownership of digital goods.

Centralized governance
The most traditional model of governance in virtual environments involves a single entity having
the ultimate authority over the metaverse and the decisions made within it.

ChatGPT
An advanced artificial intelligence language model developed by OpenAl. It converses in a natural
language, allowing for responses that are relevant and make sense in the context.

Commodification of culture
The transformation of cultural elements into products, which can be marketed and exchanged for
monetary value.

Cryptocurrencies
Digital assets powered by cryptography that allow users to conduct transactions in the virtual space
with no central authority.

Cryptocurrency wallet
Asecure digital platform for users to store, send, and receive virtual currencies safely.

Decentralized Autonomous Organization (DAO)
A system that functions based on blockchain technology and smart contracts, eliminating the need
for a centralized authority or traditional organizational structure.

Decentralized governance

Governance which empowers the users to decide. If centralized governance aimed at containing
power in one organization, decentralized governance will divide the control of this legislation,
regulations, and rules among all companies or users.

Digital inclusion
The mission fo provide all people with the same opportunities to explore and engage in the virtual
world, no matter their technical proficiency, history, or financial situation.

Digital ownership
Possession and rights to digital assets in the metaverse, including virtual real estate, collectibles,
and intellectual property rights.
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Extended reality (XR)
A comprehensive phrase that includes virtual reality (VR), augmented reality (AR) and other kinds
of connections between the physical and digital worlds.

Gamification
The practice of introducing game-like strategies, competitions, and objectives into different activ-
ities with the aim of increasing motivation and engagement of users.

Hybrid governance
A combined centralized governance with user-driven collaboration and decision-making.

Interoperability
Different applications and platforms in the metaverse sharing data and communicating with each
other seamlessly, creating a smooth experience for users as they move between them.

LambdaMOO
A text-based virtual reality, where users issue commands to navigate the world.

Digital Literacy
The ability to understand and interact with technology safely and effectively, including navigating
digital platforms, developing digital citizenship, and acquiring media literacy.

NFTs (Non-Fungible Tokens)
A type of blockchain which represents ownership of a unique item, including artwork, collectibles,
music, videos, or virtual real estate.

Personalized learning
Educational experiences designed to each student’s needs, interests, and learning styles, promot-
ing their academic growth through customized pathways.

User Experience (UX)
The design and quality of the overall user experience, including ease of use, intuitive navigation,
and system responsiveness.

Virtual Reality (VR)
A technology that allows users to immerse themselves in immersive virtual environments through
devices such as VR glasses.

Web 2.0

The second generation of the World Wide Web, started in 1999, which allowed people to interact
with the internet in a more dynamic and intuitive way, creating and sharing content, especially with
blogs and social medias. It is characterized by an evolution from static webpages to interactive
ones.

Web 3.0
Aconcept that envisions a more decentralized and open internet, with the user at the heart of the
experience. Metaverse is situated as a key element of web 3.0.




Introduction

This research report aims to present the philosophical and
societal impacts of the metaverse and of its commodifi-
cation. Several impacts have already been observed and
more are expected with the transition and implementa-
tion of this technology in various segments of society. This
technological universe, navigated interactively, through
digital devices that allow access to the digital world, are
currently in the priority list of large technological con-
glomerates such as Meta, Google, Microsoft, NVIDIA and
Amazon. These companies spend significant sums of
money on the creation, implementation, and activation of
consumer demand for such innovation.

The metaverse creates a dual ontology, also referred to
real vs. virtual, and more recently online vs. offline’, and
acts as a “world fold” in philosophical terms, that comes
with benefits and challenges problems and offers alter-
nate interpretations of our reality. Consider, for example,
the concept of extended reality (XR) which encompasses
the subcategories of augment reality (AR), mixed reality
(MR) and virtual reality (VR). Our reality, as we know in
terms of tangible and physical characteristics, is changing
year after year and we are increasingly using digital tools
and becoming immersed in the digital realm. Should we
consider that we are now facing (1) two realities, (2) an
amalgam of realities, or (3) a new kind of reality?

To guide this research and this report, we followed a sys-
tematic and critical analysis of the metaverse applications
in the areas where it is thought to have the most impact?
and we divided this report in four parts:

1 2

Defining the
metaverse as
a philosophical
and societal issue.

Case
studies of the
commodification
in the metaverse.

3 A4

The societal

impacts and

the ethics of
the metaverse.

Final remarks and
recommendations
for the use of
the metaverse.
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In defining the metaverse as a philosophical and societal
issue, we first present the multiple ways of understanding
the term metaverse. We then tackle the philosophical and
societal questions that are raised through the use of the
metaverse. From this, we will define the notion of com-
modification and show how it is embedded in the direction
the metaverse is heading.

Next, in case studies of the commoditization of the
metaverse, we will present how the fields of art, tourism,
education, business and labor market can be changed by
the metaverse. We will present examples as a case study
in which metaverse transforms the niche and raises ques-
tions to reflect on.

Finally, we will present the impacts of metaverse use.
Taking info consideration the previous notions, we will
present the primary concerns of metaverse use, and
expound upon the ethical and societal implications that
can further contribute to the discussion effectively.

Defining the metaverse as
philosophical and societal issues

Before diving further into the metaverse, it is
necessary to:

1- define it, including its various types,
and explain the recurring issues with its
development;

2- situate it regarding philosophical and
societal issues.

Considering this latter point of view, we plan to analyze
two types of issues: ontological and identity-related.
With ontology we will analyze how philosophy under-
stands virtual reality (i.e., the digital world) that the
metaverse is part of, and with identity, we will explain
how we consider the users of the metaverse. Societal
implications for this technology will then be explored
from these issues.

Obvia
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First Part:
Metaverse definitions

Understanding what Metaverse is

Metaverse is a term etymologically easy to define, yet
conceptually and semantically vague. “Meta” is a prefix
coming from the Greek language meaning “beyond”. The
suffix “verse” comes from the masculine noun “universe’,
resulting in, literally, a “universe beyond”.

This neologism metaverse was coined by Neal Stephenson
in his science fiction work Snow Crash?. In this cyber-
punk universe of Snow Crash, the plot’s protagonist, Hiro
Protagonist, has an experience close to the one in the
physical world, with a full capacity for interaction and
interactivity, not only socially but also with objects.

Stepheson’s metaverse is a completely digital 3D reality, a
computer program that uses a specific accessory, a gog-
gle, that allows access to public and private terminals in
this digital reality. The metaverse is composed of users
who interact which each other through their own identities
called avatars. These characteristics refer to the virtual
and interactive environment that we normally associate
with technological advances and accessories, as well as
projections of the future of the internet.

Much is speculated and projected beyond the current
state of technology for the metaverse. And the race to
develop the metaverse continues rapidly among major
technology companies. During this period, different defi-
nitions about the metaverse have been proposed by some
CEOs of these tech giants (collected here in August 20224):

8 Philosophical and societal impacts of commodification in metaverse

“The metaverse is here, and it’s not only
transforming how we see the world but how
we participate in it - from the factory floor to
the meeting room.”

Satya Nadella (Microsoft CEQ)

“Metaverse isn’t a thing a company builds.
It’s the next chapter of the internet overall.”
Mark Zuckerberg (CEO of Meta).

“The metaverse is coming. Metaverse is not
only a place to game. Future worlds will

be photorealistic, obey the laws of physics,
and be inhabited by human avatars and

Al beings. We will create a future in these
metaverses before actually downloading the
blueprints to be fab’ed in the physical world.”
Jensen Huang (cofounder and CEO of Nvidia).

“This metaverse is going to be far more
pervasive and powerful than anything else.
If one central company gains control of this,
they will become more powerful than any
government and be a god on Earth”

(Tim Sweeney, CEO of Epic Games).

Obvia



Mark Zuckerberg’s company Meta (formerly Facebook)
announced at its Connect event in 20215, its projections
and visions of how fo build the metaverse. Broadly speak-
ing, Meta’s vision holds that the changing internet will be
experienced by new digital spaces that will enable users to
do things they cannot do in the physical world. The sense
of social presence® will make it possible to reproduce the
physical experience of being phenomenologically close to
others. Zuckerberg sees the metaverse as the succession
to the mobile Internet as we know it’.

The development and improvement of the metaverse
heralds itself as a new gold rush, generating excitement
among geeks, science fiction fans, and investors, but also
opening doors and minds to new content and technology
creations. The global market size reaching a remarkable
USD 4.7.48 billion in 2022. And the projections indicate that
this value is expected to increase by over tenfold at least
by 20308, showcasing the immense growth potential of the
metaverse industry. According to the Global News Wire,
the metaverse mobilize “(...) an integration of immersive
presence in a virtually interactive self-sufficient ecosys-
tem of mobile networks, augmented reality, social media,
gaming, virtual reality, ecommerce, cryptocurrency and
work environments.”® Despite the high level of activity in
metaverse related markets of all niches, this new fully
interactive digital universe still raises various issues con-
cerning the impacts on key sectors of our society, such as
the future of market labor, new methodologies in educa-
tion, and another way of consuming and appreciating art.

While the definitive technological form of the metaverse
remains uncertain, it is crucial to initiate a thoughtful
examination of the potential impacts this technology may
have. The development of novel methods of interaction
between people in the digital world and the real world
will be analogous fo infroducing the first social media
sites, though this time the interaction will be more intri-
cate because companies are working hard to provide an
even more immersive experience with the advancement
of technology. The CEQ’s statements provide clues about
what is currently possible and what to expect but leaves
various gaps to be filled.

Obvia
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To illustrate the distance in technological ferms between
the universe imagined by Stepheson and what we have
today in metaverse’s state-of-art, the company Meta has
recently announced that it will provide avatars with legs™.
This was presented as a breakthrough. Thus, the produc-
fion of futuristic environment that approximates the expe-
rience lived in the physical world is still quite distant in the
digital environment, but this is not a reason to refrain from
thinking about the expected changes that the metaverse
can fuel.

These optimistic statements offer a valuable insight
info the immersive nature and potential of the future
metaverse. However, they also entail ambitious expecta-
tions. This raises a crucial question: how do we define the
metaverse? While the CEOs of prominent companies shed
light on future developments, it prompts us to consider
the current state of the metaverse. What are the essential
prerequisites that must be met for us to truly label it as a
metaverse?

While the definitive technological form

of the metaverse remains uncertain, it is
crucial to initiate a thoughtful examination
of the potential impacts this technology may
have. The development of novel methods
of interaction between people in the digital
world and the real world will be analogous
to introducing the first social media sites,
though this time the interaction will be
more intricate because companies are
working hard to provide an even more
immersive experience with the
advancement of technology.

Philosophical and societal impacts of commodification in metaverse 9



Defining Metaverse

Some specialized authors on the metaverse have also released definitions, such as that of Neil
Stepheson, Snow Crash’s author aforementioned: “The people are pieces of software called
avatars. They are the audiovisual bodies that people use to communicate with each other in

the metaverse”

With a more conceptual and more detailed version, Matthew Ball, author of The Metaverse and How It Will Revolutionize
Everything defines the metaverse as such: “It is a massively scaled and interoperable network of real-time, rendered,
3D virtual worlds that can be experienced synchronously and persistently by an effectively unlimited number of users,
each with an individual sense of presence.” Let us analyze the elements of this definition™

Interoperable

10

Massively

scaled

network

Real-time

rendered

Massively scaled: Just as the current
internet has an uncountable num-
ber of websites that we can visit by
jumping from one to another, for the
metaverse to become the imagined
metaverse there must be several vir-
tual worlds (analogously comparable
to websites) that would form “the”
metaverse, as expected (analogously
comparable to the internet).

Interoperable network: The net-
work has the capacity for fluid and
boundless communication between
computer, markets, and accounts.
Imagine being in a metaverse Z from
a company A, where you buy an out-
fit, or accessory Y, and you want to
wear it in another metaverse, made
by a competing company, for exam-
ple, metaverse X. The interoperability
network should be able to perform
this data exchange from outfits and
currency between companies and
different metaverses to sustain users’
choices (currency and outfits, for
example) across multiple virtual envi-
ronments without additional efforts
from the user.

Real-time rendered: Enabling the
projection of high-resolution 3D
images that mirror physical expe-
riences within virtual worlds, add-
ing a phenomenological aspect.
Nevertheless, this achievement poses
a substantial difficulty for existing
technology, requiring a substantial
processing capacity.

Persistently

3D-Worlds: One of the great prem-
ises of the metaverse and necessary
to change the format of the inter-
net as it is used today. This premise
lies in the metaverse’s expandability
and the opportunities to create more
workplaces in the metaverse, real-
izing the migration of conventional
work, from the physical office to the
fully executable work environment
and offices in the metaverse.

Persistently: This is an issue that
brings a challenge in processing
data in the metaverse. Ball exempli-
fies with cutting down a tree in our
physical world. We know where it will
be after we cut down the tree, but for
the metaverse to have the charac-
teristics of our physical world, devel-
opers will have to develop strategies
for this kind of situation, making the
virtual environment as persistent as
the physical one. Where would the
tree be located? What information
should be kept or discarded as users
experience the metaverse? How long
should a user’s footprints in the sand
persist in the metaverse?

Philosophical and societal impacts of commodification in metaverse Obvia



Unlimited
number of users

and individual
sense
of presence

Synchronously: It is necessary that
besides the metaverse’s ability to be
persistent, just like the physical envi-
ronment, it must be able to be shared
synchronously between all users and,
for this, the underlying computer
and graphics processing capacity,
together with internet bandwidth
speed and low latency, are decisive
(taking into consideration a 3D plat-
form, much more detailed and, also,
persistent).

Unlimited number of users and indi-
vidual sense of presence: This is kind
of the sum of all the previous char-
acteristics, i.e., the metaverse needs
to be synchronous, persistent, have
high resolution, create a digital space
equivalent to the physical space for
avatars fo move around in. In addi-
tion, the more space needed for
avatars to move around, the more
processing power is required.

1. Metaverse definitions

Ball explained that sustaining a population of over
50 to 150 users in a single game area remains a chal-
lenge. Taking Fortnite: Battle Royale as an example, one
of today’s most renowned and widely played real-time
first-person shooter games, players find themselves
immersed in a radioactive environment that gradually
shrinks, provoking confrontations among participants. By
the end of each round, only one team emerges as the
victor. Ball additionally emphasizes that, although begin-
ning with 100 players, the game’s area of coverage is only
5 km”’. This game was created with the goal of reducing
the number of players and the map size, thus minimiz-
ing the possibility of multiple players moving at the same
fime in the same area, which significantly helps graphic
processing.

Another perspective which predates Ball’s but which identifies the same characteristics is
the definition of virtual worlds12 (VW) by Edward Castronova, professor of media at Indiana
University. For Castronoval3, VWs are developed with 3 pillars:

Interactivity

Physicality

Obvia

Interactivity: It is necessary for users
to be able to access VW remotely
and simultaneously, and for the VW
to be able fo host a massive number
of people so that their actions and/
or commands can influence other
people.

Physicality: The people who
access the VW access it with a
first-person experience and its
physical rules resemble those of
the physical world.

Persistence: The VW maintains its
operation even in the absence of
users. All elements within the VW,
including houses, areas, and objects,
keep their presence regardless of
user connectivity. Any modifications
made by users to the VW environ-
ment, such as avatar clothing and
houses, should persist, unless an
unauthorized change is made by a
hacker.

Persistence

Philosophical and societal impacts of commodification in metaverse 11
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It is essential to distinguish between the Metaverse (capital
“M”) and the metaverse (lowercase “m”)“. The Metaverse,
often regarded as a conceptual framework rather than a
tangible reality, embodies an ambitious vision exemplified
by influential thinkers like Balls and Castronova. It envi-
sions a fully immersive and interconnected virtual reality
where individuals can actively participate in diverse activ-
ities, inferact socially, and navigate digital environments,
all while seamlessly merging with their physical reality.
However, it is crucial to note that the realization of this
grand vision is still far away, and it remains an aspiration
for future technological advancements.

In contrast, the metaverses (lowercase “m”) encompasses
a broader range of virtual spaces and digital environ-
ments, varying in their degrees of interconnectivity and
immersive experiences. This concept includes existing
platforms like multiplayer online games, social media
networks, and virtual reality simulations. While these dig-
ital realms offer various levels of engagement and inter-
action, they do not fully embody the comprehensive and
interconnected nature of the Metaverse as envisioned by
Balls and Castronova. Additionally, “metaverse” can refers
to the set of technologies and instantiations presently in
development today, and the virtual environments that
emerge from it. In this way, the “Metaverse” is formed by
several “metaverses”, allowing the user to traverse them
all, in the same way that we use several applications or
websites fo use (i.e., navigate) the Internet.

An example of these instantiations can be seen in
the previously mentioned Horizon Worlds (formerly
Facebook Horizon), a metaverse by the company Meta.
Horizon Worlds can be considered an instantiation of
the Metaverse. Similarly, Roblox™, or Decentraland’, are
other types of metaverses that are available on the mar-
ket, even if they do not require virtual reality glasses or
helmets. Roblox and Decentreland are more like Second
Life, precursor of virtual environments with the primary
goal of being a place for socializing, different from virtual
environments, like video games, which have defined goals
and scripts.

Proposing a definitive definition of the “Metaverse” thus
appears to be more of a thought experiment, as even
the technological giants struggle to provide categorical
answers. A prime example is the term “immersive” in the
“Metaverse.” While some define it as the ability to phe-
nomenologically enter virtual environments, granting
users a more realistic first-person experience, the seman-
tic concept differs in the Roblox metaverse. According to
Laura Higgins, the Director of Digital Civility at Roblox, the
platform has the capability to provide an immersive expe-
rience comparable to virtual reality (VR) even without the
use of expensive VR accessories. Roblox empowers users
to feel fully engaged and present within the virtual envi-
ronment. According to her “The metaverse for us is a social
place where people can create, shop, work, play, hang out
and enjoy realistic entertainment experiences. Essentially,
they should feel similar to those you might attend in the
‘real world".

Philosophical and societal impacts of commodification in metaverse




A short metaverse taxonomy™

Different metaverses, despite having common charac-
teristics, also have distinctions, not only in terms of their
technological attributes but also as regards to their goals,
the experiences they provided and, also, their financial
consideration. According to the French exploratory mis-
sion on the Metaverse proposed in October 2022, a first
division among metaverses would be:

Hyperrealistic metaverses and voxelized
metaverses

The hyperrealistic metaverses provide fo metaverse users
the realistic experience in the digital environment, aiming
to create impactful of the physical world. The voxelized
metaverses represent virtual environments that do not
strive to mimic reality. Instead, they possess a graphical
style akin o games such as Minecraft, embracing a dis-
tinct aesthetic and desiGn approach.

Flat or immersive metaverses

Flat metaverses represent the traditional way of con-
suming technological content, using screens with two
dimensions (such as computer monitors, tablet screens,
notebooks, or cell phones). In contrast, immersive
metaverses offer a deeper level of immersion, character-
ized by three-dimensional (3D) experiences facilitated by
Extended Reality accessories like helmets. These accesso-
ries provide users with increased freedom and autonomy
within the metaverse. While the flat metaverse offers a
sensory experience from a third-person perspective, giv-
ing users an external outlook, the immersive metaverse
stands out by enabling users to immerse themselves in a
first-person point of view. In flat metaverses, users con-
sume content displayed on a monitor screen and visualize
their character, whereas in immersive metaverses, users
become the character, experiencing the metaverse from
a subjective and participatory standpoint.

Metaverses with simple or immersive interactions

Another important distinction is that metaverses with sim-
ple interactions provide movements between areas, pre-
senting little interactivity between the virtual environment
and the user. Metaverses with immersive interactions,
conversely, are those that make the user a spectator at
the location of the metaverse, enabling the user to change
the environment by manipulating the objects present in
that metaverse.

Beyond these distinctions, metaverses can also be divided
along two other axes that can intersect. For instance,
metaverses can use virtual reality helmets or not, and they
can use blockchains or not.

Obvia

1. Metaverse definitions

Without VR helmet and without the use of
blockchain

These are the most common types of metaverses, which
include the paradigmatic Second Life. They are video
games without a specific goal, with the projection of an
avatar in which the user controls his or her character
through a computer and uses traditional financial trans-
actions in the virtual environment. This financial system
uses a currency specific fo this metaverse but for which
credits are purchased by users with their own credit cards.

With VR helmet but without the use of blockchain

Horizon stands out as an extensively explored metaverse
within its niche, and its utilization of virtual reality acces-
sories, combined with significant investments from tech
giants, contributes to the expansion of its user base. The
overarching aim is to create an immersive metaverse that
delivers an authentic and encompassing virtual experi-
ence, aligning with the commonsense perception of the
metaverse concept, trying to sell the idea of Metaverse
(with capital M) as exemplified by Stephenson’s vision.

Without a VR helmet and using blockchain

Examples of this type of platform are Decentreland and
Sandbox®. They are voxelized metaverses, therefore not
concerned so much about being realistic, but focusing on
trading between users via cryptocurrencies. These worlds
focus on commercial exchanges through NFTs (non-fun-
gible tokens) that have become a new form of commerce
is growing and changing the market for objects, works of
art, etc.

With VR helmet and using blockchain

Because these are two new types of use, this combination
is the least widespread and used. Market adherence and
the use of new technologies may point to the greatest ini-
tial resistance.

Philosophical and societal impacts of commodification in metaverse 13



Metaverse as philosophical and societal issue

After presenting practical definitions related to the metaverse, it is possible to discuss
philosophical and societal issues. The first step is to understand the universe of the metaverse
and how to understand the users that populate it. Therefore, we will address the ontology of
the metaverse and the question of the identity of its users in this section.

Metaverse: another reality or the same reality?

A very common thought when comparing virtual envi-
ronments and our physical world is that they are distinct
realities: the actual reality, formed by the physical envi-
ronment, and the distinct virtual reality based on the dig-
ital environment, including the metaverse.

The term ontology in philosophy seeks to understand how
a certain aspect of reality is structured, how it is formed,
and by what it is formed. When thinking about the struc-
ture of the metaverse’s reality, it brings to mind the dichot-
omy between virtual reality and ‘real’ reality. In this sense,
virtual is analogous to a simulation or fake, or something
that is not in “real thing”, i.e., the physical world.

According to John Searle’s theory of ontology?®, reality can
be divided into physical reality and social reality. Physical
reality is understood as a reality that is completely inde-
pendent of human beings and aim, while social reality is
made up by a network of meanings constructed between
human beings and depends on interpretations and col-
lective agreement.

Social reality can be classified into two distinct categories:
ordinary social reality and institutional reality. Ordinary
social reality involves a collective agreement regarding
the meanings and functions assigned to objects and arti-
facts. For instance, a pencil is commonly understood as a
tool for writing, and a chair is recognized as a means of sit-
ting. On the other hand, institutional reality encompasses
not only collective agreement but also the establishment
of a specific status or significance for certain aspects of
life. Examples of institutional reality include concepts like
money, marriage, divorce, and work, which carry social
significance and require collective acknowledgment.

14 Philosophical and societal impacts of commodification in metaverse

The key distinction between ordinary social reality and
institutional reality lies in their relationship with object
functionality. Ordinary social reality relies necessarily on
objects fulfilling specific functions?, such as a chair being
designed to provide support for leaning back. In contrast,
institutional reality involves social constructs that can
manifest in various forms and be symbolized by differ-
ent artifacts. For instance, marriage can be celebrated
through diverse ceremonies and represented by various
cultural symbols. What remains essential is the collective
recognition and acceptance of these events, like a wed-
ding ceremony, as social constructs within the institutional
reality.

Philip Brey? explains the ontology of virtual worlds and
here we propose to apply it to the metaverses. First, Brey
argues that entities that are located in virtual worlds are
virtual entities (no matter if they are non-playable char-
acters, users, objects, or environments). Defining virtual
entities poses a challenge as they exist in a realm that is
neither purely fictional nor entirely real. Virtual entities are
difficult to define because they are not fictional, but they
are also not real, because they are not physically tangi-
ble or partly independent of human interpretation, further
complicating their classification.

Analogously to Searle’s ontology proposition, Brey indi-
cates that in virtual environments, much of our social
context and institutional reality can be ontologically
reproduced. Consider, for example, the case of an elec-
tronic book, or a contract with a digital signature, or even
purchases made in virtual environments. No one would
deny the existence that a contract was signed because it is
not materialized. It is important to note that such ontolog-
ical reproduction is only possible with institutional reality,
but that replicating facts of ordinary social reality or facts
of physical reality are only simulated, their ontology is only
a simulacrum, not conferring a collective agreement (e.g.,
virtual stones and virtual banks do not have the causal
force to be ontologically reproducible).
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Examining the definitions previously established, the phil-
osophical issue of ontology takes on a more concrete form.
An example of how institutional reality cannot only be
reproduced but also transformed is found in the faxonomy
of metaverses presented in the previous section. One clas-
sification was guided by the use of cryptocurrencies and
current money (e.g., US dollars). The institutional reality
was not only faithfully reproduced in some metaverses but
used other tools and is beginning the inverse path: the vir-
tual environment, especially the growth of the metaverse
and the use of cryptocurrencies, are starting to dictate the
institutional reality of social reality causing changes in the
economic system of countries, corporations, and shedding
light on the metaverse itself.

While the financial aspect of the metaverse appears to
have a solid foundation, its implications extend far beyond
monetary matters and venture into numerous gray areas.
Contracts, books, and cryptocurrencies are examples of
virtual entities that can be ontologically replicated with
sufficient acceptance. However, when it comes to the
avatars of metaverse users, what can be said about their
ontological status? This raises intriguing questions and
invites deeper exploration. Are they a representation of
institutional reality or are they ordinary reality simulations?

The way users perceive and interpret various elements
within virtual environments can serve as a catalyst for dif-
ferent forms of harassment. If users view the metaverse as
a fictional reality or treat fellow users as mere video game
characters devoid of emotions and desires, the potential
for harassment persists. For instance, shortly after Meta
released Horizon Worlds to the public, a female beta fes-
terreported a case of harassment by a stranger within the
platform. Unfortunately, such incidents are not uncommon
in game worlds, including MMORPGs and similar plat-
forms. To address and prevent these occurrences, Meta
introduced a tool called the “Safe Zone.” This feature pro-
vides users with a private area specifically designed to
repel unwanted contact and protect individuals who may
feel threatened or unsafe.

These actions may not directly impact how people behave
in virtual environments. While creating a safe zone can
serve as a protective measure as a safeguard, it does not
offer a comprehensive solution for addressing inappro-
priate behaviors like harassment. To truly break this cycle
and address the underlying issues, users need to recog-
nize that avatar is not a mere simulacrum. Instead, they
exist within the same realm of collective agreement, where
respecting others’ space and rights is not only encouraged
but necessary.
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As Brey points out, a significant portion of our institutional
reality can be ontologically reproduced in virtual environ-
ments and the metaverse. Considering the metaverse’s
immersive and socializing nature, it becomes crucial to
acknowledge that many characteristics tfransposed info
this realm, including the transformation of elements like
cryptocurrencies, require regulation, guidelines, and
deliberation across the various emerging domains. We
must recognize the need for active engagement in shap-
ing the rules and norms governing this new reality needs
regulation, prescription, and deliberation for the many
different areas where this new reality is emerging.

We must recognize the need for active
engagement in shaping the rules and norms
governing this new reality needs regulation,
prescription, and deliberation for the many
different areas where this new reality is
emerging.
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Identity of the users and the metaverse

As discussed in the previous section, if institutional real-
ity can be reproduced ontologically in virtual envi-
ronments without loss of meaning and importance,
the question arises: what about users’ identities in the
metaverse? Do they remain unchanged from their phys-
ical reality counterparts? Can they be genuine identi-
ties within the metaverse, or do they represent a hybrid
amalgamation of both the physical and virtual realms?
In this section, we will explore these implications and delve
into the significant impacts that arise based on how we
define and perceive users’ identities in the metaverse.

A starting point for understanding metaverse users is to
understand the way we behave with all the technolog-
ical tools we have adopted that influence our cognitive
process. Donna Haraway?, a feminist philosopher, offers
a metaphor of the cyborg as a possibility fo understand
how humans adapt to the various cognitive apparatuses
be them digital or not. Cyborg is a figure that uses parts,
a hybrid between flesh and machine “a creature of social
reality as well as a creature of fiction”.
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Haraway’s goal in her work was to elaborate on a feminist
critique of science and technology and to offer a possibil-
ity of appropriating them. The cyborg, a being constructed
of many components and systems, may be a method of
analyzing the interconnection of technology, gender, and
identity. Haraway questions traditional concepts of rigid
gender identities and, instead, she suggests a view of a
flexible and combined presence to break down dualistic
thinking and accept the complexities and contfradictions
embedded in lived experiences, allowing the possibility of
freedom from oppressive systems and binary classifica-
fions. It challenges traditional notions of what it means to
be human, highlighting the interconnectedness of tech-
nology, biology, and society.

Another author who has used the figure of the cyborg in
his works is the philosopher and cognitive scientist, Andy
Clark?. Clark focuses on mental processes and how the
plasticity and functioning of the brain is manifested using
technology. Couplings®, as the philosopher calls them,
are strategies that human beings have always used to
aid and/or maximize cognitive processes. His argument,
ultimately, is that we are natural-born cyborgs and so it is
common for us to use many types of technology, whether
analog or digital, to give us advantage as extensions of
our minds.” As a common example of our first extensions
of our minds is the use of language in all formats as sym-
bols or writing.

Obvia



The cyborg metaphor, according to Clark, is not in fact a
metaphor. All the gadgets we use (glasses, clothes, pen-
cils, paper, computers and smartphones) are parts, tools
considered prosthetic device in the original figure of the
cyborg. We largely depend on technology in our daily
lives. And we are constantly using new technologies as
prostheses or couplings to facilitate cognitive processes.
The reflection that these authors promote is that technol-
ogy holds a significantly large portion of our identities.

By approaching technology without the conventional
dichotomy between the real and the virtual, we open up
avenues to explore the intricate connection between our
existence and the perception of self. This perspective sug-
gests an alternative understanding of our being, one that
transcends traditional boundaries and invites us to delve
deeper intfo the intricate relationship between technology
and our sense of identity.

The cognitive ecology?® , the way of producing knowl-
edge and epistemology itself are interactive relations that
encompass several elements (living or non-living organ-
isms, artifacts, etc.). Therefore, in the same way that it is
not simply to establish a clear division between physical
reality and virtual reality as we saw in the previous section,
we cannot easier apply to the physical and virtual iden-
tity of users itself. The boundaries between physical and
virtual are not as sharp as it might seem at first glance.

Considering technologies and the optfions that are
already available, Carter and Palermos? define that “(...)
the emergence of personal computing, and the advent
of wearable technologies and the cloud - all of which
regularly store personal data automatically, in order to
then structure our daily schedules, offer suggestions and
monitor our health on a moment- to-moment basis - have
begun to blur the lines between our biological and digital
existence!” (CARTER; PALERMOS, 2016, 546).

When we consider these aspects pointed out by Carter
and Palermos, the questions seem to direct towards a
quantification of the self, pointing out more amalgama-
tions of what we considered separate between the physi-
cal and the virtual. The quantified self can be understood
as the set of actions of an individual that can be measured
quantitatively, based on data obtained by gadgets and
their applications. The subject’s actions become parame-
terized and predictable®, serving for comparative analy-
sis, whether for the individual, other users, or even for the
company that created the application. The user that used
to be understood as separate from the binomial real/
physical-virtual/false provides more and more data that
will populate their identity within virtual environments with
more information of his or her physical aspects of external
characteristics, as well as internal functions.
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1. Metaverse definitions

Technology use in the metaverse, especially if we con-
sider the use of VR, allows physical sensations to be pres-
ent (because of immersion, the feeling of being “inside”
the environment), increasing the sense of embodiment*
and blurring even more the frontier between tangible and
infangible. A direct impact on the constant and indiscrim-
inate use of what may arise through 1- a quantifiable self,
with the possibility of performance comparisons of sev-
eral physical aspects and 2- the metaverse technology,
in this case in particular metaverses that use VR glasses,
make users suppliers of even more sensitive data to the
company.

The functions that encompass the phenomenon of the
quantifiable self are diverse: monitoring vital functions,
sleep quality, monitoring exercise, steps, and calories,
etc. of self-checking and self-tracking your performance.
When this is coupled with the metaverse, it can indicate
a direct impact on identity between allying monitoring
that demands sensitive data from a user with some com-
pany®. This privacy issue has been conceptualized by
Saker and Firth as contiguous identities®, a phenomenon
that performs a crossover of data between applications
and metaverse. As an illustration, many websites provide
shortcuts for logging in by offering users the option to
use their existing accounts on popular platforms such as
Google or Facebook to finish their signing up. Instead of
going through a new registration process, users can simply
share their existing account details to another websites.

One aspect in the metaverse that can be impactful is that
in addition to absorbing even greater amounts of user
data, with wearing VR glasses or helmets, platforms will
acquire several types, including new physical data about
users®. As Saker and Firth point out “the practice of con-
figuous identity in which people interact in virtual worlds
but are implicitly associated with their physical selves can
potentially become a major source of data collection”.

Regarding to Meta, the authors point out that when com-
bined with the quantifiable self, the Facebook platform
and the marketing strategy of the announcement made
by the company in focusing on fitness aspects, it would
not only make a quantifiable analysis, but it would be
possible “to perform even more intricate psychographic
analysis of users that incorporates myriad data points that
includes social interactions, physical spaces, and biomet-
ric information.”*®
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It is also necessary to reflect that an important part of
the self, from the philosophical and psychological point
of view as well, is not quantifiable. Schechtman® argues
that the constitution of the self comes from a narrative
construction, defined by a story narrated in the form of a
not necessarily conscious autobiography, which gradually
forms its tastes, choices, lived experiences and assigned
memories, defining its sense of self. The author argues
that what is most important when we are dealing with
self and identity are “the sets of characteristics that each
person has that make that person who they are” One way
to understand this kind of self (a qualifiable and unquan-
tifiable self) is a threshold situation when a person goes
through an identity crisis. Here, what is at stake are the
characteristics that define a person and all the plots, sto-
ries, and moments that subject has gone through and not
the heartbeat numbers or other types of monitoring that
are within the recordings.

The reflection that we have from this is that this portion of
identity can, by the very routine and use of applications,
become the most important part of people’s self, it can
also chain a kind of surveillance capitalism®,*. If on the
one hand the impact of the philosophical question covers
the very definition of what identity is for users and how
to define it, we have, on the other hand, an environment
conducive to the capture of even more sensitive data from
users.
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Several elements found in virtual
environments, especially in the metaverse,
are as real and rely on as many rules,
regulations, and reflection than the
physical and face-to-face environment.

To conclude this part, our goal was to conduct an examina-
tion of the term metaverse, understand its etymology, its
nuances, and taxonomies, and some of the state-of-the-
art technology it currently stands on. From this, we raised
the philosophical problems of understanding the structure
of (1) the metaverse and (2) the users of the metaverse. In
(1) we reviewed the ontology of the metaverse to under-
stand how we can characterize virtual reality and under-
stand how the various aspects of our ‘real’ reality can be
ontologically replicated in the metaverse, even perform-
ing the reverse path, when institutional reality dictates
the trend of reality outside the virtual environment. In (2)
we sought to understand how users interact with tech-
nology by arguing that the simple question of the division
between virtual and physical is often not well defined for
users.

We end this part with the following thought: several ele-
ments found in virtual environments, especially in the
metaverse, are as real and rely on as many rules, regu-
lations, and reflection than the physical and face-to-face
environment. The next part will address case studies on
commodification in the metaverse.
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Second part:

commodification in the Metaverse

The concept of commodification of culture is used to describe the process by which cultural
elements are transformed into commodities, which can then be bought, sold, and consumed
within a market logic*®,“. In metaverse, it is a concept that explores the idea of combining cul-
tural elements from virtual and immersive environments.

Within the metaverse, one can buy and sell cultural arti-
facts in unique ways. We will analyze some aspects of
culture and entertainment such as art and tourism, edu-
cation, business and labor market. These cultural products
can be reproduced and presented in the virtual world,
mimicking the traditional market or even innovating the
way commodities are produced and creating new oppor-
tunities for commercialization.

Brands and companies can create digital versions of their
products and services, which can be purchased and used
by users of the metaverse. In addition, the culture of the
metaverse itself, including the social norms, symbols, and
practices that emerge in this environment, can also be
turned into a commodity*2.

The commodification of culture in the metaverse can
have both positive and negative implications. On the one
hand, it can create new economic prospects for artists,
creators, and companies, offering them access to new
markets and audiences. Further, the commodification of
culture in the metaverse can spread and make cultural
expressions more accessible, maximizing their reach and
allowing a broader range of people fo interact with them.
Nonetheless, excessive commodification and commer-
cialization can lead to the uniformity of culture, as mar-
ket logic prioritizes what is commercially profitable, thus
diminishing cultural diversity.

In this part, we will

examine a few examples of
commodities that have been
adapted, altered, or created

for the metaverse.




Culture and Entertainment

2. Commodification in the Metaverse

The market of culture and entertainment is one of the leading activities in the metaverse.
Beyond the gaming industry that we have addressed briefly so far, we will here examine the
characteristics and features of the metaverse in other contexts such as art for cultural aspect
and tourism for entertainment aspect. For the arts subsection, we will distinguish the role of
digital art, some thoughts about art and ways of contemplating it in the metaverse. In tourism
subsection, we will evaluate how the tourism industry can reinvent itself with the opportunities

that the metaverse offers.

Culture: Art

The subject of art in the metaverse is a branch of the
digital arts. It is important that we first situate the con-
cept of digital art before exploring the specific art issues.
Digital arts refer to artistic production based on com-
puterized digital coding with information processing in
binary code*. The first documented use of digital art was
made in 1965 by Georg Nees: Computergrafik in Stuttgart,
Germany*“. Computers are now an important part of the
artistic process, especially through implementing artifi-
cial intelligence, the process of artistic creation has been
changed dramatically.*

Before discussing art in the metaverse, it is also useful
to introduce a brief reflection on what art is and how is
important. Art reflects and embodies cultural dimensions
of a group. It acts as a mirror, reflecting some society’s
ethos and offering understandings into a specific fime.
Furthermore, art is crucial because it is a powerful medium
for expressing emotions, ideas, and experiences. It helps
to connect individuals and foster understanding.

In his work The transfiguration of the commonplace?, the
philosopher Arthur Danto works with an important vision
for the understanding of contemporary art. Danto ana-
lyzes some paradigm breaks in art, such as Duchamp’s
“The Fountain”, created in 1917, and Andy Warhol’s “Brillo
Box”, created in 1964. The first work is a urinal, on which
Duchamp, using the pseudonym R. Mutt, submitted the
piece to the Society’s exhibition of Independent Artists in
New York. It was subsequently rejected, but it became one
of the groundbreaking artworks that revolutionized the art
world. Similarly, Warhol employed soap powder boxes as
prominent objects in an art exhibition.
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For Danto, these examples reinforce his principal argu-
ment in his work. Historically, the art world was primarily
concerned with creating accurate copies of nature, but
the contemporary art world puts concept at the forefront,
and art itself can be considered a concept. Therefore, art
becomes a conceptual issue, in which it involves interpre-
tation and meaning, favoring new types of artistic expres-
sions that may involve not only the direct contemplation
of technique in representation, but also the conceptual
contemplation that the artist forged in artistic produc-
tion. In both The Fountain and Brillo Box, the real value is
not in the object itself, but in the ideas and criticism that
Duchamp and Warhol provoked in the art world with their
works.

For these reasons, contemporary art, especially digital
art, finds fertile ground for this conceptual issue. Once
we gather examples that defend that art can be a faith-
ful representation but can also be the transfiguration of
elements from our commonplace. As Danto points out
“The Fountain” by Duchamp and “Brillo Box” by Warhol,
any remnant of conservatism regarding the raw mate-
rial used, theme, technique or elements inherited from art
considered ‘analog’, becomes an element of little impor-
tance in the discussion about the conception of art.

In this sense, if the concept of art cannot be plastered
inside a pre-defined box, the way of appreciating art and
its contemplation will be changed alongside cultural shifts.
Art in the metaverse seeks fo integrate artistic appreci-
ation in order fo present an aesthetically relevant con-
templation experience to users as well, offering immersive
environments, fransporting users to different worlds, and
providing a sense of presence in virtual space. The con-
templative experience can create unique experiences,
such as virtual art exhibitions or interactive installations
that allow users to engage with art in new ways, such as
viewing an artist’s production at the moment of work con-
ception, providing not only the finished work but also a
background behind the production of the artwork.
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Museums seek fo integrate this experience for users of the
metaverse. The Louvre museum launched the slogan The
Mona Lisa in virtual reality in your home* , Smithsonian
together with Meta launched the experience “Walk on
the moon* “ offering users an experience exploring the
lunar landscape. Meanwhile, there are also museums
produced only for the metaverse such as MoCA, Museum
of crypto Art which disseminates various crypto artworks
and NFTs. Founded in 2020 by a group of artists, MoCA
has a vast collection that includes static images, but also
works geared towards virtual reality. Since these works
are Non-Fungible Tokens (NFTs), the works exhibited at the
museum are unique. This uniqueness level and distinctive
quality is aftributed to their registration on the blockchain,
a decentralized digital ledger, which guarantees their
authenticity and preserves the essential characteristics of
the artwork?*®. This concept is akin to the signature left by a
painter on a canvas or a sculptor on their sculpture, solid-
ifying the piece’s identity and establishing its value within
the art world. The blockchain acts as a digital imprint, pro-
viding a transparent and immutable record of ownership,
origin, and provenance for these NFT artworks, enhancing
their significance in the contemporary art landscape.

Other possibilities experienced by users in the metaverse
are shows on platforms like Fortnite, battle royale style
games, but that use a party mode, in which players can
watch the shows with their friends live, in an immersive
way, in the Fortnite environment, without actually playing,
but simply by watching the show, with visual effects that
also make up other features that also make up the digi-
tal scenography and performance for the show’s virtual
environment.

Art in the metaverse, therefore, has the potential to be
an umbrella that includes traditional art forms such as
painting, sculpture, and photography, as well as new dig-
ital art forms such as 3D modeling, animation, and virtual
reality experiences, offering users interaction, immer-
sion, and engagement at levels distinct from traditional
art, but no less complex. It can create new experiences
for users, enhance the aesthetics of virtual spaces, and
provide a medium for self-expression and creativity.
Further research into the phenomenological aspects of
neuro-aesthetics must be taken into consideration for the
accuracy of appreciation on an experiential level, how-
ever, indications of a particular aesthetic, incorporated
info new paradigms of contemporary art, such as new art
movements already seem to emerge.
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Art in the metaverse, therefore, has the
potential fo be an umbrella that includes
traditional art forms such as painting, sculp-
ture, and photography, as well as new digital
art forms such as 3D modeling, animation,
and virtual reality experiences, offering users
interaction, immersion, and engagement at
levels distinct from traditional art, but no less
complex.

Entertainment: Tourism

The World Economic Forum has stated that tourism is
one area that can greatly benefit from the metaverse®,
by exploring new potentialities and allowing travelers to
experience tfourist destinations innovatively. By offering
virtual reality glasses to explore tourist destinations like the
Sugarloaf Mountain in Rio de Janeiro or the Eiffel Tower in
Paris, companies can create a unique experience just like
walking through the corridors of a museum and admiring
the art. It could give another consumers’ behavior.

Economically, virtual tourism is as impactful as in the
physical world as well. A report by Technavio mentions
that tourism in the metaverse has a projected invest-
ment record of USD 188.24 billion between the years 2021
and 2026°. From a sustainability point of view, tourism
in the metaverse can enable exploratory visits before
a physical trip to the destination, giving the subject the
chance to experience the culture, location, among other
factors (even if these factors are still anchored strictly
in the visual part), also decreasing the environmental
impact with carbon emissions. A concern from The World
Tourism Organization (UNWTO) presented that after the
COVID-19 pandemic, there are new challenges for tour-
ism regarding the pandemic years other than tourism and
its rebound from unprecedented impacts®* . Mobility and
technologies are presenting themselves in a more acces-
sible way and consequently the possibilities for creation
are enormous, which expands the scope of development
of tourism techniques for the metaverse, but also drives
the demand of the development of immersive technolo-
gies in the metaverse itself to offer the tourism services.
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These are recent issues that fuel discussions to solve the
challenges that have been created by the pandemic.
Smart Tourism®® is considered a new concept that com-
bines a business ecosystem with sustainability and pro-
motes the use of technologies in the service of tourism
optimization. The trend fo merge technologies also pro-
motes the growing appearance of new stakeholders for the
fourism ecosystem that use augmented reality and virtual
reality. Nevertheless, tools are incorporated info tourism,
a trend emerges here as in all the technological universe:
gamification. The purpose of gamification is fo generate
an enjoyable atmosphere introducing elements found in
gaming, such as points, leaderboards, and badges, in
multiple situations, intending to engage customers® or
employees in business, services, and even tourism. It is
mostly applied to the younger market segments, such as
the Y and Z generation, for example, providing elements
of gaming with which they are familiar in their daily life®.
This results in new marketing and consumption strategies
and can also provide fourism organizations with a way fo
guide potential tourists to new experiences and locations
and can serve as advertising tools to arouse interest in
new destinations.
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By offering virtual reality glasses to explore
tourist destinations like the Sugarloaf
Mountain in Rio de Janeiro or the Eiffel Tower
in Paris, companies can create a unique
experience just like walking through the cor-
ridors of a museum and admiring the art.

Some experiences have already been tried in the fourism
industry by adding augmented reality and/or virtual real-
ity. For instance, in 2015, the Marriotft Hotels chain offered
Room Service and Postcard service®® in an immersive
3602 way through virtual reality glasses, offering to the
potential tourists, the experience of visualizing the rooms
they could reserve, allowing the tourist fo check the room,
the view it provides, the size of the bed, the style of the
bathroom, among other features. Besides these services,
Marriotft Hotels performed an action with “teleportation”
cabins fo aftract customers, especially newlyweds, to live
experiences in their resorts in Hawaii® . As part of this spe-
cial advertising campaign, after their wedding celebra-
tion, held in New York City, couples were invited to inferact
with virtual reality glasses in the digital environment to
experience the resort in Hawaii.

Metaverse tourism is an emerging trend that can trans-
form the way travelers explore tourist destinations differ-
ently. It can facilitate tfourism for people who have mobility
problems or other personal issues (anxiety problems with
air travel, social anxiety, for example). However, tourism in
the metaverse is also intended to instigate and augment
physical, traditional tourism®®, not replace it. Using various
types of technologies and incorporating the metaverse
make it a trend to complement tourism, whether in its
traditional form or tourism strictly conducted in the
metaverse. These changes and trends that companies in
the industry adapt fo consumer behaviors offer new ways
for users to engage and interact with tourist destinations.
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Education

Education is one field strongly influenced by the metaverse®® . It is known that there is a great
effort by education authors to update teaching methodologies and, therefore, a recurring
theme in education is to keep up with technological advances and how teachers can use them
in their practice in the teaching-learning process®,?,. Even though there are new and diverse
tools under the term e-education, there is still little change in content and form in the teaching

methods widely®?.

Technology and educational changes

The core concept of traditional education often revolves
around adhering to orthodox strategies that view students
merely as receptacles of content®®. Knowledge is often
treated as an object to be passively absorbed, memorized,
and recollected upon demand, akin to placing it within a
confined box. However, the field of education has grown
significantly, recognizing the limitations of this approach.
Contemporary educational philosophies emphasize the
importance of student engagement, critical thinking, and
active participation in the learning process. Instead of
treating knowledge as a static entity to be accumulated,
modern education encourages exploration, inquiry, and
the development of essential skills that extend beyond
memorization.
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By embracing progressive educational methodologies,
educators can foster a more holistic and student-cen-
tered approach®. Making the student part of the
teaching-learning process, with a contextualized and
reality-oriented approach that includes the student as
a subject of knowledge and practices, is the first step to
more away from traditional views and build autonomous
teaching®®.

With the impact of the COVID-19 pandemic, the need to
rearrange teaching methodologies became clear and
provided the contours for such changes. This period
helped consolidate the action of conducting meetings
and classes through digital meeting room platforms such
as Zoom, Teams, and Meetings. Other teaching strate-
gies emerged during this pandemic such as the synchro-
nous (feacher and student are interacting in real time)
and asynchronous (teacher and student are interacting
at different times) teaching models to circumvent the
impossibility of face-to-face teaching. Even though these
techniques involve little student interaction and thus still
fall short compared to the effectiveness of face-to-face
teaching®®, they offered a moderate positive impact in the
imposed circumstances.

Other technological changes have emerged in the last
decade, such as MOOC platforms (Massive Open Online
Courses). These platforms enable a vast number of stu-
dents to enroll in the same course, often free of charge,
and engage in inferactive discussions through forums,
predominantly employing asynchronous strategies. The
asynchronous structure of MOOCs gives students the
freedom tfo interact with course material and their peers,
regardless of the time and place. And this flexibility allows
people with diverse commitments and fimetables to take
part, promoting a more comprehensive and student-ori-
enfted method of education.
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The self-management of study is among the key char-
acteristics of education 4.0, regarded as the new educa-
tional paradigm designed to address the growing needs
of the labor market, influenced by the transformative
effects of the fourth industrial revolution. This revolution
encompasses the increasing integration of digital, physi-
cal, and biological systems®”.

Consequently, education 4.0 emphasizes the integration of
technology and digital tools in the learning process. It rec-
ognizes that students have to develop skills and compe-
tencies necessary to navigate the rapidly evolving digital
era. This includes fostering digital literacy, computational
thinking, creativity, problem-solving, and adaptability.
Searching for content on their own, with the possibility of
customizing knowledge, combined to techniques in which
the student has autonomy tfo build their own knowledge
path® are competencies that this novel approach to edu-
cation is putting forward.

Metaverse in education

Given the nature of the metaverse and the diverse technol-
ogies associated with it, it is understandable that educa-
tion is significantly impacted. This influence is particularly
evident in the utilization of innovative tools, including but
not limited to Al, XR (AR, VR, MR), blockchain, NFTs, as
mentioned in the previous pages. These technologies orbit
around the conceptions of the metaverse, contributing to
its profound influence on the field of education. Education
applications are where one can find the most widespread
use-cases with XR. At Meta,® it is possible to visit several
universities with Virtual University, explore space with
Space Explorers or even take a trip back in time to 3.5 bil-
lion years ago and explore how life evolved in the ocean
with First Life.

According to the Meridian Treehouse report’® on educa-
tion in the metaverse, the main features that contribute
to education can be highlighted with XR: increased inter-
est and motivation to learn, personalization, visualization
(either to make abstract content like equations more con-
crete or visualize content impossible to see with the naked
eye); active learning (giving the opportunity fo students
tfo interact with objects of study); game-based learning
(possibility to engage learners through gamification);
virtual/enhanced field trips (possibility to transport stu-
dents to places impossible in physical contexts); new social
interactions (allows people fo interact with others in virtual
meetings).
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2. Commodification in the Metaverse

Education 4.0 emphasizes the integration
of technology and digital tools in the
learning process. It recognizes that students
have to develop skills and competencies
necessary to navigate the rapidly evolving
digital era. This includes fostering digital
literacy, computational thinking, creativity,
problem-solving, and adaptability.
Searching for content on their own, with

the possibility of customizing knowledge,
combined to techniques in which the student
has autonomy to build their own knowledge
path are competencies that this novel
approach to education is putting forward.

Among the potential limitations, the report emphasizes” :
cognitive load (increase in cognitive demands due to the
great amount of stimulus from different sensory modal-
ities); time constraints (in some people the use of tech-
nology may cause discomfort and nausea); accessibility
(for some people with reduced mobility, using the controls
may be a restrictive factor); affordability (these technolo-
gies are not accessible to everyone. Even though the price
is decreasing due to demand, it is necessary to spend a
reasonable amount of money to buy the accessories); lack
of education content; privacy and safety; difficult to assess
learning.

New technologies and new tools in education also
generate novel forms of commodities. Minecraft
Education’?, by Microsoft, is a platform created in 2016
based on the Minecraft game universe aimed at educa-
tors and education topics. Minecraft Education uses the
platform that is available for the starting price of $5 USD
to create a common environment for small meetings to
large lectures with over 100 people. The platform counts
over 100,000 educators in 115 countries using such tech-
nology in their classrooms.

The debate whether technologies that stem from the
metaverse hype facilitate or diminish learning is among
the most important concerns of educators and cogni-
five scientists. For instance, authors such as Parong and
Mayer” indicate that immersive technologies including
virtual reality glasses can create high affective and cog-
nitive distraction that would lead to lower quality learn-
ing compared to other methods, even compared to other
methods that use types of technology.
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However, education in the metaverse also offers the
chance to propose an inclusive education. While in tra-
ditional education settings homogeneity favors students
with more resourcefulness and refined social skills (i.e.,
neurotypical students), introverted students and/or stu-
dents with disorders such as autism spectrum disorder
(ASD), do not have the same positive reinforcement during
the learning process.” Quieter environments with a more
infimate teaching platform can be allies for including neu-
rodivergent students, even improving their social skills’ .

Among the possibilities that opened up with the metaverse,
John Preston, a leadership fellow in conflict, crime and
security at Economic and Social Research Council (ESRC)
from United Kingdom Research Innovation (UKRI) stated
that the monetization of education, especially at university
and academics, can be transformed with the metaverse’®.
Prior to the pandemic, access to certain disciplines or con-
ferences was limited to enrolled students or registered
participants. However, as a result of the pandemic, this
barrier has been significantly diminished, and the scope
has expanded to accommodate multiple events in a hybrid
format. With the use of metaverse, Preston argues, a lec-
ture can be sold both to the public in person and online,
“increasing productivity and profits” expanding to various
audiences with the use of Artificial Intelligence (Al).

In this scenario, envision a multitude of possibilities that
enhance the virtual experience. For instance, imagine
each student having the lecture content translated into
their local language, providing a personalized and inclu-
sive learning environment. If we add the augmented real-
ity, the speaker could appear as if they were delivering the
lecture from a conference room situated in a university
located in another country, fostering a sense of global
connectivity. Additionally, students could have the option
to create avatars, granting them various ways to engage
and participate during the lecture, further enriching the
overall presentation. These innovations contribute to a
dynamic and immersive educational experience in the
virtual realm.

In the context of the education 4.0, both students and
teachers need to develop the skills required by today’s
society. The development of the metaverse in education
impacts not only change the way of learning but also
the way of teaching: expecting teachers to increase their
creativity and digital literacy to operate the digital tools,
navigate the metaverse and be an educator in the con-
temporary world. In addition, not only will educators need
to master knowledge and teaching methods dedicated to
the new trends in the metaverse, but educational institu-
tions will also need to provide new technological appara-
tuses and related training for these educators who will be
in the metaverse.”
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When considering the financial and educational invest-
ments required for implementing these technological
innovations worldwide, it brings the practical challenges
between countries considered low and middle-income
countries (LMIC) known as South Global and high-income
countries (HIC), known as North Global. To implement
metaverse-inspired technologies in education, substantial
financial investments must be made, such as the acquisi-
fion of hardware, software, and important infrastructure.
Such expenses may be a source of difficulty for nations in
the Global South, where restricted budgets and compet-
ing priorities could impede their capacity to adopt these
technologies as in the Global North.

Additionally, educational institutions in the Global South
may also experience difficulty in ensuring fair access
to technological resources for all students. The unequal
division of resources and connectivity issues can worsen
pre-existing educational disparities, likely resulting in an
increase of the digital divide between privileged and mar-
ginalized communities. Many LMIC face more basic issues
in the realm of education. At least, 763 million youth and
adults sfill lack basic literacy’®. With the COVID-19 pan-
demic, inequalities have increased. For instance, follow-
ing school closures some 24 million students have not
returned fo school™.

Imagining metaverse-based education accessible to
all, with schools fully equipped and connected to the
metaverse (whatever kind of metaverse) is an unlikely, and
perhaps naive, reality, as the pressing issue of students
returning to schools first concerns basic literacy before we
even need to address digital literacy and access fo tech-
nology. Actions that increase equity between countfries,
broad literacy (analog and digital) are still needed before
we move forward with universal possibilities of metaverse
as a new widely employed teaching method. In this sense,
if the underlying issues are not addressed, the metaverse
may increase the gap between privileged less advan-
taged members of society and lead to digital exclusion®®.
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Metalab

In Japan, Metalab, a subsidiary of Brave Groupe,
launched the ME Campus in April 2023 with a 1-year
metaverse space for free courses (Metaverse Production,
Metaverse CG, Metaverse Programming) for the gen-
eral public, and also the high school course also held in
the metaverse, in 3 years® . For the high school course,
it is necessary that the student also be simultaneously
enrolled in a school accredited to the program to obtain
his or her diploma. So far, the initiative has one accred-
ited school. The initiative states that the student will enjoy
life on campus “You communicate in the Metaverse using
your avatar, while still fully customizable aspects like
gender and age (...),allowing you to appear whichever
way makes you most comfortable around others”.
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CardioVerse and the future
of medical education

Telemedicine is a term already common in the healthcare
environment, especially after the pandemic of COVID-
1982 It brings together a set of the use of electronic infor-
mation and communications technologies to provide and
support health care when distance separates the partic-
ipants®® , which makes it possible to decrease cost and
have more reach.

Currently, with the new technologies surrounding the
metaverse, it has been agreed to call CardioVerse® the
set of techniques that use or intend to use, in the near
future, the ecosystem that is established through the
metaverse in cardiovascular medicine. Among the main
new features that the use of the metaverse can bring
to CardioVerse® is to improve the use of medical visits
(in order for the doctor to meet the patient and pro-
vide the possibility indicate the patient, in an immersive
environment, test results and better explain any ques-
tion about a detection in the test); assisting surgical and
interventional procedures (a new possibility of training
can be performed, training new doctors also specialized
in training in the metaverse, expanding the knowledge
and increasing the network between several scholars);
reshaping cardiovascular education (with the immersive
technologies, this will provide the students a very precise
training, in order to simulate invasive procedures without
risk and in a safe environment).

In January 2022, a group of third-year medical students
at Queen Mary University in London?®® received their first
lesson in the metaverse given by Professor Ahmed, a sur-
geon and Lecturer in Surgery at this university. Ahmed
stated that: “A 3D environment enables us to create 3D
assets for example an anatomical model and interact
with one another, which can be invaluable in teaching
and clearly isn’t a possibility over Zoom or Teams. For
example, we can simulate a real-life medical procedure
in VR - which can be extremely useful technology in help-
ing fo train the doctors and surgeons of tomorrow.

Similarly, Professor Ahmed also states that “Of course,
in-person teaching adds the most value, but we are defi-
nitely seeing a shift in how education can be delivered
and improved with the technology at our fingertips. And
with more immersive learning opportunities using VR
being rolled out around the country, there is evidence to
suggest these types of opportunities are here to stay”.®”
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Business and labor market

Business

As a new hype, businesses have also taken advantage of new opportunities launched with the
metaverse. Several companies use virtual environments and launch trends and explore new
ways to monetize and strengthen their brands. Although it is a new avant-garde, not only tech-
nology-savvy personnel are needed fo insert a brand into the metaverse, but also to under-
stand human behavior® . There is a new industry behind the new possibilities, in all segments.

The main business bet in the metaverse focuses on Web
3.0% . Unlike the 2.0 model, in which the metaverse sup-
ports a business model with payments in current cur-
rencies (e.g., with dollars in the Roblox metaverse) and
focused on shareholders, Web 3.0 promotes payment
through cryptowallets (e.g., cryptocurrencies in the
Sandbox metaverse) and with a decentral autonomous
organization (DAO) that is based on user participation.

Following the customization trend, consider, for example,
the various e-objects that can be sold in the metaverse
through virtual malls. With the need for the use of ava-
tars in the environments of the metaverse, it is natural
that each user will want to characterize his or her avatar
uniquely. The user will have the possibility to recreate and
co-create, exploring several options to build an avatar. In
this sense, if the aim of an avatar, in the common sense,
is to express oneself in the most individualized way pos-
sible, companies like Balenciaga, Prada, among others,
are already part of the Meta Avatar Store®®, developing
clothes for the avatars of Horizon, by Meta. The creation
of new needs, an operating part of the market, begins to
explore this avenue of possibilities that the metaverse and
its entire ecosystem create.

In the retailers’ arena, other companies are also devel-
oping their metaverses fo atftract customers. Nike cre-
ated NIKELAND in Roblox to showcase its pieces in
the metaverse® . Samsung started its participation in
Decentreland, replicating the famous store in New York
Samsung 837X% . The Korean company also launched the
Galaxy S23 phone info the metaverse for Latin America
market. The virtual environment was built on Fortnite plat-
form offering to users the opportunity to interact with the
new smartphone and be introduced to its features®.
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Following the possibilities for acquisitions, the real estate
market in the metaverse is a booming trend for business.
In Decentreland, various digital plots of land known as
“lands” are successful in the real estate market and have
become another business option that uses blockchains.
Another example is the various work environments, virtual
offices, which can also be used as ways fo bring people
who are geographically close together. Meta uses the
workrooms to bring teams together and provide more
inferactivity within the company’s virtual environment® .

Labor market

As stated in the education section, the demand of the
so-called revolution 4.0 exerts force on the demands for
school competencies that will have a direct impact on
the labor market. It is common in the literature to discuss
which competencies are required for the labor market and
for its demands® .

These discussions usually emphasize the human side
and what humans can accomplish as opposed to what
computers with automatic systems cannot, especially
with Artificial Intelligence (Al). It could be possible to dis-
tinguish self-awareness, self-confidence, independence,
emotional intelligence, flexibility and adaptability, stress
tolerance, creativity and initiative, willingness to learn,
reflectiveness, lifelong learning, and professional behav-
ior as the most appreciate elements of human nature in
relation to the aptitudes demanded by the labor market
of the future®. Since we will constantly have to reinvent
ourselves, we will need to learn new skills, update our-
selves, and sometimes relearn or improve skills, especially
social skills that improve the ability to deal with people
and different groups, part of the characteristics known as
soft-skills.
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Specific to the metaverse, it is possible to identify three
types of generic categories for jobs and how the labor
market will advance: (1) the first category comprises the
hybrid effect already proven by the use of digital plat-
forms for holding conferences or work meetings. The pro-
fessions that are present in the labor market and will be
adapted to make use of the tool in the most advantageous
manner to make work activities more efficient; (2) the sec-
ond category includes the jobs that are needed to support
the growth and the development of metaverses. With the
expanding demand, there is a need for more developers,
programmers, information scientists, metaverse engi-
neers and designers who will perform the construction
of the new virtual environments; 3) the third category
considers the professions that are actually performed
within the metaverse. Some will be new updated version
of “classic” professions like architects, interior decorators,
fashion designers, therapists, tour guides, but others like
metaverse moderators, investors, product managers,
metaverse security moderators, metaverse real estate
agents will be specific fo the metaverse platforms.

The Fabricant

The Fabricant Studio is a digital fashion house only
focused on digital clothing. Users can customize their
clothes in order to “express their own unique identity,” as
the company’s website states. The digital fashion house,
which opened in 2016 in Amsterdam, has already received
more than $14 million in investment rounds and opens a
new chapter in the fashion world®” . The company argues
that the new digital marketplace is a possibility fo turn
passive users info creators, as customization can be sold
also fo other users via NFT or exchange it also on the mar-
ketplace® .

In its manifesto®®, The Fabricant advocates for several
key principles aligned with the concept of the metaverse.
These principles include the decentralization of fashion
through collaborative and unrestricted creativity, as well
as the utilization of their currency, known as RenaXaince
technology. This currency facilitates effortless transactions
and interactions within the metaverse, granting a unified
platform for creators, consumers, and other individuals
to engage with and support the decentralized fashion
movement.
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Professions like architects, interior
decorators, fashion designers, therapists,
tour guides, but others like metaverse
moderators, investors, product managers,
metaverse security moderators, metaverse
real estate agents will be specific to the
metaverse platforms.

Example of work done by The Fabricant in the metaverse
Credit: ALEXA SIRBU, THE FABRICANT (press kit)
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3. Societal impacts

Third part: Societal impacts

The third section embarks on an exploration of the wide-ranging societal impacts that accom-
pany the advent of the metaverses. This includes delving into not only the legal dimensions
concerning governance, jurisdiction, and criminalization but also the ethical considerations
surrounding privacy, security, inclusion, accessibility, diversity, and digital inequality within
the metaverse. Additionally, we will examine the latest developments, trends, and shifts in the

metaverse landscape.

By comprehending the societal impacts of the metaverse,
we can evaluate its implications and proactively take
measures to ensure that this emerging digital reality is
constructed with a strong foundation of ethics, inclusivity,
and responsibility. It is imperative to thoughtfully weigh
the opportunities and challenges that the metaverse pres-
ents, striking a harmonious balance between technologi-
cal innovation and the core tenets of a fair and sustainable
society.

Governance

Governance in the metaverse implies that a set of rules
and regulations will be drawn between companies and
users and between users and users within the virtual envi-
ronment '°°. The main issue with establishing governance
is to understand what are or what will be the rules that
must be followed in this new environment. In addition, the
variety of existing technologies and the issue with multiple
metaverses come with additional challenges as rules may
vary from one platform to another, possibly becoming
paradoxical at times. In some environments some rules
would be valid and possible to follow, but in not in others.
For instance, in metaverse X, users have the freedom to
construct a house on any vacant plot with no prerequi-
sites. However, metaverse Y operates under a different set
of rules, where users are required to purchase land before
they can gain the components to build a house.

Three types of governance can be defined in the
metaverse: centralized, decentralized™ and hybrid.
Centralized governance is the most traditional model, in
which the company that created the metaverse has abso-
lute control of this digital environment. Examples of this
type of centralized governance are found in several video
games and multiplayer games, such as World of WarCraft
%2(WoW), a Massive multiplayer online role-playing game
(MMORPG) released in 2004. In WoW, there are rules
for trades, transactions, fights, missions, etc. and the
entire platform is managed by the company Blizzard
Entertainment.
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If we apply this video game model to the metaverse, the
limitations of this type of governance are notorious, since
the concentration of power to legislate the rules of a vir-
tual environment will provide complete control of these
rules, regulations and, therefore, how users interact.
For user freedom, this governance model is vicious and
implies a significant possibility of abuse of power by the
game developer company itself. This type of regulation
can incite a type of “absolutist monarchy” of the company
in the metaverse in which it owns the digital lands, the
server and also the laws that govern that virtual environ-
ment. As Montesquieu warned us 'a few centuries ago,
power must be divided equally and each body must have
its strength and importance used in such a way that none
of them overlaps the other and thus each one can monitor
the other and “punish” them, if necessary.

Decentralized governance has as its core the opposite
principle. If centralized governance sought to concentrate
power in just one company, decentralized governance
will share control of this legislation, rules and regulations
among all companies or users. A well-known example of
this type of regulation is the use of blockchain technology,
in which users can vote for changes in the system. Despite
being a democratic model and leaving more freedom to
users and being based on consensus, past experiences
in terms of broad freedom for users can lead to chaos in
a matter of hours within the context of virtual platforms,
as shown in the case of Microsoft Al conversational bot
on twitter °4. Thus, in terms of large-scale metaverses, it
is possible for chaos to spread and generalize, causing a
state of exception with proportions reaching a pre-social
contract “state of nature” as philosopher Thomas Hobbes
expressed, where the law of the strongest would prevail
without a contract that would allow a minimum social
organization.
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Hybrid governance, in turn, involves a mixture of cen-
tralized governance and user participation. For example,
a company with several stakeholders can compose this
digital government. However, users will also have a say
in the decision-making process. Such model is closer to
the model of participatory democracy, which we have
in most countries, in order to value the participation of
citizens by electing representatives who will defend their
interests and rights in order to improve and update the
interests and duties of the majority of users. A model
established this way could still have user groups that could
be responsible for associations or also groups that could
raise guidelines to be discussed and/or improved in a vote
between the members of this governance together with
the digital citizens. This way, the individual and collective
freedoms of users would be preserved, and a level of cen-
tralized control would still be maintained, but would not
be absolute, thus maintaining the social contract signed
between all parties inferested in this metaverse.

Jurisdiction

Within the lessons learned from social networks, we can
question how these platforms are built, how they shape
environments and how they dictate user behavior 5.
There are laws for banning certain types of hate speech,
racism, among others. The very design of the platform
makes malicious users look for loopholes to circumvent
rules or use certain tools with other functions than those
previously designed.

Jurisdiction is a term referring to the authority that the
official has to carry out legal judgments or decisions that
extends over a territory 6% Although jurisdiction has a
direct association with sovereignty and territory, the con-
cept can also apply beyond physical territory™®. As the
metaverse is a phenomenon that reaches beyond the
borders between countries, just like the internet, questions
about laws always demand more attention from national
and local laws and regulations, as they intertwine chal-
lenges between public and private sectors, and also the
political projects of each country involved. That said, juris-
diction always raises questions about cybercrime, and this
is not different in the metaverse.
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In practical terms: if someone commits a crime in the
metaverse, under what law will the user who committed
the crime be penalized? Let us imagine, for example, a
user uses a metaverse X, developed by a company Y, and
that sells land and houses through cryptocurrencies. User
A purchases land and a house but has his house looted by
a group of hackers who not only steal his house and land
but prevent him from accessing the metaverse. Under
what laws should the punishment for this group of crim-
inals be governed ? The sanction should be carried out
based on which statute or law? Sanctions should be met
under the norms of individual law and private property
where the company that develops the metaverse resides,
or where the user who carried out the theft resides?

Criminalization

Besides the question of which jurisdiction should a crime
fall under, there is another, perhaps preceding question
about whether some acts performed in the virtual world
should be criminalized. According to Susan Brenner %,
there is an issue with criminalizing acts that inflict harm
and are considered sanctionable crimes. There are virtual
conducts that cause damage in ‘real’ life and, therefore,
are considered crimes that can be evaluated according to
the laws already available in the legal system. However,
there are virtual actions that will only cause harm in the
virtual world. Brenner discusses in her artficle these dif-
ferent types of acts that can be considered crimes in the
virtual world. In the metaverse’s case exemplified above,
we can consider that the question is more about where
the judgment falls with regards to property theft. Even if
the theft was carried out only in the virtual environment,
there is a financial loss that changes the order of user X
who had bought his portion of land and his house in this
metaverse system but with a real, albeit digital, currency,
as opposed to an environment specific currency (e.g.,
monopoly money).

But how can we consider more complex cases such as,
for example, misconduct, harassment, and rape? It seems
that cases that mobilize more emotional and non-finan-
cial trauma are often treated as minor (or, at least, more
nebulous) and without the due importance that they
disserve. In order to understand these types of crimes,
Brenner coined the term “fantasy crimes” to present
crimes that are carried out entirely in the virtual world
and do not cause material damage in the real world ™,
but which cause a lot of psychological damage.
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Issues such as harassment are not just on the agenda
of the metaverse but have always been on the agenda
since the beginning of the Internet. Brenner exemplifies
the 1993 case written by journalist Julian Dibbell about a
rape on the LambdaMOO platform. Dibbel reports that
LambdaMOO is a text-based, multi-user world working
only by commands. Even though the game did not contain
images and other visual resources, because of the techno-
logical constraints, a user used a script to force other ava-
tars that were in the game to perform unwanted actions of
a sexudl nature. Dibbel in his article for the cultural mag-
azine Village Voice, said that the woman who reported the
virtual rape mentions “the woman in Seattle would con-
fide to me that as she wrote those words posttraumatic
tears were streaming down her face — a real-life fact that
should suffice to prove that the words’ emotional content
was no mere fiction” ™.

As one aim of this report is to present the societal effects
that come with the metaverse, emotional traumas such as
harassment or in extreme cases of rape are important to
be addressed here. The materiality content in these cases
is not within the legal world of the physical world, such as
a property dispute or something more tangible, however,
the emotional fraumas must be seen as something essen-
tial since we consider here an increasingly hybrid universe
between the digital and the physical.

We highlight this example to point out that not only is the
metaverse a platform capable of raising these types of
aftitudes, but that any type of digital platform can. The
issue becomes more complex, since the metaverse and
its development could endow users with more means with
which to interact with other, haptic stimulation for instance

3. Societal impacts

that could provide users with means to to touch but also
fo feel touched. In a case where somatosensory stimula-
fion is faken into consideration, few people would deny the
criminal content of the act of harassment or rape.

In even more extreme cases in comparative terms between
the physical and the virtual environments, we can consider
the murder of an avatar in the metaverse. Unlike games
in which there is a continuum or, even, a mechanism that
makes the experience reappear or regress fo a previous
state, a murder in the metaverse seems to have a differ-
ent weight as we are dealing with an avatar that rep-
resents someone (unique?) in a social context. Murder in
the metaverse could occur at least 4 ways: (1) through a
misunderstanding between two or more users leading one
or more to try fo harm each other; (2) some failure in the
development of the virtual platform; (3) a virus that the
platform was not prepared to prevent and that could lead
to harm being caused to users; and (4) through program-
ming maneuvers, in which a malicious user can perform
some maneuver intended to cause damage to the user,
something close to what was presented in the previous
example with the game LambdaMOO.

It is important to highlight that the metaverse is different
from videogames because of its immersion and online
presence, as mentioned in the first part of this report.
Therefore, virtual violence ™is something important to
consider. It is not possible to disregard that the techno-
logical advance with immersion and the sense of presence
that projects the sensation in the users, does not cause
physiological damage in extreme cases like the ones
presented, and that will also cause severe psychological
damage to the users™.




In a virtual environment like the metaverse, the fatality of
an avatar can carry serious and consequential implica-
tions for users, affecting their self-perception and overall
well-being. Consider an avatar that has been meticulously
crafted and customized by a user over several years. This
virtual entity has established meaningful friendships,
holds a prominent position on the platform, and enjoys a
valuable reputation. If this avatar were to be maliciously
ended, the emotional impact on the user could be devas-
tating, taking a toll on their mental health and challenging
their personal identity and self-perception.

Moreover, considering the financial aspect, the conse-
quences of such a death would extend beyond the emo-
tional realm. Losing the avatar would entail a significant
financial setback, considering the investments made in
purchasing various skins and accessories to enhance
its appearance. This financial loss adds another layer
of complexity to the situation, compounding the overall
impact on the user.

From an ethical-philosophical point of view, even with
laws that are not yet well-structured, the Aristotelian vir-
tue ethics, for example, would be enough to be a moral
compass that would support users’ actions foward per-
forming morally virtuous actions. According to this eth-
ical system, there is an emphasis on the importance of
the development of moral character to achieve human
happiness and well-being. For Aristotle, virtue is not a
set of rules or norms, but a habit gained by the constant
practice of virtuous actions. Therefore, even if a crime in
the virtual environment had no legal consequences or
within a platform, it would not be interesting for moral
development to commit actions that diminish the capacity
for moral improvement through the habits that the user
would perform.

These rules would be based on fair measure, i.e., find-
ing the proper balance between excess and deficiency in
relation to a virtue. For example, courage is a virtue, but
if someone is excessively courageous, they can become
reckless or foolish, while lack of courage can lead to cow-
ardice or inaction. Therefore, the right dose of courage
would be to find the balance between excess and defi-
ciency. This idea of finding the right dose applies to all vir-
tues and seeks to lead the individual to act with balance,
wisdom, and common sense, in order to achieve happi-
ness and human well-being.
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The elements of jurisdiction and criminalization further
emphasize the importance of the governance discussed
in the previous section, demonstrating its critical role
in defining the ethical considerations of the metaverse.
Combining legal frameworks and regulations through a
hybrid model of governance will create a comprehensive
approach. This model would incorporate the expertise
and input of different actors involved in the metaverse’s
development. This collaborative effort seeks to ensure that
the metaverse evolves in a manner that is mindful of the
well-being and interests of its users, as well as virtual envi-
ronmental society.

From an ethical-philosophical point of view,
even with laws that are not yet well-struc-
tured, the Aristotelian virtue ethics, for exam-
ple, would be enough to be a moral compass
that would support users’ actions toward
performing morally virtuous actions.
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Ethics of the metaverse

The following themes encompass key issues
that are widely discussed in the metaverse’s
development.

Privacy and security

A major issue that also touches upon several topics
already addressed is privacy and, consequently, security
in the metaverse. The use of the metaverse, particularly
for those who utilize immersive technologies, is regarded
with considerable apprehension in terms of user privacy.
The generation of not only data but also metadata (con-
versations, reactions, interactions, preferences, move-
ment in the metaverse) provides a variety of information
that makes a user easily traceable.

Some authors even argue that privacy in the metaverse
may be impossible ™. As an information and social
beings, we consistently leave behind a trail of informa-
tion in the world. It’s a standard characteristic. In today’s
digital landscape, many users knowingly share various
metadata daily through social networks. Moreover, they
unknowingly grant access to applications that collect
data, such as location and camera access. The metaverse
magnifies these issues and introduces additional chal-
lenges that require comprehensive regulation across all
virtual platforms. Addressing the complexities of privacy
in the metaverse necessitates finding a delicate balance
between enjoying the benefits of digital interaction and
safeguarding personal information.

Nair and colleagues ™ conducted a virtual reality exper-
iment with 30 participants who played an “escape room”
game inimmersive mode, using VR. Parallel to the game, a
program was also running that could capture over 25 per-
sonal data from the users, not only anthropometric data,
such as height, span but also demographic data such as
age and gender, in a matter of a few minutes. The study
aimed to show, in a controlled environment, a simulation
of an environment in the metaverse and how many users
are exposed to improper collection of their data.

Big techs already have an enormous volume of user data
such as name, address, age and personal preferences.
This information already leads to advertising bias, aimed
at advertising targeting, content customization and other
commercial purposes, but it can also be used for mali-
cious purposes. Companies that operate in the metaverse
market can collect an even greater amount of data, mak-
ing the user increasingly fragile in this user-company
relationship.
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Some authors suggest that one way o make the metaverse
more secure for users is to protect sensitive data captured
by XR technology, mainly from intruders through privacy
lists "6. One possibility is to create protection lists (general,
safe and deny) of which elements or user data can be
shared. The first, as the name implies, would be a general
overview, without privileging a specific physical aspect
and would be standardized protection (e.g., a virtual
background in a videoconference can protect informa-
fion about the place where the person holds a meeting).
The second would be a list that privileges a specific aspect
fo be shared and adds protection (e.g., a competition of
smiles in which the user has to provide information about
their face, they could just keep in their safe list the physi-
cal information of the smile, keeping everything else safe).
Finally, the deny list could be a list in which only what is
selected would be processed, and everything else would
be anonymized and excluded for processing.

There are security measures that can be implemented
by the user, but the biggest issue still lies with companies
themselves and whether they choose to provide or not the
tools to users. But how do we guarantee the reliability of
the metaverse environment such that they are immune to
invasive data collection? Companies must be transpar-
ent about how they collect, use and store users’ personal
information, allowing users to make informed decisions
about what they share. A decision for the user, like the use
of cookies on web pages, must be clarified even before
the user uses certain virtual environments.
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Inclusion

The theme of inclusion is an agenda that directs the
development of the Metaverse and has a direct impact
on societal issues, especially regarding accessibility,
diversity, and economic barriers. Some users may have
difficulties accessing the metaverse (e.g., lack of device or
lack of a high-speed internet connection), or the way the
metaverses are designed may prevent users from access-
ing this virtual reality (e.g., the need to possess an on
specific type of device). As already mentioned, there are
metaverses and not just one Metaverse. Each platform
can therefore develop its tools to become more inclusive
or not. This theme is broad and can range from technology
to make navigation easier for people with disabilities, rep-
resentation of visible and/or invisible minorities and digital
inequality, in which people from certain social classes do
not have the financial conditions to buy technology and
participate in the metaverse™.

Accessibility

Accessibility is an important element fo include in the
metaverse. Diverse people with physical disabilities or with
cognitive impairments, may have difficulty accessing the
metaverse because of technological conditions or usabil-
ity issues. Despite of some initiatives in human-computer
interaction (HCI) on accessibility fo immersive technolo-
gies™, the development is only beginning. In the same way
that the metaverse develops, the creation of accessible
technologies must go hand in hand with this.

The development of immersive technologies, especially
VR helmets, follow the inspiration of Stephenson’s novel,
reproducing, even if only indirectly, a specific pattern that
does not consider all possible users of the platform™. The
metaverse must use one of its characteristics that is the
one which best promotes it, namely ultra personalization,
in a way to adapt experiences for people with some type
of disability fo enjoy a meaningful immersive experience.
If, on the one hand, technology is already developing and
offering assistive technologies (AT)'?, technology in the
metaverse must follow in the same direction to incorporate
assistive technologies as well.

People with visual impairments can benefit from
screen-reading capabilities that include audio descriptions.
Complementary technologies such as haptic sensors can
allow users to interact and navigate within the metaverse
through touch. For example, a person with visual impair-
ments could use haptic feedback to feel their way through a
virtual environment. Similarly, people with hearing impair-
ments may need a captioning system or other visual aids
that are compatible with their eyes and visual processing
capacities, in order to fully access and enjoy virtual content.
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It is imperative that companies engage in
conscious development practices to ensure
they do not replicate the issues of access
and exclusion in their technologies.

By offering a range of accessibility options
within the metaverse, developers can ensure
that people with disabilities are not left
behind or excluded from participating

fully in the virtual world.

Additionally, individuals with mobility impairments can
make use of assistive technologies, such as voice commands
or gesture recognition, to navigate the metaverse. Those
with cognitive disabilities can benefit from the provision of
clear, simple language and easy-to-follow instructions.

According fo a conference hosted by the European dis-
ability forum™ in December 2022, the metaverse can offer
advantages and disadvantages for people with disabili-
fies. It can offer opportunities to explore and experience
environments that are not accessible and even offer ways
fo improve experiences with immersive tools, for instance,
aspects of tourism as presented in this report.

However, it is imperative that companies engage in con-
scious development practices to ensure they do not repli-
cate the issues of access and exclusion in their technologies.
An option for questions raised by the European disability
forum could be, in the first place, to include people with
disabilities within organizations, so that they are consulted,
and can take active parts in the development of technology
from the time of its conception and throughout its various
update. By offering a range of accessibility options within
the metaverse, developers can ensure that people with dis-
abilities are not left behind or excluded from participating
fully in the virtual world.

Ensuring that the metaverse is accessible is not only a moral
obligation and social responsibility, but it could also be a
beneficial in business decision. By making the virtual world
more inclusive, developers can open up their market to a
wider range of users, while also enhancing the user expe-
rience for everyone. By continuing to innovate and priori-
fize accessibility, the metaverse could become a space of
acceptance and inclusion.
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Diversity

Diversity in the metaverse does not just include the design
of avatars (i.e., what the avatar looks like), but also the
design of the virtual environments themselves and how
these avatars interact with each other in different virtual
locations. Diversity is not only and issue of ethnicity, and
it must comprise an intersectional approach'?, including
in the elements that cause the lack of representativity.
Other equally important individual characteristics must
be considered implementing a diverse approach, such as
gender, sexuality, culture, language, geographic location
of the user, among others.

If, on the one hand, the metaverse has the potential to bring
together different people from different backgrounds and
cultures on a platform, companies have a great challenge
in being able to provide users with tools that allow them to
truly express who they want to be in these representative,
inclusive and welcoming environments.

The report released in 2021 by the Institute of Digital
Fashion (loDF) called My Self, My Avatar, My Identity:
diversity and inclusiveness within virtual worlds™,
describes the findings of a survey that was conducted
with consumers from various digital platforms on issues
of race, gender and ways of experiences and identity in a
virtual environment. Some aspects were highlighted in this
report where respondents indicated a special concern for
the under-representation of women, people with disabil-
ities, and also the LGBTQIA+ community'.

In addition, for digital natives, especially people from
Generation Z, the online image is as important or even
more important than the image outside of social networks.
According to the report Virtualization and the New Era of
Growth '?°, 60% of Gen Z and 62% of Gen Y “believe that
how you present yourself online is more important than
how you present yourself IRL [In Real Life]"'?.

However, the lack of diversity and representativity in the
metaverse can have detrimental effects. It can exclude
people from certain communities, making them less likely
to participate or feel welcome in these virtual spaces. In
addition, it can perpetuate stereotypes and prejudices,
reinforcing existing inequalities in society. According to the
two founders of loDF, Leanne Elliott Young and Cattytay,
‘Users shouldn’t have to demand to be included; the indus-
try should already be there for them, ready and waiting’?.
This statement refers to the basic rights of everyone that
should also exist in the metaverse environment.
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To promote representativity and inclusivity in the
metaverse, it is important that developers and content
creators are intentionally inclusive in their work. This can
be circumvented, as mentioned in the previous section, by
hiring diverse teams that act as spokespersons and cre-
ators of avatars, environments and interactions, as well
as a team that has access and can perform usability tests
with people of different identities, origins, and all possible
infersectional range.

Diversity in the metaverse does not just
include the design of avatars (i.e., what the
avatar looks like), but also the design of the
virtual environments themselves and how
these avatars interact with each other in
different virtual locations.

o * 0O
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An issue that touches upon inclusion issues is related to
the users themselves. It is important for metaverse users
to be aware of how their own actions and behaviors may
affect other users. Besides creating avatars and other
forms of representation, companies must also be active
against cyberbullying in the virtual space, which creates
another challenge for companies in providing an ade-
quate and beneficial environment for the mental health
of users, avoiding the stress caused by digital platforms
(technostress). Users should be encouraged fo be respect-
ful of people of all identities, and work actively fo create
inclusive virtual spaces.

Another complex point for users of the metaverses is iden-
tity tourism. Identity tourism is a term that refers to the cul-
tural appropriation or objectification of avatars by users
with the aim of reinforcing race and gender stereotypes
as “fun” prostheses without regard for the consequences
outside the digital environment and without honoring
avatar diversity'?®. A user using an avatar that does not
match their physical characteristics is also part of a gray
area that is not only part of the metaverse but also of all
platforms that use avatars. There are two sides of the coin
to using avatars that do not match the users. For example,
if a user X can identify with an avatar Y and feel more
comfortable with that avatar than in their life outside the
platform, but there may also be user A who uses an ava-
tar B with a derogatory aim with groups that identify with
avatar B to reinforce stereotypes and incite prejudice to
those users who, in fact, use and identify with avatar B. To
overcome this gray area and avoid the identity tourism it
is necessary that users be culturally sensitive and respect
all forms of cultural expression.

These issues reflect the values and issues sensitive to our
society, whether online or offline. The metaverse can be
an opportunity to reflect and offer solutions for some of
these themes or just repeat them in a virtual environ-
ment like other platforms. To avoid repeating and per-
petuating morally reprehensible values, developers have
an important role in creating an inclusive metaverse, as
they are responsible for the creation and design of these
virtual spaces. They need to prioritize diversity and inclu-
sion throughout the entire creation process, starting from
design and extending fo everyday use, in order to ensure
that all users feel adequately represented in the virtual
space and that there is inclusivity across all identities and
cultures.
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Digital inequality

Digital inequality is another form of social inequality that
has gained attention from theorists™. With each emer-
gence of a new technology that is used on a large scale,
such technology influences inequality indirectly because
they change the political structure of interests and the
ability of groups to mobilize™°. Therefore, digital inequality
is also part of inclusion, since groups will be marginalized
because of financial bias and will not be represented on
platforms. Having access to the new technology is simply
not possible to people of some groups.

The internet already created, during its development
and sophistication, gaps related to digital inequalities.
Theorists further divide digital inequality in two levels: 1)
differences in the level of access and digital engagement
gaps, and 2) difference in the level of skills, participation,
and effectiveness®. The first level is the most basic level,
in the sense that a person needs to have sufficient finan-
cial resources to acquire the technology and use it. In this
sense, we consider the same concept digital divide as the
first level of this framework. Digital divide means an eco-
nomic and societal disparity concerning to access of, or
the use of, in consequence of information and communi-
cation technologies (ICT)"2 The second level deals with
the way users use the new technology. Users may join a
digital platform without being able to navigate it properly,
or even participate effectively. In other words, digital lit-
eracy is not yet a reality for all users, especially for those
who are digital immigrants™s, those who were born before
the mid-1980s. This is true now for the internet and will be
even worse for the metaverses.

Before the COVID-19 pandemic, the use of the internet
was not a major priority, instead it was merely an option
for communication for some individuals®*. However, when
the pandemic emerged, much light was shed on the dig-
ital divide in societies in High-income countries (HIC) or
even Low and middle-income countries (LMIC)®™®,

If we consider the previous conceptual model of inequal-
ities in levels, at the first level it was possible to visualize
the difficulty for certain groups to gain appropriate hard-
ware, or also to have sufficient connectivity fo maintain
the lifestyle at a distance that the pandemic demanded,
connecting the user to the work and online services. On
the other hand, there were those who also had a forced
transition or imposition to advance in literacy, because of
the new requirements of the so-called “new times”, as pro-
fessors and students forced to use digital technologies to
continue teaching and learning.

Obvia



In this way, if after the pandemic we find ourselves more
connected, digital inequalities continue. According to Dr.
Lisa Kaye, an expert in cyber psychology and online behav-
ior, the metaverse could further widen the digital divide.
If, during the pandemic, some people did not even have
an internet connection to make video calls, the metaverse
represents an even more unlikely platform they will have
access to, and these people will be excluded™e.

Digital inequality is not an exclusive theme of the metaverse,
nor is it just this technology that could contribute to a gap
between those users who use the metaverse and users
who do not have the financial resources to acquire the
hardware to join the platform, or even those users who
suffer from a digital literacy deficit (i.e. elders who need
to complete regular daily tasks online, such as managing
their bank account, scheduling medical appointments, and
making tax inquiries™).

There are considerable effects that the digital divide can
have in the social, economic and educational realms,
meaning some individuals cannot take advantage of job
opportunities, basic services, civic engagement, quality
education and pertinent information. As an example, there
is no way fo assert the rights of those who cannot access

Future of the metaverse(s)

3. Societal impacts

the platform, nor citizen participation. If the metaverse is
understood in the same way as Stephenson, then voting,
employment opportunities, culture, leisure and novel forms
of socialization and communication will be unavailable to
this individual.

In order to overcome issues that contribute fo the digital
divide and the division among different groups, it is imper-
ative to implement dedicated policies and initiatives. These
measures should focus on providing affordable digital
infrastructure, implementing comprehensive digital inclu-
sion programs, facilitating training and capacity building in
digital skills, and promoting awareness of the significance
and advantages of technology for all segments of society™®.
It is also important to consider strategies to the rapid transi-
tion to the digital realm. While technological advancements
offer numerous benefits, there is a need to ensure that the
transition is not rushed, leaving behind marginalized com-
munities or exacerbating existing inequalities.

Involving communities and stakeholders in decision-mak-
ing fosters dialogue, conducts impact assessments, and
ensures diverse representation. This avoids prioritizing
market interests and viewing users merely as consumers,
promoting citizen rights and social inclusion™®.

Metaverse, ChatGPT and Generative Artificial Intelligence

By mid-March 2023, tech media outlets had been debating intensely whether the Metaverse,
particularly Horizon created by Meta, Mark Zuckerberg’s company, had ended °, . The deci-
sion to quietly bury the metaverse, as reported by The Street 2, may have been caused by the
sudden popularity and attention that generative artificial intelligences, in particular ChatGPT,

have garnered from users':.

According to the advertisements published, and the con-
ferences presented by the company Metq, it was expected
that the metaverse would be the new hype that pointed to
the new technology and even to what the future of commu-
nication would be like. However, ChatGPT, being an easily
accessible and freely available ool that can facilitate a
user’s daily life, easily became a widely used and sought
after tool. Since its launch in November 2022, ChatGPT has
become the fastest growing user platform in history™“. In
just 3 months, the platform reached 123 million users's.

Because it is a chat, i.e.,, a model based on natural lan-
guage, users only need to ask the prompt about a sub-
ject, just as we ask a person when we are in doubt. Unlike
other search engines on the internet, ChatGPT also writes
texts, providing explanations unprecedentedly, which also
raises ethical problems for the academic and legal world,
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since the texts provided have a certain complexity and
emulates the human way of writing.

Using ChatGPT itself, we asked for a definition about the
tool itself. We wrote “define what ChatGPT is”, and the
answer to the question was: “ChatGPT is an advanced
language model developed by OpenAl. It is designed to
engage in natural language conversations with users,
providing coherent and contextually relevant responses.
Trained on a wide range of text sources, ChatGPT lever-
ages deep learning algorithms to process input and gen-
erate human-like outputs. While it doesn’t possess true
comprehension or consciousness, it excels at predicting
probable next words or sequences based on the given
input. OpenAl continuously refines and improves ChatGPT
through user feedback, aiming to create a highly capable
and effective conversational Al model”*®.

Philosophical and societal impacts of commodification in metaverse 39



One of the notable challenges with these models is their
propensity to make significant mistakes and provide
inaccurate information. ChatGPT produces responses by
drawing on patterns and examples found within its train-
ing data, operating without a genuine comprehension
of the context. Consequently, this can lead to seemingly
credible responses that may lack profound insight or crit-
ical analysis. When used without critical thinking, users
have the potential to inadvertently propagate misinfor-
mation and contribute to a range of ethical concerns such
as replicating biases and prejudices, depending on the
model’s training. OpenAl advises users to exercise caution
when relying on information from ChatGPT and empha-
sizes the importance of cross-referencing it with reliable
and authoritative sources. By employing such attention,
users can reduce the risks associated with potential inac-
curacies and ensure a more informed and responsible
usage of the model.

While Meta’s loss of priority within the metaverse business
plan could be seen as a setback for Zuckerberg'’s intended
Stephenson-style concept, it’s important to note that other
companies and individuals are still actively pursuing its
development. Again, the question becomes a conceptual
decentralization from metaverse with capital M to low-
ercase m.

Companies such as Epic Games, which owns the popular
Fortnite game, and Decentraland, a virtual world based
on blockchain, both mentioned earlier with their particular
ways of making other experiences also understood as the
metaverse, continue to invest in creating immersive digital
experiences. These actors may lead the way in building
the metaverse. “The death of the great Metaverse uto-
pia does not mean the death of the multitude of “little”
Metaverses”*. Corroborating for this vision, Philip Mai,
researcher, and co- director of the Toronto Metropolitan
University’s Social Media Lab, indicates that “There will be
these virtual worlds, it just won’t be what Meta envisioned
it to be."®

The future of the metaverse continues to be spread across
platforms and companies that integrate this market and
develop technologies. From a conceptual point of view,
Zuckerberg’s vision of a homogeneous metaverse seems
to dissolve so that a new conceptual re-compositing must
be conducted so that the differences between metaverses
do not cause confusion to users.

From the point of view of societal implications, the issues
raised throughout this report indicate that all concerns,
issues, and consequences developed from the metaverse
technology cannot be subsumed only to this technology
or the original concept. The concerns and implications of
the use of technology are humanistic issues that must be
considered in any type of technological development. For
example, when thinking about the use of ChatGPT, we
could also indicate societal issues such as the creative
process at the university, for example, or to what extent it
is valid to use the tool to carry out research, since the tool
itself can provide texts that could be considered written by
a student, even bypassing plagiarism detectors™®.

In a more complex way around societal issues,
ChatGPT can be a propagator of fake news. A lawyer
used ChatGPT to substantiate his client’s case against an
airline company™°. When asking the Al to develop a text,
ChatGPT created cases that never existed and reported
that these went to trial, including creating false names,
such as the name of the judge who would have judged
the fictitious case. This type of response is considered “Al
hallucinations”®' %2, Hallucinations are used to describe
information provided by the Al that, although it has an
apparent coherence and textual cohesion, the content of
the message has incorrect, biased or even wrong data
and does not reflect the reality of the facts, as with the
lawyer.



The cooling of the metaverse market can also be seen in
other big techs that invested in the project, but that along
the journey of market expansion gave up working on
the construction of the virtual environment. Disney and
Microsoft closed their offices dedicated to the project and
pulled out of the technology race™:. Two months after the
launch of ChatGPT, Microsoft added a similar tool within
its Bing search engine™ and is betting directly on this
technology.

In a strategic change in its business plans, Meta held a
meeting with all employees, at a global level, known as
the “all-hands meeting”. At that meeting, Mark Zuckerberg
and other Meta’s directors shared the company’s upcom-
ing tfrends and developments, with an emphasis on gener-
ative artificial intelligence, as with tools such as ChatGPT.
As part of these advances, Meta plans to launch a series
of natural language-based chat assistants, which will be
incorporated info the company’s principal products, such
as Messenger, WhatsApp and Instagram. This initiative
aims to improve the user experience by providing more
advanced and interactive chat features within Meta’s
suite of applications ™.

The major highlight is the LLaMA (Large Language Model
Meta Al) tool, capable of feeding online™® chatbots. In an
even more impactful twist, Meta has provided the corre-
sponding code to the LLaMA system. All that is required
is for the interested party to make an application directly
on the Meta website and await the company’s evalua-
tion of the applicant’s profile. If approved in the applica-
tion according to the user’s profile, Meta makes the code
available to the person applying and they can use the
code, change it and create their own chatbot.

According to Meta’s view, the aim is that: “We believe that
the entire Al community — academic researchers, civil
society, policymakers, and industry — must work together
to develop clear guidelines around responsible Al and
responsible large language models in particular. We look
forward to seeing what the community can learn — and
eventually build — using LLaMA™*’.

Despite its ability fo spread knowledge freely, open-source
distribution of this technology can also cause significant
societal impacts. In just a few days after the release of the
LLaMA and the possibility of applying to receive its code,
LLaMA was shared on the 4Chan platform '8, known for
being a fake news platform that incites cyberfacism and
the culture of a memetic violence™®.
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“We believe that the entire Al community —
academic researchers, civil society, policy-
makers, and industry — must work together
to develop clear guidelines around respon-
sible Al and responsible large language
models in particular. We look forward to
seeing what the community can learn —
and eventually build — using LLaMA”

It is important to highlight that, even when a company
releases its code as a way of democratizing knowledge,
this decision still presents shared challenges and respon-
sibilities with direct impacts on various segments of soci-
ety. In the specific case of the release of the LLaMA code
and its subsequent dissemination in a forum like 4Chan,
the question arises about who should take responsibility
for the propagation of false information and hate speech.
The release of a platform without the adoption of ade-
quate conduct involving other stakeholders and prior con-
sultations can cause future complications for society in our
digital life. It is necessary to reflect on the ethical, legal
and social implications involved in this process, in order
fo guarantee that the technological advance is conducted
in a responsible and beneficial way for all, as highlighted
by the professor of digital media at Carnegie Mellon
University’s Heinz College “many people who want access
to Facebook’s data have malicious intent “ and adds “We
need policies, procedures and protocols on board only
we’re not rushing into something that might be deleterious
for society in the future."s®
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A New Look at the Metaverse?

Apple presented in June 2023 its entry into the market
in immersive technologies with the Apple Vision Pro',
glasses with the purpose of offering the user Mixed Reality
and Virtual Reality experience that will be sold for $3499
dollars from 2024 in the United States. In the words of the
company, it is the first “ first-ever spatial operating sys-
tem” %2, so the glasses integrate a computer that offers
the suite of applications in order to visualize both the
user’s surroundings (elements of the real world) and the
applications, integrating physical reality with a new layer
with digital information, generating an augmented reality
experience in the user.

The company proposes that the technology is immersive
enough so that, when accessing a video, for example, the
user experiences it as if he were in the video, can play
games, watch movies, use FaceTime, incorporating the
user’s environment and enabling the user to stand out
from their environment. For example, it is possible for the
user to choose between watching a movie while viewing
his “real life” environment or creating another environ-
ment, such as a movie theater, in which the user would be
completely detached from his environment, thus being a
more functional function. close to virtual reality. In sum-
mary, Vision Pro fries to provide an experience integrated
info the environment, with augmented reality, but it also
provides the user with moments in which he can detach
himself and go completely into virtual reality, but still these
are just environments and not a complete virtual world, as
is enacted with the idea of the metaverse.

Unlike the metaverse that uses virtual reality glasses,
Apple’s Vision Pro immersives its own platform already
found in its operating systems on the iPhone or MacBook,
inviting the user to dive info the real world itself, and add-
ing these layers of technology to its own reality. It is a way
of making the company’s ecosystem completely available
to the user, providing an experience accessed through the
movement of the hands, optical reading (that is, Vision Pro
can access applications through the visual balconies) and
also by voice command.

Apple takes a more sober approach by incorporating
elements of augmented reality or extended reality, which
could become a significant long-term trend for users, as
the price of the glasses will definitely be a specific marker
for who will consume technology from 2024.
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One of the issues that defines both immersive metaverses
with the use of glasses and game-like platforms is a play-
ful and game-oriented atmosphere, which influences
users’ perception of the platform itself. By investing in a
platform with an augmented experience, Apple moves
away from the metaverse concept, in which it determines
a reality completely enclosed in virtual elements.

These aspects and the launch of a technology that refers to
the metaverse reinforce that the dream of the “Metaverse”
is distant, but still desirable in technological development.
The format, perhaps, will not be the one initially sought by
Zuckerberg, nor complete and closed, as in Snow Crash
by Stephenson. In an analogy with the solar system, per-
haps the future of the metaverse currently points more
to small planets (metaverses with a lowercase letter) and
other celestial bodies (game platforms that use technolo-
gies found today) that form a large solar system that will
be available through increasingly sophisticated devices in
which the user can move from one planet to another. And
it won’t just be a big planet (Metaverse with a capital m)
closed and only it available to everyone.
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Final remarks and recommendations

The emergence of the metaverse has created a buzz around its implications for our lives, triggering meaningful debates
and reflections. One of the fundamental questions concerns what this reality is and the nature of identity and authen-
ticity of the users in the metaverse is. As avatars become digital representations of ourselves, the need arises to reflect
on how the duality between the real and virtual worlds affects our perception of who we are and how we relate to each
other. The line between reality and virtual becomes blurred, and it is crucial to question to what extent the metaverse
can distance us from our essence and the genuineness of human interactions.

The shift of traditional commodities to virtual markets creates additional considerations for the commodification of cul-
ture and its effects on society. As a result, the societal impacts can be visualized and an ethics of the metaverse must be
requested. As this virtual reality expands (or wants to expand), it is necessary fo ensure that everyone has equal access
and fair opportunities to participate. We must address the challenges of digital exclusion, economic barriers, and social
inequalities in order to avoid creating a segregated metaverse where only a privileged few can fully enjoy its benefits.

In addition, the governance of the metaverse is an extremely relevant issue. How will the rules, laws and economic
systems be established in this virtual environment, and how should the governance be modelled? What will be the
consequences of financial transactions, intellectual property, and privacy? The metaverse requires deep reflection on
how to ensure transparency, accountability, and protecting individual and collective rights.

As we explore the philosophical and societal issues of the metaverse, it is essential to engage a wide range of voices
and perspectives. Not only should the most involved actors in the ecosystem be involved, but all of the civil society as a
whole must come together to find answers and establish principles to guide the new digital frontier.

As we bring our examination of the philosophical and social aspects of the metaverse to a close, we note that this joint
virtual space offers a tremendous challenge and a remarkable opportunity. Most questions in metaverse not only
involve matters related to metaverse technology, but all types of technology. For this reason, by setting out standards
that promote healthy principles, technological development, and core values, we can shape the metaverse to maintain
moral standards and find a harmony between progress and conservation.

In conclusion, we have compiled a table of recommendations (Appendix) encompassing various actions for the devel-
opment and utilization of the metaverse, regardless of the specific approach taken in its development. It is worth noting
that many of these recommendations can also be applied to other technological advancements.
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Appendix: table of
recommendations

Drawing from the evidence in this report, we constructed
a framework of recommendations to be used in the metaverse.
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Human values

Recommendation

Explanation

Merge multiple areas of expertise during the
development of technology, creating a multifaceted
group that can address both technical and
humanistic inquiries.

By bringing together knowledge from different fields,
such as engineering, humanities, and social sciences,
we can craft creative solutions that take into account
both the technical needs and the wider social impacts.
Highlight the worth of interdisciplinary cooperation

to fabricate technologies that are not only technically
sound but also ethically and socially liable.

Promote diversity within technology teams to create
the metaverse.

By embracing a multiplicity of views, experiences, and
backgrounds, we can engender innovation, creativ-
ity, and comprehensive design in the metaverse.
Promoting a variety of representation finds out that
the metaverse mirrors the objectives and inclinations
of a wider selection of users, resulting in more equita-
ble and user-oriented virtual experiences.

Recognize and appreciate the public and collective
dimension of the metaverse, serving as a catalyst
for fostering genuine and sincere interactions
among its users.

By prioritizing meaningful connections, empathy, and
transparent communication, we can construct a virtual
universe that enhances cooperation, shared experi-
ences, and a profound sense of belonging.

Implement technologies that optimize resource
usage, encouraging users fo adopt eco-friendly
behaviors, and raising awareness about the
environmental consequences of digital activities.

By utilizing resources more efficiently, encouraging
sustainable consumption practices, and teaching users
about the value of protecting the environment, we can
reduce our metaverse’s environmental impact and
help create a brighter digital future. Technology should
be designed fo empower users to make eco-friendly
choices within the metaverse, while still adhering to
sustainable principles.

Aim to provide equal access and opportunities in the
metaverse by eliminating inequities and preventing
digital exclusion.

By implementing inclusive policies, reducing barri-
ers to entry, and providing support for marginalized
communities, we can create a metaverse that fosters
diversity, equity, accessibility and inclusion.

Prioritize the quality of experiences and interactions
in the metaverse for the benefit of human
relationships and the enhancement of individual
and collective well-being.

Emphasize the importance of meaningful interactions
and enriching experiences in the metaverse, empha-
sizing the significance of real human connections and
giving priority fo the wellbeing of people and their
communities. Foster an environment that encourages
meaningful connection, compassion, and mental
health, helping fo create an enjoyable and fulfilling
digital experience. Recognize the inherent worth of
human relationships, ensuring that the metaverse
supports the cultivation of authentic connections and
contributes to the overall happiness and fulfillment of
its users.
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Governance

Recommendation

Appendix: table of recommendations

Explanation

Promote the decentralization and distribution of
power in the metaverse, avoiding the concentration
of control and influence in the hands of a few.

Encourage inclusive governance structures, transpar-
ency, and open participation, ensuring that deci-
sion-making processes in the metaverse are accessible
and representative. By fostering a metaverse that
embraces diverse voices and democratic principles,
we can prevent monopolistic practices and create a
fairer and more inclusive digital environment.

Establish government procedures and protocols that
guarantee the safeguarding of users’ privileges and
limit exploitative practices.

By establishing firm regulations and expectations
which can be applied both virtually and in-person,
we can guarantee user privacy, data protection,

and security, while also tackling issues such as false
information, bullying, and abuse. Strive for a balance
between innovation and user protection, fostering

a metaverse that operates within a framework of
responsible governance and safeguards the funda-
mental rights and well-being of its users.

Developing governance mechanisms in the
metaverse that promote inclusivity, giving users
the opportunity to make their voices heard and
having a say in the decisions that shape the virtual
environment.

By allowing users o help shape policies, rules, and
guidelines through transparent and inclusive deci-
sion-making processes, their diverse needs and per-
spectives can be meaningfully reflected. Giving users
democratic structures, forums for feedback, and open
dialogue to foster a sense of ownership and collective
responsibility in the metaverse’s governance provides
empowerment. This inclusive strategy ensures that
the user community’s values and goals are taken into
account as the metaverse evolves.
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Privacy and Security

Recommendation

Explanation

Strengthen users’ sense of ownership and control
over their data and digital content. Users should
understand their ability to choose what to share in
the metaverse in order to make informed decisions.

By giving users the power to decide how their data is
used and providing them with transparent data usage
information, we can create a strong sense of trust and
let individuals take charge of their personal informa-
tion in the virtual world.

Secure the copyrights and intellectual property
of creators in the metaverse and prevent any

unauthorized use of their artistic and cultural works.

Establish and enforce mechanisms that empower
creators to protect their rights, incorporating com-
prehensive licensing frameworks and content attri-
bution systems. By ensuring a strong and reliable
system of intellectual property rights, we can cultivate
a vibrant creative ecosystem within the metaverse.
This approach stimulates innovation, recognizes and
rewards originality, while honoring the significance of
artistic expression and cultural contributions.

To guard users from privacy infringements and
cyberattacks, implement reliable cybersecurity
measures that will monitor and protect networks.

Prioritize the adoption of encryption, authentication,
and secure communication protocols to ensure the
confidentiality and integrity of user data. Update
security systems on a regular basis, identify potential
vulnerabilities with comprehensive assessments, and
educate users on best practices for staying safe online.

Ensure that business practices and algorithms
employed in the metaverse are clear to users,
allowing them to grasp how their interactions
are used commercially.

Implement clear and accessible policies that outline
data collection, processing, and monetization prac-
tices, empowering users o make informed decisions
about their engagement.
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Education/culture

Recommendation

Appendix: table of recommendations

Explanation

Promote diversity of experiences and perspectives

in the metaverse, avoiding standardization and
cultural homogenization.

Create an environment where everyone from diverse
cultural, ethnic, and social backgrounds are welcomed
and encouraged, allowing a multitude of views and
opinions fo flourish.

Enable collaboration and knowledge sharing
among metaverse users, allowing collective
creation and open access.

Emphasize the value of cooperation, enabling users to
collaborate on projects, share ideas, and collectively
build upon each other’s contributions. These practices
can provide a potential fo the metaverse as a collec-
tive space for innovation, creativity, and the exchange
of knowledge.

Educate users on commercial aspects and
advertising practices so that they can become
digitally literate and empowered within the
metaverse.

Provide resources and initiatives that enhance users’
understanding of marketing techniques, sponsored
content, and the implications of commercial activities.
By fostering digital literacy, we can provide users with
the skills to make informed decisions, manage their
online experiences safely, and protect themselves from
potential manipulation or exploitation in the digital
world.

Encourage artistic testing and originality in the
metaverse, allowing artists to explore fresh
methods of communication with minimal
commercial limitations.

Create a nurturing space in the metaverse where art-
ists can push the boundaries of creativity and experi-
ment with new ways of expressing themselves without
the pressure of commercial constraints. Adopting artis-
tic freedom and minimizing commercial constraints
allow artists to push the boundaries of traditional art
forms and inspire new ways of engaging with the
virtual realm.

Invest in educational initiatives that promote
a critical understanding of the impacts and
challenges of culture in the metaverse.

Develop educational programs and resources that
address topics such as cultural appropriation, rep-
resentation, and ethical considerations in virtual
environments. By teaching users, the importance of
critical thinking, we can foster an environment in the
metaverse that is respectful of the many different cul-
tures that exist in the digital realm.
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Commodification

Recommendation

Explanation

Set limits on excessive monetization of activities
and interactions in the metaverse, preventing the
transformation of all experiences into commercial
opportunities.

Encourage a balance between commercial aspects
and preserving the authenticity and intrinsic value

of non-commercial interactions. By setting limits on
monetization, we can maintain a diverse and dynamic
metaverse that prioritizes meaningful connections and
experiences over relentless commercialization.

Promote the development of free, virtual public areas
where individuals can meet, exchange ideas and
experiences without financial restrictions.

Point out the significance of establishing virtual spaces
that encourage community-building, collaboration,
and cultural dialogue, no matter one’s financial cir-
cumstances. By building these open and accepting
spaces, we can cultivate a sense of connection, facili-
tate imagination, and guarantee that the metaverse is
available to all, no matter its financial means.

Develop precise rules for advertising and marketing
in the metaverse, to help avoid manipulation and
excessive commercialization.

Develop clear regulations that prioritize accuracy,
safeguard users’ private information, and support
responsible advertising practices. By setfting these
standards, we can ensure that advertising in the
metaverse is informative, ethical, and respectful of
users’ rights, fostering a trustworthy and user-centric
environment that values genuine interactions and
experiences.

50 Philosophical and societal impacts of commodification in metaverse

Obvia



6
References

51



10

1
12

13
14
15
16
17
18

19
20
21

22
23

24
25

26
27
28
29

52

FLORIDI, L. The fourth Revolution: how infosphere is reshaping human reality. Oxford: Oxford University Press,
2014.

GIAGLIS, G. et al. Metaverse. The European Union Blockchain Observatory and Forum, 2022.
Neal Stephenson. Snow Crash. 1992.

Marr, B. The 10 best metaverse quotes everyone should read. Available in: h_ttp_s.jﬂammd_o_tb_e_s._c_o_m&j_e_s[

The whole presentation can be watched in: hitps:/www.youtube.com/watch?v=Uvufunéxer8
Ibid.

Metaq, “Connect 2021: Our vision for the metaverse”, 26 oct 2022, online: https:/tech.fb.com/ar-vr/2021/10/
connect-2021-our-vision-for-the-metaverse/

Jay Barman, “Meta Announces That Metaverse Avatars Will Soon Gain Legs — Also, They'd Like to Sell You a

$1 500 VR Headse’r" 26 oct 2022, onllne ’r’rps,//sﬁs’r,ggm/ZQZZﬁQ/12/mg’rg—gnngg nces-that-metaverse-ava-

Matthew Ball, Metaverse and how it will revolutionize everything, 2022.

We use virtual world and virtual environment as synonyms. Different from virtual reality, which comprises the
use of accessory as a Virtual Reality VR google, for example.

Edward Castronova, “Virtual worlds: a first-hand account of market and society on the cyberian frontier”, 2001.

Adrien Basdevant, Camille Frangois, Rémi Ronfard. « Mission exploratoire sur le métavers ». Octobre 2022.
www.roblox.com, accessed 19 nov 2022.
m_d_e_c_e_nj_r_e_l_q_n_d_.g_tg accessed 19 nov 2022.

This subsection was based on the document by Adrien Basdevant, Camille Frangois, Rémi Ronfard. « Mission
exploratoire sur le métavers ». Octobre 2022.

www.sandbox.game accessed in 19 nov 2022.
John Searle. The construction of Social Reality. Cambridge: MIT Press.

Philip Brey. The Social Ontology of Virtual Environments. American Journal of Economics and Sociology, Vol. 62,
No. 1, Special Invited Issue: John Searle’s Ideas about Social Reality: Extensions, Criticisms, and Reconstructions
(Jan., 2003), pp. 269-282

Ibid.

Haraway, D. “A Cyborg Manifesto: Science, Technology, and Socialist-Feminism in the Late Twentieth Century.”
In Simians, Cyborgs, and Women: The Reinvention of Nature. Routledge, 1991.

Ibid.

Clark, A. Natural-born cyborgs: minds, technologies and the future of human intelligence. Oxford University
Press, New York, 2003.

Clark A, Chalmers D. The Extended Mind. Analysis. 1998 Jan 1;58(1):7-19.
Ibid.
Ibid. Hutchins. Cognitive Ecology. Topics in Cognitive Science 2 (2010) 705-715.

CARTER, J. D.; PALERMOS, O. “Is Having Your Computer Compromised a Personal Assault? The Ethics of
Extended Cognition”, in: Journal of the American Philosophical Association, v.2, n.4, p. 542-560, dec. 2016.

Philosophical and societal impacts of commodification in metaverse Obvia


https://www.forbes.com/sites/bernardmarr/2022/08/15/the-10-beszt-metaverse-quotes-everyone-should-read/?sh=16ac3ef05c7c
https://www.forbes.com/sites/bernardmarr/2022/08/15/the-10-beszt-metaverse-quotes-everyone-should-read/?sh=16ac3ef05c7c
https://www.youtube.com/watch?v=Uvufun6xer8
https://tech.fb.com/ar-vr/2021/10/connect-2021-our-vision-for-the-metaverse/
https://tech.fb.com/ar-vr/2021/10/connect-2021-our-vision-for-the-metaverse/
https://www.strategicmarketresearch.com/market-report/metaverse-market
https://www.globenewswire.com/fr/news-release/2022/02/22/2389001/0/en/Global-Metaverse-Market-to-Reach-US-758-6-Billion-by-the-Year-2026.html
https://www.globenewswire.com/fr/news-release/2022/02/22/2389001/0/en/Global-Metaverse-Market-to-Reach-US-758-6-Billion-by-the-Year-2026.html
https://sfist.com/2022/10/12/meta-announces-that-metaverse-avatars-will-soon-gain-legs-also-theyd-like-to-sell-you-a-1-500-vr-headset/
https://sfist.com/2022/10/12/meta-announces-that-metaverse-avatars-will-soon-gain-legs-also-theyd-like-to-sell-you-a-1-500-vr-headset/
http://www.roblox.com
http://www.decentreland.org
https://www.internetmatters.org/hub/news-blogs/the-role-of-roblox-in-the-metaverse/
https://www.sandbox.game/en/

30

31

32

33
34
35
36
37
38
39
40
41

42

43

44
45

46

47
48

49

50

51
52
53

54

55

56

57

Obvia

References

ERDENIZ, S.; MENYCHTAS, A.; MAGLOGIANNIS, I; FELFERNIG, A.; TRAN, T. “Recommender systems for loT
enabled quantifed-self applications”, in: Evolving Systems, v. 10, n. 40, p. 1-14, 2019.

K. Kilteni, R. Groten, and M. Slater, 2012. “The sense of embodiment in virtual reality,” Presence: Teleoperators
and Virtual Environments, volume 21, number 4, pp. 373-387.

KREITMAIR, K.; CHO, M. C. “The neuroethical future of wearable and mobile health technology”, in: llles, J.
Neuroethics: antecipating the future, Oxford: Oxford University Press, 2017.

Saker, M. and Frith, J. Contiguous identities: the virtual self In the supposed metaverse

Ibid.

Ibid.

Ibid.

Mary Schechtman. The constitution of selves. Cornell, 1996.

D. A. Baker D. A. Baker. Four Ironies of Self-quantification: Wearable Technologies and the Quantified Self.
Saker, M. and Frith, J. Contiguous identities: the virtual self In the supposed metaverse.

Adorno TW, Horkheimer M. Dialectic of Enlightenment. London; New York: Verso; 2008.

Baudrillard J. The consumer society: myths and structures. London: Sage; 1998.

Vincent Mosco (2023) Into the Metaverse: Technical Challenges, Social Problems, Utopian Visions, and Policy
Principles, Javnost - The Public, 30:2, 161-173, DOI: 10.1080/13183222.2023.2200688

Thomson-Jones K, Moser S. The Philosophy of Digital Art. platostanfordedu [Internet]. 2015; Available from:
https:/plato.stanfor /archives/win2022/entries/digital-art/

Lee LK et al. When Creators Meet the Metaverse: A Survey on Computational Arts. Available from: https:/arxiv.
org/abs/211113486

Danto AC. The transfiguration of the commonplace: a philosophy of art. Cambridge, Mass.: Harvard University
Press; 1981.

https:/finan h m/news/metaverse-market-travel-tourism-in try-2 4.html

Buhalis D. Technology in tourism-from information communication technologies to eTourism and smart fourism
towards ambient intelligence tourism: a perspective article. Tourism Review. 2019.

Rodrigues LF, Oliveira A, Rodrigues H. Main gamification concepts: A systematic mapping study. Heliyon. 2019
Jul;5(7):e01993.

Xu F, Tian F, Buhalis D, Weber J, Zhang H. Tourists as Mobile Gamers: Gamification for Tourism Marketing.
Journal of Travel & Tourism Marketing. 2015 Oct 29;33(8):1124-42.

https:/news.marriott.com/news/2015/09/09/marriott-hotels-intr

Philosophical and societal impacts of commodification in metaverse 53


https://plato.stanford.edu/archives/win2022/entries/digital-art
https://www.historyofinformation.com/detail.php?entryid=3921
https://arxiv.org/abs/2111.13486
https://arxiv.org/abs/2111.13486
https://www.louvre.fr/en/what-s-on/life-at-the-museum/the-mona-lisa-in-virtual-reality-in-your-own-home
https://www.si.edu/newsdesk/releases/smithsonian-and-meta-invite-visitors-walk-moon-exclusive-new-virtual-reality
https://www.si.edu/newsdesk/releases/smithsonian-and-meta-invite-visitors-walk-moon-exclusive-new-virtual-reality
https://doi.org/10.3390/arts12010025
https://www.weforum.org/agenda/2022/05/how-metaverse-can-be-a-force-for-good-in-an-uncertain-world/
https://www.weforum.org/agenda/2022/05/how-metaverse-can-be-a-force-for-good-in-an-uncertain-world/
https://finance.yahoo.com/news/metaverse-market-travel-tourism-industry-230000864.html
https://news.marriott.com/news/2015/09/09/marriott-hotels-introduces-the-first-ever-in-room-virtual-reality-travel-experience
https://news.marriott.com/news/2015/09/09/marriott-hotels-introduces-the-first-ever-in-room-virtual-reality-travel-experience
https://www.youtube.com/watch?v=i6yMqXLnpN4&t=105s

58

59

60

61

62

63
64
65
66

67

68

69

70
71

72
73

74
75
76

77

78

79
80

54

Buhalis D, Leung D, Lin M. Metaverse as a disruptive fechnology revolutionizing fourism management and
marketing. Tourism Management [Internet]. 2023 Aug 1;97:104724. Available from: https:/www.sciencedirect.
com/science/article/pii/S0261517723000067?via%3Dihub

Dwivedi et al. Metaverse beyond the hype: Multidisciplinary perspectives on emerging challenges, opportuni-

ties, and agenda for research, practice and policy. International Journal of Information Management 66 (2022)
102542

Ziegel M. Preparing Teachers for the Challenges of Technology Integration. Issues in Informing Science and
Information Technology. 2004;1:0105-13.

Okoye K, Rodriguez-Tort JA, Escamilla J, Hosseini S. Technology-mediated teaching and learning process: A con-
ceptual study of educators’ response amidst the Covid-19 pandemic. Education and Information Technologies.
2021 May 18.

Friesen, N. (2017). The textbook and the lecture: education in the age of new media. Johns Hopkins University
Press.

Freire, P. (1970). Pedagogy of the Oppressed. New York, Continuum.
Ibid.
Freire, P. (1973). Education for Critical Consciousness. New York, Seabury Press.

Tartavulea, CV et al. Online teaching practices and the effectiveness of the educational process in the wake of
the covid-19 pandemic.

Klaus Schwab, The Fourth Industrial Revoluhon whc’r it means, how to respond Available online: https:/www.

Joshi, Naaven. Understanding Education 4.0: The Machine Learning-Driven Future Of
Learning, dvalldble on||ne '//wwwf r m/ it /nov njoshi/2 22/ /31/

All of these experiences can be found at https:/about.meta.com/immersive-learning/?utm_source=about.
tacebool : e

Pimentel et al. Meridian Treehouse report: an introduction to learning in the metaverse. 2022
Ibid.
Available online: https://education.minecraft.net

Parong J, Mayer RE. Cognitive and affective processes for learning science in immersive virtual reality. Journal
of Computer Assisted Learning. 2020

Huston, James. Social Virtual Reality: Neurodivergence and Inclusivity in the Metaverse. 2022
Ibid.
Presfon John. Fqcebook metaverse and the monetization of higher education. Avallcble online : https:/bl ogs. Ise.

Dwivedi et al. Metaverse beyond the hype: Multidisciplinary perspectives on emergingchallenges, opportuni-
ties, and agenda for research, practice and policy. International Journal of Information Management 66 (2022)
102542

UNESCO. Education transforms lives | UNESCO [Internet]. www.unesco.org. Available from: https://www.unesco.
org/en/education
Ibid.

Zhang X, Chen Y, Hu L, Wang Y. The metaverse in education: Definition, framework, features, potential applica-
tions, challenges, and future research topics. Frontiers in Psychology. 2022 Oct 11;13.

Philosophical and societal impacts of commodification in metaverse Obvia


https://www.sciencedirect.com/science/article/pii/S0261517723000067?via%3Dihub
https://www.sciencedirect.com/science/article/pii/S0261517723000067?via%3Dihub
https://www.weforum.org/agenda/2016/01/the-fourth-industrial-revolution-what-it-means-and-how-to-respond/
https://www.weforum.org/agenda/2016/01/the-fourth-industrial-revolution-what-it-means-and-how-to-respond/
https://www.forbes.com/sites/naveenjoshi/2022/03/31/understanding-education-40-the-machine-learning-driven-future-of-learning/?sh=69df23235bc2
https://www.forbes.com/sites/naveenjoshi/2022/03/31/understanding-education-40-the-machine-learning-driven-future-of-learning/?sh=69df23235bc2
https://about.meta.com/immersive-learning/?utm_source=about.facebook.com&utm_medium=redirect
https://about.meta.com/immersive-learning/?utm_source=about.facebook.com&utm_medium=redirect
https://blogs.lse.ac.uk/impactofsocialsciences/2021/11/12/facebook-the-metaverse-and-the-monetisation-of-higher-education/
https://blogs.lse.ac.uk/impactofsocialsciences/2021/11/12/facebook-the-metaverse-and-the-monetisation-of-higher-education/
https://www.unesco.org/en/education
https://www.unesco.org/en/education

81

82

83

84

85

86

87
88

89

90

91

92
93

94

95

96

97

98
99
100

101

102

Obvia

References

ME Campus, The Metaverse School Where You Can Study What You Like, Opens April 2023 - News. Brave group

Inc. 2022 [cited 2023 Jan 24]. Available from: https:/bravegroup.co.jp/en/news/1531/

Katzow MW, Steinway C, Jan S. Telemedicine and Health Disparities During COVID-19. Pediatrics. 2020 Jul

31;146(2):€20201586.

ELFORD R. Telemedicine: A Guide to Assessing Telecommunications in Health Care. Telemedicine Journal. 1997

Jan;3(4):297-8.

Skalidis |, Fournier S, Skalidis E, Maurizi N. Virtual hospitals and digital doctors: how far are we from the

CardioVerse? European Heart Journal. 2022 Oct 27;44(1):7-9.

Skalidis I, Muller O, Fournier S. CardioVerse: The cardiovascular medicine in the era of Metaverse. Trends in

Cardiovascular Medicine [Internet]. 2022 May 11 [cited 2022 May 31]; Available from: https:/www.sciencedirect.
sci article/pii/S105017382200C

Queen Mary students receive first lecture in the metaverse [Internet]. Queen Mary University of London.
Available from: https:/www.qmul k/media/news/2022/pr/ n-mary-students-receive-first-lecture-in-
the-metaverse.html

Ibid.

Marr B. What Is The Business Impact Of The Metaverse? [Internet]. Forbes. [cited
2023 Jan 31]. Available from: https:/www.forbes.com/sites/bernardmarr/2022/10/12/
o . I e e

Dwivedi YK, Hughes L, Baabdullah AM, Ribeiro-Navarrete S, Giannakis M, Al-Debei MM, et al. Metaverse
beyond the hype: Multidisciplinary perspectives on emerging challenges, opportunities, and agenda for
research, practice and policy. International Journal of Information Management. 2022 Oct 1;66(66):102542.
Melnick K. The Meta Avatar Store Launches In VR Later This Year [Internet]. VRScout. 2022. Available from:
https:/vrscout.com/news/the-meta-avatar-store-launches-in-vr-later-this-year/

Hollensen, S., Kotler, P, & Opresnik, M. O. (2022). Metaverse-the new marketing universe. Journal of Business
Strategy. https:/doi.org/10.1108/]BS-01-2022-

Meta Horizon Workrooms | Virtual Workroom | Work with Meta. www.meta.com. [cited 2023 Jan 31]. Available
from: https:/www.meta.com/ca/work/workrooms/
Schwab K. The Fourth Industrial Revolution. London: Penguin Random House; 2016

Suart, M; Suwintana, K; Sudhana, F; Hariyanti K. Employability Skills Required by the 21st Century Workplace: A
Literature Review of Labor Market Demand in Advances in Social Science, Education and Humanities Research,

Atlantis Press, 2017. Available at: https:/www.atlantis-press.com/proceedings/ictvt-17/25884538

Heng E. Digital fashion house The Fabricant paves the way for more innovation within the metaverse [Internet].
Vogue Singapore. 2022. Available from: https:/vogue.sg/the-fabricant-metaverse-funding/

About The Fabricant [Internet]. thefabricant.com. Available from: https://www.thefabricant.com/about

Ibid.

Who will rule the metaverse? [Internet]. World Economic Forum. Available from: https:/www.weforum.org/
agenda/2022/05/metaverse-governance/

Tan A. Metaverse Realities: A Journey Through Governance, Legal Complexities, and the Promise of Virtual

Worlds. SSRN Electronic Journal. 2023

https:/worldofwarcraft.blizzar: m

Philosophical and societal impacts of commodification in metaverse 55


https://bravegroup.co.jp/en/news/1531/
https://www.sciencedirect.com/science/article/pii/S1050173822000718
https://www.sciencedirect.com/science/article/pii/S1050173822000718
https://www.qmul.ac.uk/media/news/2022/pr/queen-mary-students-receive-first-lecture-in-the-metaverse.html
https://www.qmul.ac.uk/media/news/2022/pr/queen-mary-students-receive-first-lecture-in-the-metaverse.html
https://www.forbes.com/sites/bernardmarr/2022/10/12/what-is-the-business-impact-of-the-metaverse/?sh=27b3066c26d3
https://www.forbes.com/sites/bernardmarr/2022/10/12/what-is-the-business-impact-of-the-metaverse/?sh=27b3066c26d3
https://vrscout.com/news/the-meta-avatar-store-launches-in-vr-later-this-year/
https://doi.org/10.1108/JBS-01-2022-0014
https://news.samsung.com/us/samsung-whats-new-837x-decentraland-discord-metaverse
https://news.samsung.com/global/linking-up-with-global-gamers-samsung-showcases-upgraded-gaming-experiences-with-galaxy-around-the-world
https://news.samsung.com/global/linking-up-with-global-gamers-samsung-showcases-upgraded-gaming-experiences-with-galaxy-around-the-world
www.meta.com
https://www.meta.com/ca/work/workrooms/
https://www.atlantis-press.com/proceedings/ictvt-17/25884538
https://vogue.sg/the-fabricant-metaverse-funding/
https://www.thefabricant.com/about
https://www.weforum.org/agenda/2022/05/metaverse-governance/
https://www.weforum.org/agenda/2022/05/metaverse-governance/
https://worldofwarcraft.blizzard.com

103

104
105
106
107
108
109
10

m

12

13

14

15

16

mn7

18

19

120

121

122
123
124

125
126
127

128
129

130

56

DeC, Carrithers DW. Montesquieu’s science of politics: essays on The Spirit of Laws. Lanham, MD: Rowman &
Littlefield; 2001.

Shaunnagh Dorsett, Mcveigh S. Jurisdiction. London: Routledge; 2012.

Brenner, S. Fantasy Crime: The Role of Criminal Law in Virtual Worlds, 11 Vanderbilt

I)l

For the sake of reproducing the author’s argument, we remain with the term “real”, however, this is analogous

to our conception which we call the “physical” world.

The article is available at: http://www.juliandibbell.com/articles/a-rape-in-cyberspace/.
Seelagy, J. Virtual violence. Available at: https://www.uclalawreview.org/virtual-violence/
Ibid.

New research suggests that privacy in the metaverse might be impossi-

ble [In’rernef] VentureBeat. 2023 Avculoble from: h_ttp_&[ﬂ&nj_u[&b_&q_t.gg_mﬂuﬂugl[

Nair, V; Garrido, G; Song, D. Exploring the Unprecedented Privacy Risks of the Metaverse. Available: https:/
arxiv.org/pdf/2207.13176.pdf

Ruoyu Zhao, Yushu Zhang, Youwen Zhu, Rushi Lan, and Zhongyun Hua. Metaverse: Security and

Privacy Concerns. JOURNAL OF LATEX CLASS FILES. 2022. Available on: https:/arxiv.org/pdf/22

We keep in mind that none of these issues are exclusive and, even so, can be addressed in an intersectional
way.

Fernandes, F.; Werner, C. Accessibility in the Metaverse: Are We Prepared? available at: https:/sol.sbc.org.br/
. wail article/d 129570/2239

Quinlan, M. Disconnected from Reality: Do the core concepts of the metaverse exclude disabled individuals?

Available at: https:/arxiv.org/abs/2303.08222

Assistive technology is fechnology used by individuals with disabilities in order to perform functions that might
otherwise be difficult or impossible. See: https:/www.washington /doit/what-assistive-technol

Crenshaw K. On Intersectionality: Essential Writings. New York: New Press; 1989.

Report available in: https://docsend.com/view/wem8e7ppe7grdamrk

Wunderman Thompson. Available at: https:/www.wundermanthompson.com/insight/
representation-in-the-metaverse

Report available in: hitps://media.monks.com/articles/virtualization-r

Mabhlich, H. How To Ensure that the Me’rcverse is an Incluswe Space. Available at: https:/showstudio.com/

Nakamura L. Cybertypes. Routledge; 2013.

Robinson, L. et al. Digital inequalities and why they matter. Information, Communication & Society, Vol. 18, No. 5,
569-582, 2015. http://dx.doi.org/10.1 /1 118X.2015.1012

Paul DiMaggio, Eszter Hargittai, Coral Celeste, and Steven Shafer. From Unequal Access to Differentiated Use:
A Literature Rewew cmd Agendo for Research on Dlglfol Inequcllfy Report available in:_https:/digitalinclusion.

Philosophical and societal impacts of commodification in metaverse Obvia


https://spectrum.ieee.org/in-2016-microsofts-racist-chatbot-revealed-the-dangers-of-online-conversation
https://www.britannica.com/topic/jurisdiction
https://www.archives.gov/research/catalog/lcdrg/elements/jurisdiction.html
http://www.juliandibbell.com/articles/a-rape-in-cyberspace/
https://www.uclalawreview.org/virtual-violence/
https://venturebeat.com/virtual/new-research-suggests-that-privacy-in-the-metaverse-might-be-impossible/
https://venturebeat.com/virtual/new-research-suggests-that-privacy-in-the-metaverse-might-be-impossible/
https://arxiv.org/pdf/2207.13176.pdf
https://arxiv.org/pdf/2207.13176.pdf
https://arxiv.org/pdf/2203.03854.pdf
https://sol.sbc.org.br/index.php/waihcws/article/download/22570/22394
https://sol.sbc.org.br/index.php/waihcws/article/download/22570/22394
https://arxiv.org/abs/2303.08222
https://www.washington.edu/doit/what-assistive-technology
https://www.edf-feph.org/an-accessible-disability-inclusive-metaverse/
https://docsend.com/view/wem8e7ppe7gr4mrk
https://www.wundermanthompson.com/insight/representation-in-the-metaverse
https://www.wundermanthompson.com/insight/representation-in-the-metaverse
https://media.monks.com/articles/virtualization-report
https://media.monks.com/articles/enabling-representation-and-self-expression-metaverse
https://showstudio.com/news/how-to-ensure-the-metaverse-is-an-inclusive-space
https://showstudio.com/news/how-to-ensure-the-metaverse-is-an-inclusive-space
http://dx.doi.org/10.1080/1369118X.2015.1012532
https://digitalinclusion.typepad.com/digital_inclusion/documentos/revdimaggio.pdf
https://digitalinclusion.typepad.com/digital_inclusion/documentos/revdimaggio.pdf

131

132

133

134

135

136

137

138

139

140

141

142
143
144

145
146
147
148

149

150

151

152

153

Obvia

References

Robinson, L. et al. Digital inequalities and why they matter. Information, Communication & Society, Vol. 18, No. 5,
569-582, 2015. http://dx.doi.org/10.1080/1369118X.2015.1012532

Van Deursen, A; Djik, J. The digital divide: an introduction. Available: https:/www.utwente.nl/en/
ntrefordigitalinclusion/Blog/02-Digitale Kloof/

Prensky, M. Digital Natives, Digital Immigrants. On the Horizon (MCB University Press), Vol. 9 no. 5, October
2001.

Lupac, P. (2018). Beyond the digital divide: Contextualizing the information society. England: emerald
publishing.

Zheng, Y.; Walsham, G. Inequality of what? An intersectional approach to digital inequality under Covid-19.
Information and Organization, 2021.

Sharma, M. How the Metaverse Could Worsen the Digital Divide Connecting the con-

nected, but what about the rest?, 2022. Available at: https:/www.lifewire.com/
how-the-metaverse-could-worsen-the- digital-divide-52157

Jesper Holgersson, Séderstrom E. BRIDGING THE GAP - EXPLORING ELDERLY CITIZENS’ PERCEPTIONS OF
DIGITAL EXCLUSION. 2019. Available at: https:/aisel.aisnet.org/ecis2019 rp/28/

Vassilakopoulou P, Hustad E. Bridging Digital Divides: a Literature Review and Research Agenda for Information
Sysfems Research. Information Systems Frontiers. 2021 Jan 6; Available at: https:/link.springer.com/

Parsons C, Hick S. Moving from the Digital Divide to Digital Inclusion. 2008 Jan 1;7(2). Available at: https:/jour-
hosti | i f article/view/15892/1258¢

https:/www.th rdian.com/technol /commentisfr, /2 23/m /1 /

Poussart, Denis. Personal communication on May 6, 2023.

Toronto Star interview: https:/www.thestar.com/business/2023/05/15/the-metaverse-was-supposed-to-be-
the-future-of-the-internet-is-that-dream -now- himl

Lo CK. What Is the Impact of ChatGPT on Education? A Rapid Review of the Literature. Education Sciences
[Internet] 2023;13(4):410. Available from: http://dx.doi.org/10.3390/educscil3040410
Weiser, B. Here’s What Happens When Your Lawyer Uses ChatGPT. Available : https:/www.nytimes.

Alkaissi H, McFarlane SI. Artificial Hallucinations in ChatGPT : Implications in Scientific Writing. Cureus 2023 Feb
19;15(2).

Athaluri SA, Manthena SV, Kesapragada VSRKM, Yarlagadda V, Dave T, Duddumpudi RTS. Exploring the
Boundaries of Reality: Investigating the Phenomenon of Artificial Intelligence Hallucination in Scientific Writing
Through ChatGPT References. Cureus . 2023 Apr 11.

Bobrowsky M. The Metaverse Is chkly Turnlng Into ’rhe Meh’roverse [ Internet]. WS). Available from: hitps:/

Philosophical and societal impacts of commodification in metaverse 57


http://dx.doi.org/10.1080/1369118X.2015.1012532
https://www.utwente.nl/en/centrefordigitalinclusion/Blog/02-Digitale_Kloof/
https://www.utwente.nl/en/centrefordigitalinclusion/Blog/02-Digitale_Kloof/
https://www.lifewire.com/how-the-metaverse-could-worsen-the- digital-divide-5215708
https://www.lifewire.com/how-the-metaverse-could-worsen-the- digital-divide-5215708
https://aisel.aisnet.org/ecis2019_rp/28/
https://link.springer.com/article/10.1007/s10796-020-10096-3
https://link.springer.com/article/10.1007/s10796-020-10096-3
https://journalhosting.ucalgary.ca/index.php/currents/article/view/15892/12589
https://journalhosting.ucalgary.ca/index.php/currents/article/view/15892/12589
https://www.theguardian.com/technology/commentisfree/2023/may/13/death-of-mark-zuckerberg-metaverse-meta-facebook-virtual-reality-ai
https://www.theguardian.com/technology/commentisfree/2023/may/13/death-of-mark-zuckerberg-metaverse-meta-facebook-virtual-reality-ai
https://www.businessinsider.com/metaverse-dead-obituary-facebook-mark-zuckerberg-tech-fad-ai-chatgpt-2023-5
https://www.businessinsider.com/metaverse-dead-obituary-facebook-mark-zuckerberg-tech-fad-ai-chatgpt-2023-5
https://www.thestreet.com/technology/mark-zuckerberg-quietly-buries-the-metaverse
https://www.reuters.com/technology/chatgpt-sets-record-fastest-growing-user-base-analyst-note-2023-02-01/
https://www.reuters.com/technology/chatgpt-sets-record-fastest-growing-user-base-analyst-note-2023-02-01/
https://aibusiness.com/nlp/ubs-chatgpt-is-the-fastest-growing-app-of-all-time
https://chat.openai.com/
https://www.thestar.com/business/2023/05/15/the-metaverse-was-supposed-to-be-the-future-of-the-internet-is-that-dream -now-dead.html
https://www.thestar.com/business/2023/05/15/the-metaverse-was-supposed-to-be-the-future-of-the-internet-is-that-dream -now-dead.html
http://dx.doi.org/10.3390/educsci13040410
https://www.nytimes.com/2023/05/27/nyregion/avianca-airline-lawsuit-chatgpt.html
https://www.nytimes.com/2023/05/27/nyregion/avianca-airline-lawsuit-chatgpt.html
https://www.wsj.com/articles/the-metaverse-is-quickly-turning-into-the-meh-taverse-1a8dc3d0
https://www.wsj.com/articles/the-metaverse-is-quickly-turning-into-the-meh-taverse-1a8dc3d0

154

155

156
157
158

159

160

161

162

58

Metz C, Weise K. A Tech Race Begins as Microsoft Adds Al to Its Search Engine. The New York Times [Internet].
Avqllqble from: 2023 Feb 7 [C|’red 2023Jun 23]; Avqlloble from: hﬂmﬂm&nﬂmﬁimmﬁmm&mw_

Isaac, M. After a Rocky Year, Zuckerberg Lays Out Meta’s Road Map to Employees. New York Times
accessed June 8. Available at: https:/www.nytim m/2023/06/08/technology/mark-zuckerberg-met
html?partner=slack&smid=sl-shar

https://ai.f

Ibid.

In Battle Over Al, Meta Decides to Give Away Its Crown Jewels. The New York Times [Internet]. 2023 May 18;
Available from: https:/www.nytimes.com/2023/05/18/technology/ai-meta-open-source.html

Thorleifsson C. From cyberfascism to terrorism: On 4chan/pol/ culture and the transnational production of
memetic violence. Nations and Nationalism. 2021 Nov 18;28(1). 1. Available at: https:/onlinelibrary.wiley.com/
doi/full/10.1111/nana.12780

Paul K. Struggling Meta showcases new Al tools at company meeting. The Guardian [Internet]. 2023; Available

from: https:/www.theguardian.com/technology/2023/jun/08/meta-facebook-ai-mark-zuckerberg

Introducing Apple Vision Pro: Apples first spohql computer [In’rernef] Apple Newsroom (anqdc) 2023.
Available from: h

Promotional video available at: hﬂm[&mmmuiub_e.sgmmmh,m&q_s_qﬁx&g

Philosophical and societal impacts of commodification in metaverse Obvia


https://www.nytimes.com/2023/02/07/technology/microsoft-ai-chatgpt-bing.html?action=click&pgtype=Article&state=default&module=styln-artificial-intelligence&variant=show&region=MAIN_CONTENT_1&block=storyline_levelup_swipe_recirc
https://www.nytimes.com/2023/02/07/technology/microsoft-ai-chatgpt-bing.html?action=click&pgtype=Article&state=default&module=styln-artificial-intelligence&variant=show&region=MAIN_CONTENT_1&block=storyline_levelup_swipe_recirc
https://www.nytimes.com/2023/02/07/technology/microsoft-ai-chatgpt-bing.html?action=click&pgtype=Article&state=default&module=styln-artificial-intelligence&variant=show&region=MAIN_CONTENT_1&block=storyline_levelup_swipe_recirc
https://www.nytimes.com/2023/06/08/technology/mark-zuckerberg-meta.html?partner=slack&smid=sl-share
https://www.nytimes.com/2023/06/08/technology/mark-zuckerberg-meta.html?partner=slack&smid=sl-share
https://ai.facebook.com/blog/large-language-model-llama-meta-ai/
https://www.nytimes.com/2023/05/18/technology/ai-meta-open-source.html
https://onlinelibrary.wiley.com/doi/full/10.1111/nana.12780
https://onlinelibrary.wiley.com/doi/full/10.1111/nana.12780
https://www.theguardian.com/technology/2023/jun/08/meta-facebook-ai-mark-zuckerberg
https://www.apple.com/ca/newsroom/2023/06/introducing-apple-vision-pro/
https://www.youtube.com/watch?v=TX9qSaGXFyg




www.obvia.ca


http://www.obvia.ca

