


Preface 



Everytimetechnologychanges,itcreatesthreatstoestablishedwaysofdoingbusinessandopportuni-
tiesfornewwaystoofferproductsandservices.Themetaverseisthedrivingforcebringingthecurrent
technologytogetherinaunified,immersiveexperience.Oneindicationthatthefinalstagehasarrived
iswhentheterminologybecomespartofourcommonculture.Thisiswherethemetaverseworldisthe
hottesttopictoday.Thetopicofthemetaverseworldnowappearsregularlyinnationalmediaandbe-
comesapointofdiscussionduringbusinessmeetingsandduringsocialgatherings.Haveyouembarked
onthemetaverseworld?

OPPORTUNITIES IN THE METAVERSE WORLD

Themetaversehasalotoftechnologiesunderlyingitsfoundationandisprobablythenextiterationof
theinternetandmobileplatform.Let’sexplorethekeytechnologiesthatdrivethemetaverseworld.
Theavailabilityofthe5Gand6Ginfrastructurelevelwillbethedriverofthemetaverseworld.These
willprovidetheinfrastructurespeedtodeploydevicesmainlyreferringtoAugmentedReality(AR)or
VirtualReality(VR),smartwearable(SM),andOmnidirectionaltreadmill(ODT)fields.VRinteractive
equipment,includingvirtualrealityinteractiontechnology,motioncapturetechnology,andergonomics
researchdevelopmentaswellasdeploymenthasdriventhegrowthofthemetaverseworld.Participants
intheMetaversewillbeabletohavemoreimmersiveexperiencesthatconvergerealityandthevirtual
worldbyutilizingmixedrealityandAR/VRtechnologies.Blockchain,NFT,andvirtualcurrency,asthe
coretechnologiesofthemeta-universe,canprovidescarcityforthevirtualworld.Thesetechnologiesare
thebasisfortheestablishmentofsocialsystems,legalsystems,andbusinesssystemsintheMetaverse
ecosystem.Blockchainfinancialtechnologyfocusesontheinnovationofblockchaintechnologyand
products.Ithasbeenappliedtodigitalassets,equitybonds,supplychaintraceability,jointcreditinves-
tigation,anddatasecurityareas.InthefieldofNFT,atpresent,NFTcompaniesandstart-upsaremainly
concentratedinthreefields:digitalcollections,gameassets,andthevirtualworld.Thedrivingforce
sectorsoftheMetaverseworldwillbegames,smartmedicine,industrialdesign,andsmarteducation.

AccordingtoGrayScale(2021),themetaversewilllikelyinfiltrateeverysectorinsomewayinthe
comingyears,withthemarketopportunityestimatedatover$1trillioninyearlyrevenues.Howattrac-
tiveisthemetaverseworld?BasedonMatthewBall(2021),themetaverseoffersopportunitiestospend
onvirtualgoodsat$54billionperyear,almostdoubletheamountspentbuyingmusic.TheGDPfor
SecondLifewasabout$650Min2021withnearly$80MUSDpaidtocreators(Zdnet,2022)andnotto
mentionevenbrick-and-mortarshoplikeWalmartispreparingtoenterthemetaverse(CNBC,2022).
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Obviously,nottomissoutonthegamingindustry.In-gameadspendingissettoreach$18.41billion
by2027(IPS,2021).Thus,thereisthepossibilityofthemetaversemassivelyexpandingaccesstothe
marketplaceforconsumersfromemergingandfrontiereconomies.Furthermore,thereisashifttoward
onlinetechnologiesduringCovidhasbeenconvoyedbyarapiduptakeoftechnologieslikemetaverse
andothers(Agur,Peria,andRochon,2020;LaiandTong,2022).Thereisaneedformorestructured
researchanddevelopmentaswellasstrategiestosupportthesegrowingindustries.(Pisano,2015,Stam
andWennberg,2019;Lai,2020;LaiandLiew,2021).

STRATEGIES IN THE METAVERSE WORLD

Organizationsareprioritizingmetaversehiring,customerresearch,andupskillingasmuchorevenmore
thantheirinvestmentsinmetaverse-relatedtechnology.It’sagoodstrategysincetechnologyisprimarily
anenabler.Evencountriesareimplementingfavorablemetaversestrategies.Let’sexplorethedevelopment
ofthemetaverseinChinaandthecountry’sstrategyaswell.Morerecently,theGuangzhouHuangpu
DistrictandGuangzhouDevelopmentZonejointlyreleasedMeasuresforPromotingtheInnovationand
DevelopmentoftheMetaverse(alsoreferredtoasthe“10MetaverseMeasures”),thefirstpolicyofits
kindintheGuangdong-HongKong-MacaoGreaterBayArea.Someofthehighlightsinclude:

• Promoting innovationagglomerationandencouragingenterprises toformclustersandbecome
“highlyspecialized”;

• Supportingtechnologicalleadership,whereinstitutionsandbusinessesshouldworkhandinhand
tosolvetechnicalbottlenecks.

• Strengtheningtheprotectionofintellectualpropertyrights.
• Increasingtalentacquisition;and
• Establishinga“MetaverseIndustrialFund”toattractsocialcapital.

Anewwaveofinnovation,strategies,development,anddeploymentacrossconsumerindustrieshas
beenseengloballywiththerapiddevelopmentofthemetaverseworld.Thispandemichaschangedthe
waypeoplelive,work,andsocialize,acceleratingdemandforinnovation,asretailers,consumergoods,
andtravelcompaniesshiftfromreactingtothecrisistoreinventingproductsandservicesaccordingto
findingsofanewglobalsurveyfromAccenture.Wecanseethehugedemandfortechnologiesfromthe
popularzoom(virtualmeeting),onlinemoviestreaminglikeNetflix,video-sharing(TikTok),delivery
serviceslikeGrubhub,andothers.Similarly,thispandemichastransformedonlineshoppingfromanice-
to-havetoamust-havearoundtheworld.Thepandemichasaccentuatedthetrendtowardgreateradop-
tionofsocialmedia(e.g:Facebook,Instagram,etc)andgrowthinsalesthroughe-commercewebsites.
Shiftsinconsumptionhabitshavealsobeenobserved,drivenbytheneedforsourcingessentialitems.
Socialmediaandowninge-commerceshopsareimportantsaleschannelsfore-commercecompanies.
Bothchannelshavewitnessedhighergrowthsincethebeginningofthepandemicduetothelockdown.
OrganizationsaredifferentiatingthemselvesbyaddingnewtechnologieslikeAR,VR,virtualcoins,etc
toattractcustomerstotheirplatforms.

Theorganization’sdecision-makersareeyeingAugmentedReality,VirtualReality,ArtificialIntel-
ligent,Blockchain,E-payment,andcutting-edgecomputingtechnologiesinthemetaverseworld.Itis
eminentthatthesetechnologieshavesignificantimplicationsinthemetaverseworldthatarestalwart
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ininspiringsocialimpact.Thishasopenednewareasofopportunitiesfororganizationstostrategies
themselvestowardthemetaverseworld.Businessesprimarilyfocusedonthecreationofwealthprevi-
ouslywhileeducationandtechnologyhavetakenthecentrestageduringthisCovidpandemic,pressure
tobehavemoreethicallyandresponsiblyhaspromptedorganizationstoconsiderinvestmentsthatserve
Environment,Social,andGovernance(ESG)goals.Theseencompassstrategiesandpracticesthatfeature
themanagementofeconomic,social,andenvironmentalperformancetooptimizebenefitsforbothbusi-
nessandsocietywithmetaversetechnologies.Therefore,metaversetechnologiesdorevolutionizehow
theworldworksandtheimpactonthesocietyandenvironment.Furthermore,thishasbeenattracting
moreandmoremetaverseacademicians,researchers,developers,andprofessionalsacrosstheglobeto
facilitatetheecosystemforabetterworld.

ORGANIZATION OF THE BOOK 

Thisbookoffersmulti-disciplinaryStrategiesandOpportunitiesforTechnologyintheMetaverseWorld
comingfrom6continents.Thebookisorganizedintoseventeenchapters.Abriefdescriptionofeach
ofthechaptersfollows:

Thefirstsectionofthebookhighlightscontributionssharingtheanalysis,strategies,opportunities,
andfuturedirectionofthemetaverseworld.

Chapter1startswiththe“ANALYSISOFMETAVERSETECHNOLOGY,ISITREALORVIR-
TUAL?”.Today,theformationofdigitalizationhastakenonacompletelydifferentconceptfromthe
metaverseandhastakenthewholeworldunderitsinfluence.Thischapterwouldprovidedetailedinfor-
mationaboutthemetaverseuniversewithanoverviewofitsadvantagesanddisadvantages.Additionally,
thepossibilityoftakingtheroleoftherealworldwillbeevaluatedbycomparingthemetaverseuniverse
withtherealworld.

Chapter2istheup-and-comingtrendofthe“ArtificialIntelligenceandBlockchainTechnologyin
the4.0IRMetaverseEra:Implications,Opportunities,andFutureDirections”.Basedoncurrenttrends
inAIandblockchaintechnology,thisstudyproposesthatthedistancebetweenentrepreneursallover
theworldandtheirpotentialworkersmaybegreatlydecreasedtovirtuallyreal-time.

Chapter3isentitled“ExploringTheIncrediblePotentialsAndOpportunitiesOfMetaverseWorld.”
Metaverseisexpandingexponentially,implementingnewtechnologyfortheprogressiontodeliverthe
bestexperienceusingAR(Augmentedreality),VR(Virtualreality),andXR(Extendedreality).This
chapterdiscussestheincrediblepotentialbywhichwecanachieveoutstandingresultsforimplementing
Metaversetechnologyorestablishingaconnectionandconnectingwithpeopleinamorelivemanner
(invirtualspaces)andachievingreal-timeexperience.

Chapter4isaboutthemetaverseneweconomytitled“TheFourthIllusion:HowaNewEconomy
ofConsumptionisBeenCreatedinTheMetaverse”.TheimmersiveexperienceofVirtualRealityis
characterizedbythreeillusions:theillusionofplace,theillusionofembodimentandtheillusionof
plausibility(Slater,2009)(Slateretal.,2009).ThischapterdescribestheuseofBlockchainTechnology,
namelytheNFTs,astheoriginofafourthillusion.

Chapter5willdiveintothetitle“UserAcceptanceTowardsNon-fungibleToken(NFT)astheFintech
forInvestmentManagementintheMetaverse”.Non-fungibletoken(NFT)isthechoiceofanewform
offinancialtechnologyinthemetaversetoauthenticatedigitalassetownership.Theobjectiveofthis
studywastoexaminetheimpactsofNFTonthemetaversecommunities.
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Chapter6isthenottobemissedopportunitythe“MetaverseinInvestmentusingSentimentAnalysis
andMachineLearning.”Non-fungibletoken(NFT)isthechoiceofanewformoffinancialtechnology
inthemetaversetoauthenticatedigitalassetownership.Theobjectiveofthisstudywastoexaminethe
impactsofNFTonthemetaversecommunities.

Inthenextsection,themetaversewillfocusontheeducationsection.
Chapter7willstartwiththe“WondersoftheWorld:MetaverseforEducationDelivery”.Thischapter

overviewedseveralexistingworksbeingconductedonmetaverseinimmersiveeducation.Theapplica-
tionofmetaversetotheeducationsectorhasbeenwellstudiedandwidelyacceptedasanengagingand
effectivemethodofdeliveringlearningexperiences.

Chapter8thenlookatthequalityofeducationwiththemetaverse“ResearchonImprovingtheQual-
ityofTalentTraininginHigherVocationalCollegesinChina”.ThisChapterisintendedtoserveasa
modelforotherhighervocationalcollegesseekingtoimprovethequalityoftalenttrainingwhilealso
promotingthemodernizationandinternationalizationofhigh-qualityvocationaleducation.

Chapter9willfocusonthe“DelphistudyonMetaverseCampusSocialPerspectives”.TheMetaverse
Campus(MC)isanideaofconvertinglearningfromphysicalclassesintovirtualworlds.Theinitiative
ofMCallowsstudentsworldwidetopartakeinclassesandeventsinthesameworld.

Chapter10focusesonthemetaversepaymentpotentialthroughthe“ResearchonCollegeStudents’
purchasingusingawebcastplatform”.Thischapterstudiesthepurchasingbehaviorofcollegestudents
usingthewebcastplatformandunderstandsthefactorsthatcollegestudentsusethewebcastplatform
inthemetaverseworld.

Chapter11isonhoweducationcanusemetaversetosupportlanguagelearningwiththetitle“Class-
roomInteractionandSecondLanguageAcquisitionintheMetaverseWorld.”Thischaptermentions
applying innovative ideasusingmetaverse for second languageacquisitionwith thesupportofnew
scenariosanddevelopedapplications(e.g.,role-playactivitiesinpersonalizedsettings,etc.),aimedat
exploringthesepossibilitiesforlanguageteaching.

Thelastsectionofthebookwillinvestigateafewdifferentspectrumsfromlegaltotheadoptionof
ametaverseinafewcountries.

Chapter12willstartexploringthe“ADOPTIONOFMETAVERSEINSOUTHEASTASIA:-VIET-
NAM,INDONESIA,MALAYSIA”inASEAN.CountriesinSoutheastAsia(SEA)areatwiththeir
respectivedevelopmentwithinthemetaversespace.Itisimportanttorecognizethelevelofdevelopment
ofthemetaverseinthesecountries.

Chapter13explorestheedificationwiththetitle“MetaverseorNotMetaverse:Acontentanalysis
ofTurkishScholars’ApproachtoEduficationintheMetaverse.ThischapterexamineshowTurkish
educationalresearchersusedMetaverseconceptduringtheCovid-19pandemic.Athoroughexamina-
tionofthetermmetaverseisconductedfromitsemergence,evolution,pastandcurrentusagewithin
theacademiccirclesalongwiththetermseduficationandgamification

Chapter14investigatesthe“EffectsofDigitalTechnologiesonAcademicPerformanceofNigerian
Adolescents.Therapiddevelopmentoftechnologyhaspenetratedalmostallsectorsofsocietyandmakes
anyformofresistancealmostimpossible.Theincorporationofdigitaltechnologyintoadolescent’sdaily
life,aswellasitsimpactontheircognitive,emotional,andsocialdevelopment,isgrowingbytheday.
Theycanusetechnologytoplay,explore,andlearninavarietyofways.

Chapter15coversthe“AhybridSEM-ANNapproachforintentiontoadoptmetaverseusingC-TAM-
TPBandIDTinChina”.Thestudyaimstoidentifyfactorsaffectinguniversitystudents’intentionto
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adoptmetaverseduetothe4thindustrialrevolutionandtheCOVID-19pandemicinChinabasedonthe
integrationofC-TAM-TPBmodelandIDTtheory

Chapter16willfocusonthesatisfactionofshoppinginthemetaverseworldwiththetitle“Customer
e-satisfactionTowardsOnlineGrocerySitesintheMetaverseworld”.Themainobjectiveofthisstudy
istoestablishthedimensionsofcustomersatisfactionwhichishypothesizedtohavearelationshipwith
customerintentiontopurchasefromonlinegrocerysitesandthiswillprovideorganizationsinsights
intocustomersatisfactionine-commerceinthemetaverse.

Chapter17endswiththelegalareatitle“TheRoleofLegalGovernanceFrameworkintheMeta-
verseWorld.”Thebookchapteranalyseshowthecurrentlegalframeworkofself-governanceisweak
inregulatingthemetaverseworld.Theruleoflaw,asadiscoursethatemphasizesthelegitimacyof
governanceandappropriatelimitsontheexerciseofpower,providesausefulframeworkasafirststep
toreconceptualizingandevaluatingthesetensionsincommunitiesattheintersectionoftherealandthe
virtual,thesocialandtheeconomic,andthepublicandtheprivate.

P. C. Lai
University of Malaya, Malaysia
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