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Abstract:Metaverse is a field where we are reducing the breachamongst the
numerical world and the physical world. This is possible due to advances in the
digital era. Everyone in society wants to enter into the virtual world. In the coming
time Metaverse will be an important community infrastructure. In this paper we
have introduced the idea behind the Metaverse, that includes the history, source &
growth of Metaverse, the key geographies of Metaverse. Then the seven layered
architecture of the Metaverse has been discussed that includes infrastructure,
decentralization, Human interaction, spatial computing, experience, discovery,
creator economy. Features of Metaverse are discussed and also the usage of
Metaverse in real life . Then we have done a survey on Metaverse and its impact
on Human beings. Depending upon survey results we have concluded and are in
position to give answers to questions related to Metaverse such as: Top company
involved in Metaverse, whether Metaverse is good for humanity, whether
Metaverse reduces physical activity in humans and many more. It is decided from
the survey responses in a graphical manner that approximately 52% of people who
had contributed in the investigation thought that a Metaverse could certainly
decrease physical humanoid communications. Finally, we have concluded this
paper to consider Metaverse as a latest innovation that associates technologies like
virtual reality, augmented reality, blockchain, artificial intelligence, Internet of
things, telecommunication, and many more to create a sophisticated tool. In future
Metaverse promises users an immersive, personal experience, prompting
businesses to develop their Metaverse and reimagine their customers’ experiences.
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I. Introduction

The Metaverse is a three-dimensionalcomputation platform based on block-chain
technology that deliversnumeralpractices as alternatives or replicas of the
actualecosphere, along with the most important aspects of civilization such as
social interaction, currency, commerce, economy and property rights. We think it's
fair to do the comparison of Internet of the 1970°s & 1980’s and the Metaverse.
Speculation arose as to what it would appear like &in what way people would use
it, laying the groundwork for new forms of communication. It was
extensivelyconversed, but rare people unstated what it meant or in what way it
worked. In hindsight, things didn't turn out the way some had hoped. But with the
Metaverse predicting he'll be an $850 billion bazaar by 2024, it's time to describe
this vague and convoluted term. Technicaltitans like Google, Microsoft, Facebook
and Apple are doing investment heavily to make it happen. The Metaverse is a
blend of three-dimensional worlds accessible through a browser, mobile app, or
headset.

It allows individuals to have actualcommunications and involvements over
long distances. The result is anenormousbionetwork of online submissions. The
Metaverse is all the wrath in the numericalbiosphere right now due to its seemingly
endless possibilities and goals. Numerousstockholders are pinched to the
Metaverse, which is at the forefront of technical and numerical discovery. It is an
atmosphere where the corporeal&numerical worlds exist& can have a profound
impact on ultimatezones of day-to-day life. Essentially, this is a creation of
substantially interconnected virtual societies where individuals can join, cooperate,
and have fun using virtual reality headphones, augmented-reality spectacles,
smartphone applications other technologies. It also includes additional aspects of
your on-line lifetime, such as communal media &shopping. As
submissionsituationsdeveloped, the Meta-verse evolves into a very large, very
open, dynamically optimized system. Developers from dissimilar departments
work together to create systems that can support a diversity of virtual reality
application scenarios.
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Metaverse 7-Layered Architecture:
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Figurel: Seven Layers of Metaverse

Author Jon Radoff&Entrepreneur, proposes that the Metaverse comprises of
7dissimilar layers, each of which influences aspects of the user's experience.

Physical Layer: This layer represents the physical infrastructure that
supports the Metaverse, including servers, data centers, network
infrastructure, and hardware devices like virtual reality (VR) headphones,
augmented reality (AR) spectacles, and haptic feedback devices.

Network Layer:It consists of the underlying communication infrastructure
that connects users and devices within the Metaverse. It includes the
internet, wireless networks, and protocols that enable data transfer, real-time
interactions, and seamless connectivity across various platforms.

Rendering Layer:It is responsible for generating and presenting the virtual
environments and objects within the Metaverse. It involves advanced

Anveshan, Special Issue, ICCSM, April-May 2023 Page 152



graphics rendering techniques, 3D modeling, physics simulations, and other
technologies to create immersive and realistic visual experiences.

Data Layer:It encompasses the vast amount of information required to
populate and maintain the Metaverse. This includes user profiles, digital
assets, spatial data, metadata, Al-generated content, and other forms of data
that contribute to the overall richness and interactivity of the virtual world.
Platform Layer:It comprises the software frameworks, development tools,
and services that enable the creation, hosting, and deployment of
applications and experiences within the Metaverse. This layer encompasses
virtual reality platforms, social platforms, game engines, content creation
tools, and various other software ecosystems.

Experience Layer: This layer represents the user-facing applications and
experiences within the Metaverse. It includes virtual worlds, social
environments, gaming experiences, simulations, e-commerce platforms,
education tools, and other interactive applications that users can engage
with.

Governance Layer:This addresses the rules, policies, and standards that
govern the operation, interactions, and economy of the Metaverse. It
involves considerations such as user privacy, digital rights, intellectual
property, security, identity management, and economic frameworks.

Features of the Metaverse

The Metaverse is a concept that refers to a virtual universe where users can interact
with a computer-generated environment and other users in real-time. While not a
sole descriptionexists or blueprint for the Metaverse, there are several key features
commonly associated with it. Here are some notable ones:

Immersive VR: The Meta-verse provides immersive experiences over
virtual reality or augmented reality technologies. Users can enter and explore
detailed and realistic virtual worlds, interacting with objects and
environments as if they were physically present.

Persistent and Shared Environment: The Metaverse offers a persistent
and shared environment where multiple users can interact simultaneously.
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Changes made by users or events that occur inside the simulatedbiosphere
persist over time, allowing for a continuous and evolving experience.

e Social Interaction: Social interaction is a fundamental aspect of the
Metaverse. Users can communicate, collaborate, and engage with each other
in real-time, forming communities, participating in events, and sharing
experiences.

e User-Generated Content: The Metaverse often allows workers to create
and contribute their own content, including virtual objects, environments,
avatars, and experiences. This user-generated content fosters creativity,
customization, and personalization within the virtual world.

e Real-Time Interactions and Economy: The Metaverse facilitates real-time
interactions, enabling users to engage in various activities such as gaming,
commerce, education, entertainment, and more. It may also incorporate an
economy where users can buy, sell, trade, and monetize virtual assets and
services.

e Cross-Platform Compatibility: The Metaverse aims to be accessible across
different devices and platforms, including VR headsets, AR glasses,
smartphones, computers, and consoles. Users should be talented to
flawlessly transition between devices while maintaining their presence and
progress within the virtual world.

e Al and Procedural Generation: Artificial intelligence (Al) acts a vitalpart
in the Metaverse by powering intelligent NPCs (non-playable characters),
generating dynamic content, managing complex simulations, and enhancing
user experiences through personalized interactions and recommendations.

e Multiverse Connectivity: The idea of the Metaverse often extends to the
idea of a multiverse, where multiple interconnected virtual worlds or
universes exist, each with its own characteristics, rules, and themes. Users
may have the ability to traverse and interact between these different virtual
spaces.

It's worth noting that the topographies of the Meta-verse still evolving, and there
may be additional or different features that emerge as the concept develops further.
The exact implementation and topographies of the Metaverse will depend on
technological advancements, user demands, and the vision of the creators and
developers involved.
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V.

Metaverse in Real Life Usage:

While the concept of the Metaverse is in its initialphases of development, there are
already several real-life use cases and applications that incorporate elements of the
Metaverse. Here are a few examples:

Virtual Reality Gaming:It is one of the utmostprotuberantsubmissions of
the Metaverse concept. VR games allow players to enter immersive virtual
worlds, interact with other players, and engage in multiplayer experiences.
These games often provide persistent environments, social interactions, and
user-generated content, creating a sense of occurrence&shared experience.
Social Virtual Reality Platforms:It provides virtual spaces where users can
gather, communicate, and interact with each other in real-time. These
platforms often offer customizable avatars, virtual environments, and
activities such as virtual concerts, meetups, or virtual office spaces. They
aim to recreate social interactions and foster a sense of community inside the
simulatedbiosphere.

Virtual Conferences and Events: Virtual conferences and events have
gained traction, especially in the wake of the COVID-19 pandemic. These
events leverage virtual reality or augmented reality technologies to provide
an immersive and interactive experience for attendees. Participants can
explore virtual exhibition halls, attend live presentations, engage in
networking sessions, and interact with other attendees.

Virtual Marketplaces and E-commerce: Some platforms are exploring the
integration of virtual marketplaces within the Metaverse. These
marketplaces enable users to buy, sell, and trade virtual assets such as digital
collectibles, virtual real estate, or in-game items. Blockchain technology is
often used to ensure ownership, provenance, and scarcity of these digital
assets.

Virtual Training and Education: The Metaverse has the probable to
convert training and education by providing immersive and interactive
education experiences. Virtual training simulations, virtual classrooms, and
educational games can enhance engagement and offer hands-on learning
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openings in a variety of fields, from medical training to vocational skills
development.

e Virtual Real Estate and Architecture:lt is emerging as a unique
application within the Metaverse. Simulatedbiospheres offer users the ability
to own and develop virtual properties, creating virtual architectures and
environments. Users can design and build virtual structures, sell or rent
virtual land, and create immersive experiences for others to explore.

It's important to note that these examples represent the current state of the
Metaverse concept and its application. However, the full realization of a fully-
fledged, interconnected, and immersive Metaverse is still being developed and will
likely involve further technological advancements and collaboration across various
industries.

V. Material and Method

Data Collected by google form to get opinions related to Metaverse in directive to
better understand how it might change people's attentions& leave a long-
lastingimpress in order to additionallearning the effects that a Metaverse might
have on humanoidlives.This online survey helped us to better understand people's
opinions about Metaverse &in what way they believe it might impact their lives.

The Eight queries in the revieware as follows:

What is the sense of the Metaverse?

Metaverse mightgenerate a corporalcommuniquéholeamongstindividuals&
mayoriginateinterruption in corporealassociations, what do you think?
Virtual domain as well as the prevailing communal broadcasting podiums
bounce growth to exploitation & annoyance what do you think?

Do you know about the Facebook metaverse?

Name any top company involved in the metaverse?

Whether Metaverse could decrease corporeal events in individuals?
While using Metaverse whether you are worried about data, its
confidentiality and feeling un-safe?

Is the metaverse good for humanity?

*
*

* % % % »*

*
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Result and Impact on Human

® Yes
® No
Maybe

Figure 2: Survey Result of Metaverse

Throughout the review, the plaintiffs were enquired whether they knew about the
awareness of the Metaverse. As portrayed in Figure 2, 70.4% of people, a
maximum of the answers, were persuaded towards reconnoitering a virtual world.
In addition to this,7.4 % of the answers were unsure about Metaverse. Very few
people (22.2%) felt that they did not know the term metaverse,suggesting that they
moreover have anapprehensionconcerning the idea or did recognize it. As
metaverse is a current invention, few people are familiar with it. As businesses
start discharging their simulatedbiospheres, there is a slice of uncertainty over their
success. Businesses must pay more attention to promoting and raising awareness of
metaverses. (It will aid in generating interest and enthusing people about all the
advantages that come with metaverses.

® Yes
@ No
Maybe
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Figure 3: Survey Result of Communication Gap & Reduced Human
Interaction

@ Yes
@® No
Maybe

Figure4: Survey Result on Metaverse: Whether It Gave Growth to
ExtraExploitation and Nuisance?

® Yes
® No
Maybe

Figure 5: Survey Result of CondensedCorporal Activity

e Communiqué Gap & Condensed Humanoid Communications:In Figure3
we can see that 51.9% of individuals who contributed in the review thought
that a Metaverse could certainly decrease corporeal human communications.
An important apprehension as individuals may mature a twin temperament
as they are absorbed in the virtual empire.

It could powerfully affect in what wayindividualsact in person in
representing themselves &resounding out discussions.Theconsequences can
be detected within the prevailingcommunal media podiums, which
thoughaidindividualsattach&minglepractically.Individuals are
additionallycalm having practicaldiscussions online but fail to connect as
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efficiently in person. Additionally, 29.6 % of personssensed it may be
probable for a Metaverse to damage human connections. A very few
individuals (18.5%) who contributedthe reviewthought that there would be
not be any consequence of Metaverse on humanoidcommunication.

e Condensed Physical Movement in Individuals:There is a significant
correlation between a metaverse and a virtual environment that lets you
experience various locations and activities without really leaving the
house.It's conceivable that it might have an impact on people's physical
activity. Individuals would spend more time in their housings or hometowns
and be less likely to engage in physical activities like taking an evening walk
outside.

When questioned throughout the study, a significant majority (63%)
approved that a Metaverse , in fact, decrease human physical activity
(Figure5). The absenteeism of corporeal activity can be quite damaging to
people over the long term, becoming a serious health issue. Businesses
building metaverses must act properly and take precautions to prevent this
outcome. Those who consume it must also monitor their health and the
amount of time they spend on metaverses. To enable people to live a healthy
lifestyle, a fine boundary must be pinchedamongst the two realms.

e Metaverse Give Growth to ExtraExploitation&Nuisance? :Bad behavior
in the metaverse can go beyond today’s internet bullying and harassment.
That’s because virtual reality plungesworkers in a wholly synthetic setting
where unwelcome touches can be made to feel genuine and the sensory
experience is enhanced.Only 29.6% of respondents agreed when asked
whether they believed a metaverse would serve as a new breeding ground
for abusers and lead to a rise in online abuse and harassment. This was a
startlingly low percentage. According to 48.1 % of people, this might
possibly happen and increase internet crimes. 29.1% of respondents to the
study disagreed with this assertion (Figure 4).

It is doubtful whether Metaverse will be a harmlesspodium for people
of different ages given the paucity of evidence that is currently available for
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this novelinnovation. Yet, it is crucial for metaverse creators to speak to the
general public about this significant issue and take action to stop crimes.

e Metaverse good for humanity? : The ability of humans to adopt new ideas
and apply them to their day-to-day lives has altered how they function over
time. Let's use smartphones as an illustration to draw a clearer picture. For a
number of reasons, people have become largely dependent on smartphones.
The same smartphones used to be considered a luxury. Today, the majority
of people now consider smartphones to be a basic necessity. This
dependence has grown significantly. Many of the smart devices that are
currently available in the market. Even- though humans can benefit greatly
from smartphones, an unhealthy dependence on technology is a concern.
The same issue might soon apply to metaverses.

Another impending issue could be people choosing to live in the
alteredrealism as their new household because a metaverse might be an open
world with boundlessopportunities. There is a high likelihood that
individuals will grow a dual or pseudo personality. The line separating the
real world from the virtual world can appear to be very different at times.For
instance ,the dissimilarity between 2biospheres may have a significant
impact on a person's mental health if they experience any kind of sadness in
the actualbiosphere but only happiness in the virtual world. Therefore, it's
crucial to either decrease or remove the danger of this dependance or to use
it in a way that won't harm people's minds.

Conclusion:

Metaverse is a currentrevolution that associatesskills like 10T, VR,AR, Al,
Blockchain, telecommunication&countless to generate a classy tool. It creates the
possibilities for users in an immersive manner for developing their Metaverse from
their ownunderstanding & re-imagine their buyers’involvements. It has been
noticed from the findings of different reviews and survey that wideusage of a
Metaverse mightharm the humanoidconcentration& physique.
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Future Scope:

Facebook is introducing its “Facebook Metaverse”. “Activision Blizzard
Studios,” developed by Microsoft is now a chief game designer originator of
games e.g. “World of Warcraft,” and also in the process to do R&D on projects
belonging to Metaverse. Apple is also in process to create a series of products for
Virtual Reality and Augmented Reality. Google has evolved the ecology, along
with Intel, Nvidia etc. on managing & evolving a complete digitalized ecology.
Burberry, Louis Vuitton, Nike are in process to make digital cloth items to use in
the Metaverse.
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