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Did we ea boringuirtual world?
Yesiage did - thanks to inspired entrepreneurs and artists.
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= Article by p_zen and alani_r

the Metavers

Metaverse, Metahype, Metafun - mayb & or

evennone? As of 2022, there wereghregbillion ers

in the world. Of these, the gaming m ox had
nearly 55 million average daily users. SOe gamers
wanted to help solve real-world g¥allenges, and a game

developer became a well-kngua ist for address-

&

centrated on existential risks,

ing challenges with a However, instead

of focusing on the who ese initiatives con-
d remained ‘boringly’
focused on climat ge, financial crises and other

iSsues.

Then, when ook rebranded as part of Meta

Nnc. In October 2021, it made clear that
we would h forth need to live with ‘metaverse’.

Stemming from the 1992 novel ‘Snow Crash' by Neal

N

Are you late in j@ning

0307

Stephenson, where the Metaverse was an urban vir-
tual environment with avatars as inhabitants, it was
then praised as the successor to the Internet. Like an
overarching architecture concept with subverses, the
Metaverse was implemented on several competing or

co-existing private / business platforms.

The XR (the combination between Virtual Reality and
Augmented Reality) Metaverse community was involv-
ing fascinating people, leading to collective intelligence,
and triggering the collective imagination. Millions of
users entered a virtual world for playing, employment,
and relationship-making: the online world was a ‘reality’.
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How we were involued
in the Metaverse narratiy \O

Eight years ago,in 2022, nobody really knew what the

>

Metaverse would be like. People said that the Metaverse
was the next iteration towards animmersive experience
of the internet. Already then, the gaming sector was
larger than the movie and music sector, with more than
three billion users. Web3 contributed to the Metaverse
by espousing decentralisation and interoperability, and a
full version of the Metaverse was developed to encom-
pass daily activities such as socialising, commerce,
fitness, and learning. Naturally the online existence drove
some reduction of physically shared experience, and

public space lost some functions.

The offline world was almost entirely based on local life,
with trash and waste banned forever. A global moneta
dislocation occurred, and intellectual proper ggidts
died by themselves. Space cooperation prov be'd
new model, and a new logic of competition si@ea
everywhere in various ecosystems. Self- &nt
gained even more importance, andawogk/life nce

became part of general wellbeing. travel

asmuch, simply because the virtual worl become
acomplement toreallife, with theS®reation of entire new
virtual cities.

Artists became cre e ers for the future

Metaverse, which also challef®ed some features of
humans as multtherbeing& The neurons
in our brain, as vyMEgall Over the body, were able to
ditid % esentations of digital worlds
alongside ou ical world. Space and time shrunk

integrate

eta concepts of teleportation. Over

of humans.




Mark Zuckerberg was not our style of hero, whichrather O to imagine that the immersive expegmmge

favours communities of inspired business people and  acter of the Metaverse had acritigal | @
artists - evenif he claimed that his Metaverse wasabout  and on the health and envirogm &ors’? How did
“helping people experience a much stronger sense of  digital technologies, and in p rai\l, modify our

presence with the people they care about, the people  connection to the non-human and helped us in
they work with, and the places they want to be”. Right  changing our autocentric an grchal world view?

there, we said goodbye to the Facebook/Metamonocul-
ture,and engagedinanew way of lookingatlife,business ~ Suppose that sufh s helped us to rethink
and Metaverse(l)s. beyond reflexivity &r rel2Mpns to other humans, other

beings and r etaverse did not narrow our

perceptions Se lexivity. Could you have imag-

B e a uti I:u l..' IJ 0 P' inedt@tth d @ poiesis as c'reativeself—r.ealisation
i n g D P c h a l_l_e n g' anfh%hat we meaningfulh; experience asa’
ing Metaverse?

ghtenment towards ‘Enlivenment’?

t if a new philosophical thought were to appear,

d to the emergence of human digital twins? Or a
Imagine the Metaverse became something other than trum of collective fears of ‘no-communities spaces
anextension of the American and Chinese ma rket Wygreated by the Big Platforms ina context where nation-
culture. Opening up the connection of physi% states are losing their substance” And these no-rules
tual worlds to create new spaces for overlapdig pri spaces would rather be co-created by on-the-ground,
and business contexts? What if the Metawars rib-  Innumerable,and fractalinitiatives ina fragmented world?
uted something to us as biological gumgns, sogRtimes

out of contemplation or boredom”
Meta is what we wanted,

Or, if the Metaverse accelerategine ongoing shift from not what was prop osed

staticindividualism towards dyaan munitarianism,

as anew version of trial ¢ w@ erweaving culture,

environmen’[, and We”n IS have |ed o) ’[he pro- Most Of us d|d not want the Meta\/erse to become a

|ifera‘[ion Of Communities fo”o g frac’[a| pa’[‘[ernS’ some Wor|d iﬂ itself, para||e| ’[O the ‘rea|' WOHd, gOing baCkVVardS

of ‘[hem Crys‘[a”isi h|gher |eve| Of Consciousness? towards social isolation and WeaKeﬂiﬂg ethical or onto-

Imagine conver oSted by avatar communities of logical agency. We were able to cope with increasing

prac‘[ice h Ving \ mpacton what was happening pO||t|Ca| and Oﬂ’[O|Ogical fakery, surveillance and pO||t|—

in the world. if these conversations contributed  cally-influenced capitalism. Scattered attention, mindless

towa ur g|oba| energy and consciousness brOWSiﬂg and states of disembodiment - perceiving

from simply S8agching on the Internet to deepimmersive  Othersin bits and pieces -induced by many digital envi-

presence and relationships? ronments, were not an inescapable destiny.



M-Fluid Entrepreneurs

Enlightened entrepreneurs, who were totally different
from the big platform thinkers, were the architects for
the Metaverse. They developed effective antennas in
a fragmented world in which big companies started to
scale down. They took the Metaverse paradigm as an
opportunity to update the concept of strategic industries
and self-sufficiency. Beyond a pure data economy per-
spective, business ideas were more linked to creative
commons and communities of practice rather than

maximisation of profit.

The concept of ‘warm data’, which is contextual and
relational information about complex systems, com-
plemented ‘cold data’ linked to a linear approach
only. Employee wellbeing, education and engaging
‘brains instead of brawn” became the new workplace

imperative, and a substantial value of the Metav

applications lay in the entrepreneurial contek

O
Uniqueness of people and p@ akey factor
for interrelating with the M rse — community
by community, bioregion iordggion. Fluid entre-

preneurs became,co among themselves,
re-enacted the cqgpce | tribes and pan-con-
N

nected nomadis on self-management and

empathy. Re ¢ flourished, and even side-lined

sustainability.

@or XR headsets, 6G and quantum

ard virtual assets/digital wallets, the new
Metd @ Siness approach included the orchestra-
tion of various ecosystems, including the workforce,

ctioningina fluid, organic (biological), unpredictable
ere humans are no longer viewed as ‘consum-
Ingdtonsumers, but responsible and committed citizens
forming part of complex societies.experience between

offline and online world, as the future was mixed reality,

gs pitch has always been to look at things from another angle - the angle of complexity. Connecting the dots for

alani_rdESEr e
sense-making al "ggaerging insights to nurture action. He was a radical thinker and experimenter during his 30-year professional career, which
spans four continents, and which does not stop there. For him, we are in a moment of radical possibility, where inspired businesses have a critical

role to play. So, too, have the artists, and the time is ripe for powerful questions. What would it be like if it were easy?

(mailto: ruche_alain@yahoo.fr)



The Metaverse happened at the intersection of five fields
of activity and technology, where fluid entrepreneurs
in particular became active, and demonstrated their

competence in order to:

« provide a well-designed interface and user experi

reduced to personal attributes o )
ation. Empathy, compassion a iekal connections

ence between offline and online world, as the f ' | |
was mixed reality, changed the DNA of leadership thinking, giving it a col-

- fulfilthe expectation of hundreds of million tive

users to share and get / obtain an ema@nal an
empathic delivery of content and ser
entdl’'chal-

« be resourceful in the light of gvir

lenges that, even through fusion olarenergies,
power consumption for Web3/virtual asSets needs
to be considered seriously,

«  provide a multi-sensory, for humans in

connected hybrid@orld ontext of a hybrid
competition at the

« consider in g larger perspective a world-wide
population of&eople in addition to other
non-huma @ such as robots, animals and
plant

I-digital intersection,

lective and fluid dimension. This created a fertile ground
to reduce inequalities, which was among the hottest
issues on Earth.

For entrepreneurs, the Metaverse was the realm of
experimentation, drawing inspiration from out-of-this-
world, science-fiction for coping with real-world and
existential challenges. As the permanent and overall
deterioration of ‘trust” had become society’s default
emotion, fluid entrepreneurs made a gradual leap
forward - the Metaverse business became the most
trusted institution ahead of NGOs, government and
media, which made the prevalent false binary ‘business
Vs politics  outdated.

p_zen aka Peterm ka Peter Friess is an independent, yet connected, human in offline and online worlds. He never gets bored of his interests
in artiftial intelligence, nano- and biotechnologies, systems theory, humanities, transhumanism, space exploration and ecology. Being both an
artist and researcher, his focus is an emotional and aesthetically accessible representation of humanity's existence and non-binary evolution.
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Critical role of
Hrtists as

%hand in an experimental approach as, over the
nty centuries, they had been the creators of rich

S
@netic worlds in Western and Eastern worlds. They
eated verses, poems and novels, and made beauti-

a P c h I‘t e C‘t S I:U P Qu proposals about bodies and humans moving and
\ dancing in space. Their imagination was connected to

the Metauerg\

Artists were the other architects Metaverse,
despite the fact that, for years, leaders had remained

unaware of how artists were k@gin making sense of

the unfolding future. Not onlyz 3 Orcoming up with
meaningful proposals u aid tasteless ones
suchas pointless VR lan s, kitschy animations or
questionable games. \Vhereas in the real world, creation
was impacted by straints such as physical
conditions or re governments, the Metaverse
appeared spspeaealm with infinite configuration

options.

The artists trigd€red conversations on what was to be

done, thus shaping what it is possible to do. They did the

a ‘'meta-world’, drawing inspiration from the non-visible
or untouchable. Artists also helped to end a growing dis-
connection with nature, a diminished use of the senses,
and higher rates of emotional and physical illness.

While the Metaverse was opening new opportunities
for creators and users to engage and experience, the
Web3-enabled advancing these opportunities. Web3
heralded a new, decentralised ecosystem including
all kinds of blockchains, in which users began to own,
monetise, and utilise their data for their own benefit,and
creators can monetise their content and talents in dif-

ferent ways.

Besides that, the artists introduced a decision filter for
companies involvement in the Metaverse to augment

and elevate human experience so as to:




build a people-first experience, always consider-
ing the needs of people; and to shift from social to
societal,emphasising relationships between people,
places, and brands,

« ensure people are not disconnected from physical
reality,
make accessibility and inclusivity a feature, and

+ reduce the physical and mental friction to ensure
we engage with each other in a more human way
across worlds.

Artists promoted safe spaces and intuitive world views
rather than a modernist aka logical and rational one.
They pushed towards organic patterns and acceptance
of transience and imperfection.

In the Metaverse, the artists expanded the sense of

Dancing@‘l
theflo

L 4

S

Far away from a ek, when ‘Metaphysics
meant ‘the cier@ha’[ is beyond the physical,
‘Meta' was N ed to other contexts as an
understand g vond'. Later again, when artists and

stepped in, the Metaverse started

fluid et
to all® &vement between virtual and physical

worl@s

Rrling our range of experiences.

e were good at finding our way in complex and messy
Virtuality’ had become a ‘Reality’ and new time

possibility, making us see that what is not there matters ONp.
as much as what is there. They helped us in Iookin@zons had extended our appreciation of existence. In

at organic design, inviting us into the blurred are

the unknown. We started to become comforta ith
ambiguity and ‘beauty’ became a dynamic, Ctl
imperfect event occurring between us and rbeings

and things.

~

e end, the Metaverse had much to do with harnessing
the necessary wisdom and spirituality to find our way
in our complex world. We just needed to packageitina
way that connects us with all.






