
Metaverse Market

The boundaries between the real world and 
virtual world are completely blurred. 
A metaverse is becoming as commonplace 
as a smartphone or the Internet. And it will 
change our habits just as dramatically.

What’s going on 
in the world
Already today, Justin Bieber and Ariana 
Grande are performing in virtual concert 
halls. Digital stores are leased to fashion 
houses Gucci, Dolce & Gabbana, Burberry 
and Balenciaga.

During the nine-minute digital concert, which 
was held in April 2020, Travis Scott earned 
$20 million including merchandise sales. 
In comparison, Scott’s four-month-long, 56-
stop Astroworld tour from 2018 to 2019 
garnered approximately $53.5 million, or 
roughly just under $1 million per show.

In 2021, 600 pairs of virtual sneakers from 
RTFKT Studios (now owned by Nike) were 
sold out in 7 minutes and brought 
in $3.1 million.

According to SuperWorld, a virtual planet, 
the average platform user spends some 
$3,000 on digital property purchases. 
Republic Realm, a company that manages 
digital real estate, paid $4.3 million for land 
in The Sandbox Metaverse.

But what is a metaverse exactly?

The term “metaverse” was coined in Neal 
Stephenson's 1992 science fiction novel 
“Snow Crash”. There a metaverse is a 
shared, 3D virtual environment. People can 
meet in a virtual world to engage in work 
activities, play games or simply visit with 
friends.

A metaverse is also often referred to as web 
3.0, a new kind of Internet that aims to be a 
decentralized version of the virtual world. 
To better understand how it can disrupt our 
usual interaction with the Internet, let's put 
it from a historical perspective.

How did it all start
Web 1.0

Between 1991 and 2004 the internet was 
mostly a bunch of static pages meaning that 
whenever you loaded them they just showed 
some stuff and that was it.

• Some called it “read-only” and most 
information was in text format.

• There wasn't any logging in or interacting 
with posts and between users.

• It was mostly like one big Wikipedia all 
hyperlinked together.

• Users were consumers.

Web 2.0

Web 2.0 was a natural reaction to how hard 
it was making things on the Internet, e.g., 
creating a store, selling products online, 
editing photos, sharing content. Big Tech 
companies like Google, Facebook, Amazon 
fixed this problem. However, during this 
process they have built an enormous power 
around themselves and gained all the control 
over users and the Internet.

From 2004 until now the biggest change was 
the interactivity of the Internet:

• interaction between users

• not only users get information from pages, 
but web pages started getting information 
from users

• targeted content and advertising

• data from users is sold to advertisers  

• user is the product

• phones with cameras rendered the Internet 
much more visual

Web 3.0

Now, thanks to blockchain technology and 
decentralization tools, we are entering a new 
era of the Internet – Web 3.0 or metaverse. 
This term doesn't really refer to one specific 
type of technology, but rather represents 
a broad shift in our interaction with 
technology.

• Peer-to-peer Internet: data is 
decentralized and not stored in single 
controlling authority data centers. So no 
one is able to shut it down.

• New technologies like VR/AR, create an 
immersive, embodied Internet where user 
is is directly experiencing it, he’s not just 
a watcher.

• User is the owner of the content he 
possesses online, so there is a digital 
economy in place.

• User’s digital identity is not connected 
to his real-world identity, and his online 
activity cannot be traced.

Market size
The metaverse is estimated to be a trillion-
dollar revenue opportunity across 
advertising, social commerce, digital events, 
gaming, hardware, and developer/creator 
monetization.

Global metaverse potential total addressable 
market:

Advertising $588B 44%
Social Commerce $470B 35%
Developers $144B 11%
Digital Events $96B 7%
Hardware $33B 3%

How the metaverse will 
change the market
Metaverse will bring a completely new 
experience to the following industries:

Gaming
Gaming provides many of the most 
immersive experiences, being the biggest 
entertainment industry by far. Gaming in 
a metaverse is going to span from fantasy 
worlds to bringing simple games into our 
everyday lives through holograms. Revenue 
from virtual gaming worlds could grow from 
~$180 billion in 2020 to ~$400 billion in 
2025.

Advertising 
Advertisers will be able to access broad and 
more accurate data. Users will connect with 
their favorite brands and have the ability 
to make money from it by communicating 
and advertising on the metaverse. 

Creators
Web 3.0 will bring a new era for the creator 
economy, allowing them to actually own and 
control their content. There will be a free and 
fair economy in which all users can build 
a metaverse with user-generated content 
and be rewarded.

Entertainment 
Instead of physically attending a music 
festival, why not visit it online in a metaverse 
world?

Work
It’s similar to Peloton, but instead of a bike, 
you just have your VR headset gaining the 
ability to do anything from boxing lessons 
to sword fighting and dancing. This will open 
new doors for remote collaboration at work 
on a new level.

When we can expect 
to see it
Mark Zuckerberg estimates it could take five 
to ten years before the key features of 
a metaverse become mainstream. But some 
aspects of the metaverse already exist. 
Ultra-fast broadband speeds, virtual reality 
headsets and always-on online worlds are 
up and running even though they may not 
be accessible to all.

7 Layers of the Metaverse

Experience
Games, Social, Esports, Theater, 
Shopping

Discovery
Ad Networks, Social Curation, 
Ratings, Stores, Agents

Creator Economy
Design Tools, Asset Markets, 
Workflow, Commerce

Spatial Computing
3D Engines, VR/AR/XR, Multi-
tasking UI, Geospacial Mapping

Decentralization
Edge Computing, AI Agents, 
Microservices, Blockchain

Human Interface
Mobile, Smartglasses, 
Wearables, Haptic, Neural

Infrastructure
5G, WiFi 6, Cloud, 7nm to 1.4nm, 
MEMS, GPUs, Materials

Jon Radoff introduced 7 layers of the 
Metaverse, sub-industries that are crucial for 
Metaverse to exist and evolve:

1. Experience

People associate the concept of the 
metaverse with 3D virtual space, but it’s far 
beyond that. Think of metaverse as a 
dematerialization of anything – distance, 
physical space, objects, etc. Whether you are 
on a Zoom call or Peloton bike training with 
your friends. And imagine everyone will be 
able to stand in a front row at Coachella or 
Tomorrowland. That's the kind of experience 
many will want to participate in.

Unity, Roblox, Meta, Snapchat, Nike, Netflix, 
Clubhouse etc. operate at this level. Private 
companies to watch: Epic Games (Games, 
Social, eSports, Live Shows); ByteDance, 
Valve, Animoca Brands, Twitter, Supernatural 
(do fitness with friends in VR), Immersed (VR 
for collaboration/work); Star Atlas (strategy 
game developed on Epic Games' Unreal 
Engine 5).

2. Discovery

This layer describes how users will discover 
new experiences or platforms via app stores, 
search engines, reviewing sites, and display 
advertising. Here people actively discover 
new projects, protocols, and experiences.

Some of the examples at Discovery layer are 
Epic Games Store, Steam by Valve, Google 
Play, App Store.

3. Creator Economy

This layer contains all of the technology that 
creators use on a daily basis to craft the 
experiences that people enjoy. It includes 
tools that developers and designers use to 
create digital assets or experiences.

Some of the examples are Metahuman by 
Epic, Unity, Roblox, Decentraland, Adobe, 
Shopify, Xsolla.

4. Spatial Computing

This layer erases barriers between the 
physical and virtual worlds. AR, VR, and XR 
all fit into this layer. Projects in this phase 
aim to make these digital experiences as 
immersive and realistic as possible.

Unreal Engine by Epic Games and Unity are 
leading at this level. Others include 
Autodesk, Open AI, Google AI etc.

5. Decentralization

It’s impossible to build a metaverse with a 
central power, and common components of 
decentralization include blockchain, smart 
contracts, open-source code, edge 
computing etc.

Examples here include Wilder World and 
various blockchain projects like Solana, 
Polygon, Ethereum, ConsenSys, Enjin, 
Fireblocks, OpenSea, Immutable etc.

6. Human Interface

Our smartphones are already more than 
phones – computer devices are getting 
closer to our bodies, transforming us into 
cyborgs. And such devices as VR headsets, 
smart glasses, and soon haptic technology 
will connect our physical body with the 
digital world. We will be able to upload our 
body as a 3D, super-realistic avatar into any 
virtual world, and it'll feel, sound, and look 
like a real person in a 3D world.

Some of the companies making progress in 
this space include Meta, Amazon, Apple, 
Sony, Microsoft, Magic Leap and others.

7. Infrastructure

This layer includes hardware, the backend of 
the metaverse that keeps everything running 
properly: power grid, networks, Wi-Fi, 5G 
and 6G networks, cloud computing services, 
and advanced GPU technology.

Amazon Web Services, Microsoft Azure, 
DigitalOcean, Graphcore, NVIDIA, Qualcomm, 
AT&T etc. fall into this category.

Who's building the 
metaverse
Unlike VR or AR apps, the Metaverse is not a 
single software platform that can be created 
with the usual development tools. Metaverse 
is created by 160+ companies working in 
these seven levels, independent developers 
and grassroots creators all over the world. 
Here are a few of the most successful ones.

Private companies to watch:

Epic Games
Experience Discovery Creator Economy

Spatial Computing

Epic Games’ Fortnite has more than 300 
million players worldwide. Fortnite’s virtual 
world has hosted virtual concerts with Ariana 
Grande, Travis Scott and Lil Nas. In August 
2021 Epic Games announced a $1 billion 
funding round to support Epic’s long-term 
vision for the metaverse.

Mythical Games
Experience

Mythical is a next-generation game 
technology studio. Mythical Games 
is developing open-world multiplayer game 
Blankos Block Party, as well as its own 
platform to create games with nonfungible 
tokens (NFTs).

Upland
Experience

Upland can be compared to a Monopoly 
game set in a metaverse. It is a virtual 
property trading game mapped to the real 
world and based on blockchain technology. 

Touchcast
Experience

Touchcast developed a platform aimed 
at companies to produce lifelike, virtual 
conferences and other events without much 
technical heavy-lifting.

Spatial
Experience

Spatial allows NFT creators to customize 
a virtual space and gather for events such 
as exhibitions, brand experiences, and 
conferences.

Active Theory
Experience

Active Theory is a metaverse builder for 
brands. Production studio Active Theory 
deals with technical solutions, advertising, 
website and application development 
services.

OpenSea
Decentralization

OpenSea is the first and largest peer-to-peer 
marketplace for NFTs.

Dapper Labs
Decentralization

Dapper Labs is known as the creator of NBA 
Top Shots. Users can buy digital cards 
featuring NBA players and game moments. 
The value of these digital collectible cards 
can rise and fall over time. Dapper Labs 
is using blockchain technology to bring NFTs 
and new forms of digital interaction to fans 
around the world.

Wilder World
Decentralization

Wilder world aspires to be a suitable 
decentralized platform for artists and 
creators. The platform would provide tools, 
enabling creators to showcase their projects 
and products.

Inworld AI
Decentralization

Inworld AI is an AI developer platform for 
immersive realities and metaverse spaces. 
The company creates AI-powered virtual 
characters to populate metaverses, 
augmented reality, games, and virtual 
worlds.

Stardust
Decentralization

Stardust provides game developers with 
an easy graphical platform to build and 
manage their games in a metaverse.

Moralis
Decentralization

Moralis is building a core infrastructure 
for game developers to embed NFT and 
blockchain mechanics into their virtual 
worlds and games.

Varjo
Human Interface

Varjo has developed a virtual and mixed 
reality headset capable of “human-eye 
resolution” for use in various enterprise 
applications.

Mojo Vision
Human Interface

Mojo Vision is developing Mojo Lens, 
the world’s first AR smart contact lens.

Public companies to watch:

Roblox
RBLX

Experience Discovery Creator Economy

Spatial Computing

An online multiplayer game builder with over 
47 million daily active users around the 
world. The ability to personalize a game 
avatar has attracted brands like Nike and 
Gucci to the platform. Netflix promoted 
the release of the new season of “Stranger 
Things” with Roblox.   

Meta, former Facebook
FB/MVRS

Experience Human Interface

Zuckerberg has been confident about the 
metaverse to one day replace the Internet 
as we know it. Meta envisions a virtual world 
where digital avatars connect through work, 
travel or entertainment using VR headsets. 
The company works both on the hardware 
and software departments: in 2014 
it acquired Oculus, a virtual reality headset 
maker.

“The next platform and medium will be even 
more immersive and embodied Internet 
where you’re in the experience, not just 
looking at it, and we call this the metaverse,” 
said Meta CEO Mark Zuckerberg in October 
2021 after revealing the company's 
rebranding. 

Snapchat
SNAP

Experience Human Interface

Snap has a line of augmented reality smart 
glasses called Spectacles. The company has 
recently introduced an augmented reality 
feature “TrueSize” which consumers can use 
as a shopping experience.

Clothing company FarFetch uses Snap's AR 
technology for consumers to virtually try 
on and shop a variety of jackets. Nike has 
integrated Snapchat's technology as part 
of its “Play New” advertising campaign.

Unity
U

Discovery Creator Economy Spatial Computing

Unity software is actively used in the 
development of augmented and virtual 
reality applications. At the CES 2022 
Hyundai announced a partnership with Unity 
to create a “metafactory” in the digital space. 

Microsoft
MSFT

Creator Economy Spatial Computing

Human Interface

• is developing mixed and extended reality 
(XR) applications with its Microsoft Mesh 
platform, which combines the real world 
with augmented reality and virtual reality

• plans for bringing mixed-reality including 
holograms and virtual avatars to Microsoft 
Teams in 2022

• plans for explorable 3D virtual connected 
spaces for retail and workplaces (launching 
in 2022)

• working with the U.S. Army on an 
augmented reality HoloLens 2 headset 
for soldiers to train, rehearse and fight in

Apple
AAPL

Human Interface Infrastructure

Apple has not commented on its plans to 
build a virtual world. But the company has 
a loyal customer base and the financial 
capacity to do so. It is expected to release 
a mixed reality headset in late 2022, AR 
glasses by 2025, and AR lenses in 
2030-2040. 

In addition to standalone companies, 
exchange-traded funds consisting of 
beneficiary companies in the metaverse 
market have already emerged. The Roundhill 
Ball Metaverse ETF (METV) manages more 
than $800 million in assets and includes 
more than 40 companies. The fund's top five 
positions are Meta Platforms, NVIDIA, 
Microsoft, Roblox and Unity. Other funds 
focused on meta-universes include Evolve 
Metaverse, Horizons Global Metaverse Index, 
The Simplify Volt Web3.

NVIDIA
NVDA

Infrastructure

The graphics processor manufacturer has 
released a metaverse for content creators, 
NVIDIA Omniverse. It is an open platform 
for developers, designers and artists to work 
together in a shared virtual environment 
and model in real time from anywhere 
in the world. Moreover, the popularity 
of metaverses will drive demand for GPUs, 
for which NVIDIA is the recognized leader. 

Metaverse projects to watch:

Deploying a metaverse requires significant 
investment in software, hardware, cloud 
storage and the use of blockchain to tie in 
internal purchases.

The majority of metaverse projects are 
related to the crypto space. Many of these 
projects have built their own ecosystems 
using unique tokens.

Axie Infinity
AXS

Experience

Star Atlas
ATLAS, POLIS

Experience

Alien Worlds
TLM

Experience

My Neighbor Alice
ALICE

Experience

Illuvium
ILV

Experience

MOBOX
MBOX

Discovery Creator Economy

Decentraland
MANA

Creator Economy

Sandbox
SAND

Creator Economy

Enjin Coin
ENJ

Decentralization

Learn more:
Grayscale metaverse report

Metaverse tokens list

Gaming tokens list

Metaverse news

https://grayscale.com/wp-content/uploads/2021/11/Grayscale_Metaverse_Report_Nov2021.pdf
https://grayscale.com/wp-content/uploads/2021/11/Grayscale_Metaverse_Report_Nov2021.pdf
https://grayscale.com/wp-content/uploads/2021/11/Grayscale_Metaverse_Report_Nov2021.pdf
https://www.usatoday.com/story/tech/2021/10/28/facebook-meta-name-change-metaverse-instagram-whatsapp-zuckerberg/6180303001/
https://grayscale.com/wp-content/uploads/2021/11/Grayscale_Metaverse_Report_Nov2021.pdf
https://www.coingecko.com/en/categories/metaverse
https://www.coingecko.com/en/categories/gaming
https://e-cryptonews.com/category/metaverse/

