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METAVERSE 
What is the metaverse? For the uninitiated, the laymen’s definition of “an integrated network of 3D virtual 
worlds” can be confusing and prompt more questions than answers. To really understand the big hubbub around 
the metaverse – and why you might keep hearing about it for years to come – it helps to see it as part of a long 
evolution of entertainment and communication mediums. Most of us are comfortably familiar with movies and 
TV shows that we watch on a screen (TV, movie theatre, computer/phone/any streaming device). At the press 
of a few buttons, we can queue up stories and adventures that transport us to faraway lands and fantastic realms 
of pure imagination. This form of visual storytelling has been entertaining us since film was introduced to the 
masses over a hundred years ago. It has also evolved and gotten better over time. From the addition of sound 
to the advent of color, new technology is applied 
time and again to enhance the experience. In recent 
years, the latest innovations of the theatre 
experience have included features like IMAX 
theatres with stadium seating and million-dollar 
sound systems that provide an immersive 
experience for viewers, bringing you literally to 
the edge of your seat during pulse-pounding action 
sequences. While film, books, and theatre are more 
passive forms of entertainment, games that require 
active participation like chess and other board 
games are a more interactive form of 
entertainment. Card and board games have existed 
for thousands of years, bringing together family, 
friends, and even new acquaintances. The 
interactions are live and dynamic with players 
taking an active, engaged role in the entertainment.  

Beginning in the early ‘70’s, as computers became more portable, video games were created, marrying the 
visual elements of film and the participatory aspect of table games. The first examples like Pac-man were 
pretty basic. Players would have to navigate a maze and gain points by eating a trail of breadcrumbs while 
being chased by colored ghosts. But the basic premise was there; players controlled a digitized character in a 
visualized, electronic world, working towards some sort of objective. A few years later, Nintendo introduced 
the Super Mario Brothers, Mario and Luigi, to the world. Players were tasked with traversing the Mushroom 
Kingdom and avoiding obstacles to rescue Princess Toadstool from the clutches of King Koopa. As computing 
power has advanced, so have these games. The imaginative worlds created in them have become more detailed, 
complex, and realistic. Today’s games are interwoven with a storytelling experience that is highly repeatable 
with slight variations, providing countless hours of entertainment at a relatively low cost.  

Then, in the late ‘90’s and early 2000’s, household internet adoption became widespread and internet speeds 
surpassed the limitations of dial-up. It was only a matter of time before video games moved online and became 
networked-multiplayer affairs. One of the largest and most successful was World of Warcraft (WoW), 
launched by Blizzard Entertainment in 2004. It created a fantasy universe with a medieval theme similar to the 
world J.R. Tolkien created in his Lord of the Rings trilogy. Players could explore the open game world, explore 
dungeons, and fulfill quests while interacting with in-game characters and other online players. WoW quickly 
became the standard for all massively multiplayer online role-playing games (MMORPGs) to come after. At 
its peak in 2017, there were over 46 million people around the world playing WoW. Since its initial launch, 
there have been eight major expansion packs. These additions are essentially sequels, building upon the 
original game. At this point, there have been close to 120 million people that have played some version of 
WoW – that’s roughly equal to a third of the population of the U.S.!  

Source:  Buster Keaton over the phone 
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The latest great big innovation has brought internet connectivity to us through the smartphone. A far bigger 
proportion of the population is now connected to each other at nearly all hours of the day. Social media 
platforms bring together people from all walks of life, sharing and connecting family and friends across the 
globe. Much as modern air travel shrunk the world for those fortunate enough to travel, the internet and social 
media have created a new form of social interaction that overcomes the barriers of physical proximity. Families 
can keep in touch with other family members thousands of miles away without the need to travel for hours on 
end. Long lost friends can reconnect through a few taps of an app. The world is getting smaller and smaller.  

Well, the metaverse is an attempt to bring all these social interactions into an online world. It will be a world 
in which we gather with friends and take part in the same types of social activities as we do in real life. The 
metaverse seeks to become a meeting place where friends and families can go to share experiences, “visit” far 
away destinations, play sports, attend virtual events or just hang out and talk. Years ago, a defining aspect of 
Starbucks’ growth strategy was selling their stores as a gathering place. It was a third destination outside of 
the home and the workplace, where people could go to meet up with each other, hangout and spend time 
together. The dream of the metaverse is to create an online version of this that brings as many people together 
as possible – in a place where they can congregate in much the same way. The difference though is that it’s 
instantly accessible to anyone with an internet connection. Physical distance to each other will no longer be 
relevant in this new world. Furthermore, our online selves would not be limited by the same physical limitations 
we may carry in real life (physical strength, dexterity, disabilities, etc.) This is the promise of the metaverse, 
anyone can become anybody they want to be. It is why the allure of the metaverse is so great that a company 
like Meta (formerly Facebook) is scrambling to create one of their own. Mark Zuckerberg, Facebook’s CEO, 
has publicly stated that they will be investing $10 billion dollars a year for the next 10 years in an attempt to 
create the metaverse of the future. He has gone as far as to change the name of Facebook to Meta. But we are 
still very early in the stages of development for what the metaverse could become. While computing power 
has continued to improve at an exponential rate, it is still not powerful enough to render worlds fast enough at 
high fidelity rates.  

Source:  world-of-warcraft-wrath-of-the-lich-king-blizzard 
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The ultimate goal for virtual world building is to create a world that is indistinguishable from real life. There 
are a number of companies that are hard at work trying to realize this future. From video game developers like 
Activision Blizzard (soon to be Microsoft) to social platform networks like Meta, they are all pushing towards 
this future. Roblox is another metaverse development company that we’ve recently researched for potential 
investment. They were originally a software company that built physics simulation software to model real life 
events like car crashes. Since then, they have created a metaverse platform where developers can create content 
to attract new users. Since the Covid-19 pandemic occurred in 2020, their growth numbers have been 
astronomical. With 43.2 million daily active users worldwide, they have claimed that two-thirds of kids aged 
9-12 are playing games on their platform. With these types of numbers, it’s unlikely the metaverse will prove 
to be only a pipe dream. Many other companies are also hard at work developing the tools and infrastructure 
that will be needed to support this brave new world. Companies like NVIDIA are building the computer chips 
that are needed to visualize this new world while cloud infrastructure companies like Google and Amazon are 
providing the data servers from which these metaverses will run. At Cabot, we are constantly learning about 
these companies, and the investment opportunities they represent in these new markets. It informs our 
worldview and keeps us grounded because we know that change is constant. With so much at stake and the 
pace of technological innovation relentless, it won’t be long before the metaverse becomes a part of our daily 
lives. 
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