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The Metaverse
Web 3.0 and what it means for research.

November 2022
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This is evolution, but it’s a revolution: how the metaverse evolved

5 Source: JP Morgan – ‘Opportunities in the metaverse’

June 22, 2003
Second Life is released

December 11, 2008
PlayStation Home is released on PS3

August 31, 2013
Riot sells out League of Legends 
finals at Staples Center

September 15, 2014
Microsoft acquires Minecraft for 
$2.5 billion

February 20, 2020
Decentraland is released

October 28, 2021
Facebook changes company 
name to Meta

January 18, 2022
Microsoft announces plans to 
acquire Activision Blizzard for 
$68.7 billion

May 4, 2007
Runescope reaches 1 
million members

October 7, 2010
World of Warcraft 
reaches 12 million 
subscribers

August 25, 2014
Amazon acquires 
Twitch for $970 
million

December 27, 2018
Fortnite nets Epic 
Games $3 billion in 
profit for the year

March 11, 2021
Roblox tops $39 
billion in market cap 
in its IPO

December 4, 2021
Virtual and adjacent to 
Snoop Dogg’s 
Sandbox estate sells 
for $450,000 in ETH



Increased Convergence of the Real & Virtual Worlds

6 Source: Deloitte ‘Metaverse report – Future is here’ March ‘22

Real
World

Virtual
World

Self-creation of the virtual 
world. Actualization of 

digital experience 

Virtual parallel world of the 
real world Digitalization of 

real experience

Source: Deloitte ‘Metaverse report – Future is here’ March ‘22



Why are people getting 

excited?

Savanta:



8
Source: JP Morgan – ‘Opportunities in the metaverse’

The elements of a new digital age 
are converging at scale:

Transact

$54B

Socialize

60B

Create Own Experience

$80M $41B 200

Every year, $54 
billion is spend on 

virtual goods, 
almost double the 

amount spend 
buying music

Approximately 60 
billion messages are 
sent daily on Roblox

GDP for Second Life 
was about $650M in 

2021 with nearly 
$80M USD paid to 

creators

Non-fungible tokens 
(NFTs) currently 

have a market cap 
of $41 billion

200 strategic 
partnerships to date 
with The Sandbox, 
including Warner 

Music Group to launch 
a music themed virtual 

world

1 2 3 4 5



9 These are just the top 4 NFT’s

• In June 2021, one land package in 
Decentraland was sold for $913,000, 
with the developer turning it into an 
entire shopping district

• Somebody paid $450,000 to be a digital 
next door neighbour of Snoop Dogg

• In November 2021, somebody also paid 
$650,000 (149 ETH) for a mega yacht 
in The Sandbox.

Real life examples of what people 
are spending

$6,000

$12,000

Average price of a parcel of virtual land

June 2021

December 2021

Driven by brands purchasing land to 
create presence



How big is the opportunity?

A consumer perspective

Savanta:



Awareness of Metaverse is high with 1 in 2 adults having heard of it but it 
doesn’t necessarily translate into understanding of what it actually is

11 Source: Savanta – UK Nat Rep Omnibus

55%

38%

Yes

No

Total Awareness Gender

Men

58%  

Female

51%  

45%

59%

60%

63%

51%

54%

65+

55-64

45-54

35-44

25-34

18-24

Age

31%

52%

14%

Yes, I
understand

fully

No, but I
know the

name

No, I don't
understand

what it is

Total Understanding Gender

Men

39%  

Female

23%  

19%

24%

32%

44%

36%

36%

65+

55-64

45-54

35-44

25-34

18-24

Age

Have you heard of the Metaverse before 
today?

Do you know what the Metaverse is? 

Q. Have you heard of the Metaverse before today? Q. Do you know what the Metaverse is?



1 in 2 aware of The Metaverse are able to correctly attribute it’s 
meaning but there is some confusion around Meta and social media

12 Source: Savanta – UK Nat Rep Omnibus

59

22

8

59

21 21

57

23 23

60

20 20

The metaverse is a virtual reality world where users
can interact, game and experience things as they

would in the real world. Immersing and interacting
with various environments

The Metaverse is the new name of the popular
social media site Facebook

The Metaverse is any form of online gaming e.g.,
Roblox, Fortnite, Halo etc.

Total Sample 18-24’s 35-54’s 55+

Q. Which, if any, of the below statements do you think best represents your understanding of the Metaverse?

Understanding of The Metaverse (among those who are aware of it):



What are the opportunities for 

brands?

Savanta:



Recall of brand collaborations are highest amongst 18-24’s indicating 
a key audience for collaborations  – with Nike, Microsoft and Disney 
having the highest brand recall

14 Source: Savanta – UK Nat Rep Omnibus

22

67

37

51

26

62

6

83

Yes No

35 34

30
28

24
22 21 20

17
15

11

43

32 31 30

24
27

19 19

23

16 16

31

37

31
28

22

16

20
23

15

10
8

Nike Microsoft Disney Balenciaga
and

Fortnite

Coca-Cola Hyundai
and Roblox

Louis
Vuitton

Gucci and
Roblox

Wendy's Warner
Bros.

Pictures

Selfridges
and

Pokemon

Total Sample 18-24’s 35-54’s 55+

Those who have seen or heard 
a brand in The Metaverse

Q. Have you seen or heard of any brands collaborating/being in The Metaverse? Q. Which brands did you see or hear? 

* Sample size too small to show 55+

Seen/heard about Brands: (%) 



Some examples of what brands have done so far

15

A partnership that brought the brands 
clothing and signature into the fortnite game

Nearly 7 Million people worldwide have 
visited Nike’s store in the Metaverse

“To build innovative relationships with young 
people, we will strengthen our virtual 
customer experience content for familiarizing 
them with Hyundai Motor’s new vehicles and 
future mobility solutions on Hyundai Mobility 
Adventure, one of our next-generation CX 
platforms. We plan to continue to use the 
metaverse platform for communication of 
Hyundai Motor’s new vehicles and future 
mobility solutions.”

Engaging young people Virtual Store Premium brands



Brands need to embrace the Metaverse in an authentic way

45%

16 Source: Savanta – UK Nat Rep Omnibus

“All brands 
should be 
looking to 
understand 
what role they 
play within the 
Metaverse”

41% 62%

agree

“Brands that 
don’t 
embrace the 
Metaverse 
will be left 
behind” agree

“Brands need to 
ensure that 
anything they 
do in the 
Metaverse is 
authentic and 
natural”

agree



What should we be doing?

Savanta:



•Get to 
know…

Roblox

https://www.roblox.com/

• and understand the 
current significant 
metaverses; 
familiarise yourself 
with the current 
platforms and what 
different brands are 
doing within them

•

The Sandbox

https://www.sandbox.game/en/

Decentraland

https://decentraland.org/

Zepeto

https://zepeto.me/

https://www.roblox.com/
https://www.sandbox.game/en/
https://decentraland.org/
https://zepeto.me/


Some questions to be thinking about as you consider…

19 Source: JP Morgan – ‘Opportunities in the metaverse’

01
How would your client’s business model and/or organisation be impacted if there was more time 
spent interacting, transacting and socializing in virtual worlds?

02 What value could your clients create for the community? Would you be a participant, a or a service provider?

03 What are the authentic experiences and services that your clients could offer in a virtual ecosystem?

04
Is there an opportunity to create new marketing channels through experiences, digital goods, sponsorships 
and branded real estate presence for your clients?

05 Do you have the in-house talent to help you navigate the metaverse for your clients? 

How important is it to your clients’ businesses to target a younger generation audience and tech-forward 
sub-communities?

06



Thank you for listening…
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Sources & Further Reading

Framing the Future of Web 3.0 – Goldman Sachs, December 2021
https://www.goldmansachs.com/insights/pages/gs-research/framing-the-future-of-web-3.0-metaverse-edition/report.pdf

Opportunities in the metaverse – JP Morgan, January 2022
How businesses can explore the metaverse and navigate the hype vs. reality
https://www.jpmorgan.com/content/dam/jpm/treasury-services/documents/opportunities-in-the-metaverse.pdf

Metaverse report – Future is here – Deloitte, March 2022
https://www2.deloitte.com/cn/en/pages/technology-media-and-telecommunications/articles/metaverse-whitepaper.html

Epic Games believes the Internet is broken. This is their blueprint to fix it. – The Washington Post
https://www.washingtonpost.com/video-games/2021/09/28/epic-fortnite-metaverse-facebook/
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