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The metaverse Is coming.

NEAL STEPRENSUN

The term metaverse is a compound word of
“meta” and “universe.”

Meaning transcendental or virtual world

“A 3D virtual world where users can engage

INn soclal/economic activities as In real

world”

A science fiction published in 1992



Shift of Metaverse References by
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Metaverse IS an umbrella term

. . High-speed Production of Artificial
Augmented reality Game graphics S - . .
communications digital avatars Intelligence
Image recognition Distributed Motion capture Blockchain Digital fashion

processing
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d reality
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tual reality, augmented reality
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XR, VR, AR, MR

Extended reality
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VR HMD (1)

By presenting slightly different images to the left and right lenses of a VR device, one has an illusion of seeing 3D images.
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https://m.blog.naver.com/PostView.naver?isHttpsRedirect
=true&blogld=jexim&logNo=221143569824



VR HMD (2)

Technology used to change images according to the direction a person is
looking.
Consisting of gyro sensor and acceleration sensor,
It changes the direction of images and regulates speed according to the

user’s movements.

Principles of image shifting, oculus



Metaverse Outlook
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