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WHAT DOES METAVERSE MEAN?

Metaverse is a combination of both, the Greek word “meta” and the
English word “universe”. Meta in Greek is populatly used as a prefix to
mean “after” or “beyond”. The metaverse is the convergence of two ideas
that have been around for many years: virtual realicy and a digital second
lite. The metaverse represents the fourch wave to computers, following the
mainframe computing, personal computing, and mobile computing, The
inter-connectivity of such a computing landscape is among the most
interesting aspects of this evolution. Currencly, however, there remain
some key friction points to solve. Among these issues are hardware,
broadband connectivity and mass appeal use cases. However, most
investors and tech operators are investing toward this direction.
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IN 1989/90, RESEARCH OF THE BRITISH COMPUTER SCIENTIST TIM BERNERS-
LEe aT CERN SWITZERLAND RESULTED IN THE WORLD WIDE WEB.

SCIENCE FICTION AUTHOR NEAL STEPHENSON COINED THE TERM “METAVERSE”
IN HIS BOOK SNOwW CRASH.

THE CONCEPT OF THE DiGITAL TwIN WAS INTRODUCED. DIGITAL TWIN 1S
KNOWN AS A VIRTUAL REPRESENTATION OF AN OBJECT, E.G. A BUILDING.

PHILIF ROSEDALE AND HIS TEAM AT LINDEN LAB DEVELOPED SECOND LIFE, AN
ONLINE VIRTUAL WORLD.

A WHITEPAPER BY SATOSHI NAKAMOTCO REVEALED THE INVENTION OF BITCQIN,
THE WORLD'S FIRST CRYPTOCURRENCY AND BLOCKCHAIN  PLATFORM,
SPURRED THE CREATION OF MANY NEW CRYPTOCURRENCIES.

ERNEST CLINE WROTE THE NOVEL READY PLAYER ONE, WHICH INTRODUCED
MANY YOUNG PEQPLE TQ THE CONCEPT OF A VIRTUAL REALITY WORLD.

THE FIRST KNOWN NON-FUNGIBLE TOKENS (NFT) waS CREATED. A NFT IS
STORED ON A BLOCKCHAIN AND CAN BE SOLD AND TRADED, HOWEVER, IT IS A
NON-INTERCHANGEABLE UNIT OF DATA.

POKEMON GO WAS THE FIRST GAME TO OVERLAY A VIRTUAL WORLD ONTO THE
REAL WORLD.

THE INVENTION OF FORTNITE, A MULTI-PLAYER VIDEQ GAME, THAT WAS
REACHING A 350 MILLION USERBASE.

TRAVIS SCOTT AND MARSHMELLO PERFORMED IN THE VIDEO GAME FORTNITE TO
APPROX. 30 MILLION PEQPLE.

THE FACEBOOK COMPANY 1S NOW META
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SatyaNaddla, Microsoft CEO
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In October 2021, Mark Zuckerberg morphed Facebook inte Meta, announcing its
rebranding and repositioning towards the metaverse. He believes that the metaverse will
replace the internet as we know it saying that “the next placform and medium will be even
more immersive and embodied internet where you're in the experience, not jusc looking at
it, and we call this the metaverse”.

AREAS OF THE METAVERSE

Over the past 20 years, some early adapters have been using the virtual world for
entertainmenc purposes, research, and training, Some elemencs of the metaverse can be
found in video games, where players spend time wich a personal avacar'. The importance of
the online vircual space, however, has surely grown due to the Corona Pandemic,
accelerating the transition to Metaverse. With the lack of physical experiences during the
pandemic, the AR and VR market saw strong growth. Consumer adoption will certainly be
a major driving factor in business opportunities for AR and VR.
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THE GAMING INDUSTRY

The metaverse is not a fictional, sci-fi future anymore. Glimpses of it can be seen in
online games like Fortnite, Minecraft and Roblox. Already prior to COVID-19, video
games started to blur the lines between vircual and physical events & activities. Besides
in-game events, such as the DJ Marshmello concert in Fortnite, the eSports indusery
saw professional eSpores players partnering wich celebrities on Twitch (e.g. Drake and
Ninja playing Fortnite), and kids celebrated virtual birthday parties on Minecraft
during lockdown. These in-game evencs and activities have led to a significant growth
of the user base and increased levels of engagement, consumption, and ultimately
monetization. These examples demonstrate the many use cases video game platforms
can offer. At the same time, these events allowed contribucors to directly connect with
the next generation.

NEXT GENERATION OF USERS

As the metaverse develops, it will allow new ways to engage with consumers and
transform arcas like shopping, In a world of digicalization, virtual realicy (VR) is getting
increasingly imporcant. Virtual realicy is a computer-generated experience, changing
everything into a three-dimensional, real-world scenery. Hardware devices such as
headsets, glasses, gloves, and bodysuits make this VR experience possible and
transformed the gamingand entertainment industries.

MEDICINE
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These hardware technologies can be used in instructive training such as pilots,
soldiers in defence, field workers and many more. However, besides training
purposes, the technology is also widely accepted across industries, fuelling the
growth of the market. Nowadays, VR is being used to treat pacients wich mental
healch challenges or in the tourism industry taking potential customers on a virtual
tour of their trip.

AR, VR, AND THE INTERNET OF THINGS

Not only VR, also Augmented Reality (AR) offers interactive experiences. While
VR completely blocks ouc the physical world, AR technologies keep you in the real
world. However, AR can be understood as an enhanced version of the real word
adding digical visual elements, sounds or other stimuli via technology.

Just like VR, AR technologies are widely used. Particularly, in beaucy many brands
are investing in this technology. But also many luxury brands offer virtual “try-
before-buy” experiences. According to Boston Consulting Group, this new
(augmented) realicy, led by founders and millennials, is already changing the way
beauty products are sold.

THE DIGITAL TRANSFORMATION

Whether in VR, AR or simply on a screen, the metaverse creates an overlap in all
aspects of our digital and physical lives. In order to unlock the full potendial of the
metaverse, 5G will play a crucial role as the metaverse requires a massive amount of
computing power. Ultra-fast network speeds and low latency are needed to enable
bandwidth-intensive applications and to handle thousands of simultancous users in
close proximity. According to Vankck, semiconductors will become the nervous
system of this emerging virtual world. Semiconductors are at the heart of today’s
tech revolution while only a small number of companies make them. According to
Morningstar, benefits to chipmakers will be “uneven”. Since the metaverse requires
real-time processing of an immense amounc of daca, it will require chips involved in
to use advanced process nodes. Worldwide only very few companies produce these

chips.

In such a cashless, virtwal environment, cryprocurrencies and blockchain will also
play a crucial role. The tech looks set to introduce a revolutionary virtual world
built on the blockchain in which users can take ownership of virtual spaces to build,
interact, trade, and do whatever else they please. Vankck stated that crypto assets
will be the metaverse’s real estate and currency.

PRIVACY IN A PARALLEL DIGITAL UNIVERSE

The emerge of the metaverse has been a cinematic experience to most of us,
however, is also presents an opportunity to translace our working, travelling,
shopping, socializing habits into the paralle]l digital universe. Privacy and other legal
issues will be at the forefront of the metaverse as it develops further. We can expect
that the same range of issues will apply to metaverse users such as anti-money
laundering, sanctions, financial services regulation, intellectual property rights, etc..
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ALL DETAILS & HOW TO REGISTER
WILL BE SENT VIA EMAIL INVITATION

NEXT COLLECTOR 16 . JUNE 2022

For questions please contact events@bergos.ch
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Financial Animals

What do Sharks, Wolves and Ostriches have do with the economy and for
that matter what do they mean?

Curious... Listen to our latest Bergos Ed Podcast
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‘I'his publication is for information and marketing purposcs only. The provided informacion is not legally binding and ncither
constituces a financial analysis, nor a sales prospectus, an offer for investment-transactions, an assct management mandace or an

invesement idea and does noe substicuce any legal, tax or financial advice.

Bergos does not guarantee the timeliness, accuracy or completencess of the informacdion. 'Uhe information is intended solely for the use
of the recipient and may not be forwarded to third pareices. "Uhis information may not be reproduced in whole or in pare wichoue the

wricten consent of Bergos.
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You probably know us, but if not, here are a fow words abour us.
We'd be happy to chat more! Reach out: info@bergosch or

nexe »ﬂl]Cl’g{}S.L’h ATC Ereal wWays T got in t(}l.lL'h! So hCl'L' WO g

We are Bergos, an independent, internationally operating Swiss
DPrivate Bank., We¢ have a cear focus: proteceing and Erowing

private wealth.

Qur name honors the many generations who, for more than
four centurics, fostered  enereprencurial  thinking,  good
cducation, and personal integricy. It cxpresses the ideals of
independence, continuity, and openness to the world We
understand, respece and value this responsibilicy.

And we are glad vou arc here!
BERGOS AG

Headquarters:
Kreuzserasse 3, 8008 Zirich, CH
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