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Abstract: A Metaverse is a virtual world that strings our imagination to real life. It uses many existing 

technologies to create a morphed universe where people can live a new experience with their virtual 

character. The word “Metaverse” combines the prefix “meta-” (implying transcending) with the word 

“universe.” It describes a hypothetical synthetic environment linked to the physical world [1] that can be 

accessed using a virtual reality headset, or an augmented reality goggle, enabling one to visualize a virtual 

environment and create an enthralling experience. 
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