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Introduction: How to Use This Book
This introduction will provide an overview and road map of
the book's content to allow readers to have a clear
understanding of how to use this book's information for
their own valued use.

Unlocking the Metaverse
Welcome to Unlocking the Metaverse: A Strategic Guide for
the Future of the Built Environment. When the physical
built environment intersects with the digital world, not only
is it a moment to pay attention to, but it's time to write a
book about this historic moment. Welcome to a journey of
unlocking the mysteries of the metaverse for the built
environment and how these technologies, processes,
workflows, and experiences will affect you, your business,
and your lifestyle. My goals of writing this book are:

To provide the background of how the definitions of our
age are becoming our new reality.
To provide the background and path forward of how
our 3D graphic representation of the built world and its
incorporation into storytelling has given rise to an
enormous and influential Gaming Industry and how this
affects the built environment.
To expose opportunities to the incumbent and
traditional professionals of the built environment as
well as the cautionary tales of what the digital asset
world has unleashed.
To provide guidance and suggestions for how you, your
company, and your lifestyle will be affected by the new



metaverse medium.
To suggest practical advice on emerging data‐driven
innovations like Distributed Ledger Technology
(Blockchain), Smart Contracts, and Tokenomics will
give rise to the next generation of valuable digital real
estate.
To create vision to the emergence of Web3, Artificial
Intelligence and when integrated into Metaverse
environments, how it transforms the notion of a Cyber–
Physical experience.
And finally, to bring views from industry experts to look
into the Crystal Ball to assist you in navigating this
amazing transformative age we are experiencing
(Figure 1).

My first experience of the metaverse was 1977, playing
with my friend's Atari 2600 gaming console on a game
called Pong. I was transfixed with seeing a home video
game on a TV. By 1979, we had graduated to games like
Asteroids, Space Invaders, and the beginnings of digital
football, baseball, and ice hockey. I was not a big fan of the
arcades like pinball games and other console games, but
Pac‐Man and Ms. Pac‐Man were always fun and for a short
period of time, allowed a form of escapism. Thus, my take
that these home video games and arcades from the 1970s
and 1980s were seeds for the promise of the oncoming of a
new medium called the Metaverse.



Fig. 1: Expo2020 in Dubai Metaverse.
Courtesy: Paul Doherty.



Fig. 2: Oracle Park in the Metaverse, home of the San
Francisco Giants baseball team.

Courtesy: Paul Doherty.

As computing power increased and storytelling matured, I
was enamored in 1993 with the multimedia adventure
game called Myst, by Broderbund. I used my Apple
Macintosh with a Myst CD‐ROM disk to propel me into a
fictional world where I would spend hours unlocking
mysterious clues in a never‐ending game. The 1990s were
full of milestones for the maturity of the Metaverse, with
the rise of the Internet and its adoption in the later part of
that decade and Neal Stephenson coining the term
“Metaverse” in his cyberpunk novel Snow Crash in 1992 to
describe an online, Virtual Reality (VR) world where the
inhabitants of humankind could interact and escape the
dystopian unpleasantness of the real world (Figure 2).



In fact, in 1996, I was an advisor to companies that were
working on the new San Francisco Giants baseball stadium.
The designers wanted to have stakeholders experience
what the views were from seats in the new stadium before
it was built and did not want to purchase expensive design
software just for viewing the 3D model. Our team, led by
Planet9, worked with a new technology for its time called
Virtual Reality Markup Language (VRML) that allowed the
3D model of the new stadium to be viewed and interacted
with inside a Web Browser. I documented the process and
images in my 1997 book called Cyberplaces: The Internet
Guide for Architects, Engineers and Contractors published
by R.S. Means. When I hear about people claiming that
today they are creating the Metaverse or are self‐
proclaimed experts regarding the Metaverse, I shake my
head knowing that the world has many charlatans, as I
literally wrote the book on the emerging medium of the
metaverse in 1997. This validation is brought forward into
today's world through the valuable work of so many
talented people over the decades that has led us
collectively to this moment in time and with you reading
this book (Figure 3).



Fig. 3: Cyberplaces book cover.
Courtesy: Paul Doherty.


