THE ANATOMY OF
DIGITAL SOCIETIES

Mapping the Metaverse

- Shifting the focus from

. virtual reality hardware to
the emerging governance,
economics, and sociology

. of persistent digital
nation-states.
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THE ENGINE OF PERSISTENCE
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VIRTUAL WORLD DEFINITION THE METAVERSE GOAL

A shared digital space that The ambition to interlink these i ——

continues to exist and evolve after disparate, persistent universes into a

user disconnection, navigated via unified, interoperable network.

avatars.
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DISTINGUISHING THE
MEDIUM FROM THE WORLD

Virtual Reality (VR) Virtual Worlds The Metaverse
Nature Hardware Software Network
(Display Technology) (Shared Spaces) (Interconnected Architecture)
; Irrelevant Continuous :
Persistence (Device state) (Exists when offline) Universal
. ST S Linking separate
Core Function Immersive viewing Collective life & avatars virtual spaces

KEY INSIGHT Virtual Reality is merely a technology of display; it is not synonymous with the virtual worlds themselves.




FROM CYBERSPACE TO
USER-GENERATED SOCIAL HUBS
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The evolution reveals a fundamental e .‘ﬁ,ﬁ
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shift: platforms succeed by moving !
from curated, static environments to *
dynamic ecosystems driven by user

creation and social events.

2021

Meta - Top-Down
Corporate Initiative

Minecraft, Roblox, Fortnite -
User-Created Ecosystems

2003-2004

Second Life & World of Warcraft
- Enclosed Collective Life

1992

Snow Crash (Neal Stephenson)
- Conceptual Origin
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THE SUCCESS PARADOX

ORGANIC COMMUNITIES CORPORATE PROJECTS

!H/ELFH‘
 Platforms: Minecraft, Roblox, Fortnite  Platforms: Meta (launched 2021)
« Evolution: Bottom-up, user-driven creation « Evolution: Top-down, corporate mandate
« Primary Draw: Play, creativity, and cultural events « Primary Draw: Forced utility (e.g., virtual meetings)
« Status: Massive, sustained organic adoption « Status: Significant adoption difficulties and friction

The most successful virtual societies emerged organically from creative play,
sharply contrasting with the difficulties faced by top-down corporate initiatives.
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THE SOCIOLOGY OF THE AVATAR
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IDENTITY COOPERATION COMMUNITY
Safe spaces for identity Environments designed Serving primarily as modern
experimentation without around collaborative tasks digital gathering places and
physical constraints. and shared objectives. : hangout spots for youth.
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Virtual worlds have evolved past mere entertainment. They are primary venues for generating
friendships, experimenting with identity, and cooperative socializing.
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THE REALITY OF THE VIRTUAL

Reality Model

<ve Digital REa.fm ne Physical Res i

Digital
Action

Drawing on the philosophy of Pierre Lévy:

| / “The virtual is not the false.” |
T — ————

Digital experiences—friendships, economic gains, and emotional impacts
—carry tangible, irreversible consequences in the physical world.




DESIGNING THE WALLED GARDEN ECONOMY

f

Rule Enfnrcement

T—— —_— ———

Account Governance |

o e
Il. "
J i

Real-World
Fiat
Currency

‘ Access Control

Internal Economy
(Objects & Creations)

o
21 -
" e - e, o
" " -
* " i 5
| ] s
% } % S
] e
i k: a1
L3 T g 8
., e,
I
.
5 X .
. "
-
"

Virtual currencies facilitate complex internal economies, allowing users to buy items and remunerate creators. However, the ecosystem
remains entirely subordinate to the publisher, who retains absolute control over the rules, user accounts, and platform access.
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THE CREATOR’S DILEMMA AND ASYMMETRIC POWER

ASYMMETRIC POWER LOOP

Labor: Young creators
input time and design

Value Creation: Massive
platform engagement generated

Extraction: The Exchange Filter

| o Real-World Corporate
Underpaid Virtual Profit {Publisher}
Remuneration
(Creator)

WARNING LABEL

This centralized economic model raises urgent ethical questions regarding labor—specifically the underpayment and

exploitation of the young creators who build the worlds that drive platform engagement.




THE ETHICS FRONTIER: GOVERNING THE VOID

SOCIAL HAZARD

Protection against harassment
and digital bullying.
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PREDATION HAZARD
Shielding minors from
online predators in
unmoderated spaces.

4_’/__4_?};:::3; FINANCIAL HAZARD

Preventing excessive and

GOVERNANCE
DOSSIER

As these spaces become primary
habitats for youth, the central
debate shifts to governance. What
fundamental rights must be
granted to users to protect the
most vulnerable populations from
harassment, predation, and
financial exploitation?

manipulative spending mechanics.
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“ < HUMAN USER A

The introduction of sophisticated, Al-animated
characters introduces a new sociological variable.
It forces a re-evaluation of how human users form
relationships, attachments, and trust with entirely

artificial entities within shared spaces.

Al-DRIVEN NPC

THE NEXT PARADIGM: SYNTHETIC RELATIONSHIPS

= =
>
-
-
P, P
e
£
.
<

HUMAN USER B

\/

e

T Cermin Motetook



HUMAN POTENTIAL

- Creativity
- Social Bonds
- - Identity Exploration
\R N PLATFORM CONTROL
T N2 - | -Monopoly Power
JRAN ) frol | - Economic Exploitation
J,- il - Social Risks
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FINAL SYNTHESIS

The central challenge of the metaverse is not technological, but social. The ultimate goal is drafting a digital social contract:
preserving boundless creativity and vital social connections while actively limiting platform monopolies and mitigating human risk.
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