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Abstract: Thanks to their revolutionary developments, Virtual Reality (VR) and Augmented Reality (AR) have revolutionised the
technological landscape and captured the attention of people worldwide. These technologies have paved the way for a plethora of
forthcoming innovations that will find widespread use in various domains to improve user experiences. As time goes on, more
and more firms are incorporating these innovative technologies to improve their goods and services. The *Metaverse™ idea has
gained traction in mainstream media, which has led to an extraordinary increase in interest in VR and AR recently. The active
pursuit of metaverse development by major corporations indicates a notable shift in focus. This review aims to clarify the notion
of the metaverse, trace its historical origins, and investigate its benefits. It attempts to dispel people’s doubts about the metaverse
and provide insight into its possible effects on people’s mental, physical, and psychological health through a comprehensive
survey. This paper's analysis is a useful resource that provides insights to help people get ready for the implications of these new
technologies. It also offers companies guidance in their quest to create seamless metaverse environments.
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I. INTRODUCTION

The Metaverse is a virtual environment that skilfully combines fantasy and reality. It creates a different universe where users can
explore new experiences by assuming virtual identities using a variety of current technologies. By combining the prefix "meta-"
(which denotes transcendence) with the word "universe,” the term "Metaverse" refers to a synthetic setting that is inextricably linked
to the real world [1]. Users can perceive a virtual landscape and immerse themselves in captivating experiences by using virtual
reality headsets or augmented reality goggles. Lately, the idea of the Metaverse has attracted a lot of attention from around the
world, leading many businesses to create a new storyline in an attempt to build their own metaverses and provide customers with
engaging and engaging experiences. The Metaverse offers businesses and enterprises an exciting tool for delivering interactive
services, in addition to improving virtual interactions for individuals. It transforms virtual communication and offers an incredible
platform for meetings, gaming, travel, adventures, and more. But this increase in Metaverse adoption raises an important question:
do we really understand the potential psychological and physical effects of the Metaverse on our individual lives, and are we really
that close to fully embracing it? This research paper's later sections will go into greater detail to clarify the theoretical underpinnings
of metaverses while also illuminating their psychological, mental, and physiological effects. The findings of this study are intended
to improve consumer perceptions of the threats associated with the Metaverse and advance our understanding of the Metaverse from
their point of view. Companies that want to understand and solve problems can benefit from this information, which can help to
create perfect metaverse environments.

Il. LITERATURE SURVEY

Metaverse (2.1. 1e). Ever since Tim Berners-Lee [3] created the World Wide Web (www) [2] in 1989, the Internet Developments in
Human-Computer Interaction Volume 2022, Page 11; Article ID 3247060 The evolution of https://doi.org/10.1155/2022/3247060
has been exponential. The "Metaverse™ is a more modern invention that makes use of the Internet. Author Neal Stephenson [4] first
mentioned it in his science fiction book Snow Crash [5], [p. 26], published in 1992. Stephenson coined the term "metaverse" in his
book to refer to a computer-generated three-dimensional world that is seen through goggles [5], [p. 31]. The word "metaverse™ is
formed by combining the word "universe™ with the prefix "meta,” which suggests transcending. Second Life, the first online virtual
world, was designed and developed in 2003 by Phillip Rosedale and his colleagues at Liden Lab. [6]. Ever since, advancements in
the virtual realm have persisted in their evolution. Following the invention of Blockchain Technology [7] in 2009, Decentral and [8]
made use of the technology to establish a decentralised virtual world website in 2015. The following year, in 2016, Niantic launched
Pok “'mon ~ Go, a virtual environment overlaying a real-life setting, for mobile devices globally in partnership with Nintendo and the
Pokemon Company [9].
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The release of Epic Games' Fortnite [10] signalled the beginning of the metaverse's ascent to prominence and set the stage for online
performances and tours, opening up a world of limitless opportunities. Owing to the COVID-19 global pandemic [11], Lockdowns
were imposed in every nation to stop the virus's spread [12]. Consequently, all events—such as lectures, conferences, meetings,
consultations, and more—were moved into Researchers are therefore strongly motivated to explore the virtual world and evaluate
the efficacy of virtual communications as a result of the virtual sphere. As a result, the demand for virtual platforms with a small but
active user base skyrocketed, sparking in-depth study into augmented and virtual reality as well as the potential of metaverses. Mark
Zuckerberg recently released a press statement discussing the rebranding of Facebook's parent company to "Meta releases, interest
in the metaverse increased dramatically. The spike in metaverse-related searches is shown in Figure 1, which was obtained from
Google Trends Data [15]. Numerous other businesses have also indicated interest in building and developing their metaverse,
including Nvidia, Unity, Roblox, Tencent, and many more. The available metaverse information in the aforementioned sources
focuses on describing metaverses and their advantages, However, the risks associated with excessive metaverse use for people's
mental and physical health remain poorly understood. Consequently, there was a growing demand for this study because it's
important to comprehend the disadvantages of metaverses before people start utilising them. Inspired by [16], Figure 2 shows the
chronology of events that culminated in the creation of the metaverse.
2.2. Virtual Reality (VR). With the aid of various VR devices, users can interact with a simulated virtual environment through the
use of a graphical user interface (VR). It employs the ideas of the 3D graph, high-resolution display technology [18], and
multisensory interaction technology [17] to create a virtual environment that simulates a 3D environment [19]. Users interact with a
virtual environment that is so immersive that it produces a surreal experience, leading them to believe that they are physically
present in the simulated world and that all of the interactions occurring there are happening in real time. Virtual reality technology
makes use of specially made input devices, such as wired gloves, body suits, VR headsets, 360 VR treadmills, wands, and motion
trackers, which replicate user movements within a virtual environment. Virtual reality (VR) technology has been widely used by the
gaming industry since its launch to produce exciting games, including Second Life [6], Batman: Arkham VR [21], Half-Life: Alyx
[20], and many more. As demonstrated by [22—-25] and [26], these technologies are gradually being introduced to help in the fields
of sports, mental health therapy, medical training, education, and the military after demonstrating their viability in the gaming
community. correspondingly. A concept sketch of the VR headset, which is needed to see and interact with the virtual world, is
shown in Figure 3 below.
2.3. The third is augmented reality (AR). As opposed to VR, which mimics a Augmented Reality (AR) is a virtual environment that
uses computer-generated graphics to enhance and enhance real-world objects, creating an interactive user experience. The most
well-known application of augmented reality in the modern era is the phenomenon known as Pokémon Go [9], a Niantic game [27].
It gave users the ability to explore their city and catch Poke mon, virtual animals that spawn in their actual surroundings. Through a
display, augmented reality (AR) allows users to see real-world objects come to life in a holographic fashion. It is possible to scan
and view objects. via a smartphone or even AR smart glasses that have been specifically designed [28, 29]. With the aid of these
tools, a user can engage with an actual object as though it were alive. As shown in Figures 4 and 5, the user obtains all the
information about the object they view once it has been viewed. To sum up, the metaverse is the result of the fusion of
technological, cultural, and economic factors, and it has the power to change the way people engage with technology and one
another. Its revolutionary influence extends to a variety of fields, including urban planning, healthcare, and education in addition to
entertainment. But in order to fully utilise the metaverse, difficult issues pertaining to technology, morality, and society must be
resolved. We can bring the power of the metaverse to bear in building a more just, inclusive, and sustainable future for humanity
through promoting interdisciplinary collaboration, ethical innovation, and inclusive design principles.
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Fig.1. A graph showing how many searches for "Metaverse" there were on Google over the previous 12 months. This data can be
found in [15] and was obtained from Google Trends Data. (e€)October saw a sharp rise in searches as a result of press releases from
Microsoft and Facebook.
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2016 @

Fortnite, a multiplayer game and social
hub is launched. It introduced virtual
concerts and tours.

COVID pandemic hits the world and
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virtual environment and augmented reality
took the world by storm.
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Meta and unveils the plans for the
metaverse

2021

Fig.2. Historical occurrences that paved the way for the metaverse's creation
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IH1.RESULT

A. Results of Research

1) The Metaverse's excitement. In the course of the survey, the participants were asked if they found the idea of the metaverse
exciting. A majority of the responses, or 57% of the sample, indicated that they would be enthusiastic about exploring a virtual
universe, as shown in Figure 10. There may be a variety of causes for this. Furthermore, of the 250 responses, 31% were
unclear as to whether or not it excited them. Just 12% of respondents said they were not excited about the idea of a metaverse,
which suggests that they either didn't understand it or had reservations about it. could have a significant impact on how people
act, present themselves, and conduct conversations when they are face-to-face.

2) This effect is evident in the social media platforms that are currently in use; while they facilitate virtual connections and
socialisation, some people argue that they also encourage antisocial behaviour. Individuals find it easier to converse virtually
online but find it more difficult to communicate in person. Along with 47% of respondents, about 38.2% of people thought it
might be possible for interactions between people in a metaverse to be negatively impacted. Just a tiny percentage of
respondents to the survey (14.3%) thought there would be no impact of metaverse on interpersonal communication.

>

m,
9ap ang re "9»@
Oy,
S

&

o

0 o
noeset ¥ 0®
Heoiunywod

<Syg,
0,

[z

B
B
. Maybe

Fig.3. An overview of the answers given to the question of whether or not a metaverse would hinder communication and decrease
in-person interactions.
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Fig.4. An overview of the answers given to the question of whether a metaverse would make people less active.
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3) People Engaging in Less Physical Activity. There is a strong correlation between a metaverse and a virtual universe that lets
you experience different locations and activities without having to physically go out in the real world. potential that it might
have an impact on people's physical activity. Individuals would be more confined to their houses or rooms, which would reduce
their propensity to engage in physical experiences like going for an evening stroll outside. When asked during the survey, a
sizable percentage of participants (65.3%) concurred that there would be a decrease in human physical activity in a metaverse.
(Figure 12). It brings up a significant health concern because the absence of physical In the long term, activity can be extremely
detrimental to people. Businesses building metaverses must act responsibly to prevent this outcome. Individuals who use it also
need to monitor their health and how much time they spend in the metaverse. Drawing a thin line between the two worlds is
necessary to allow people to lead healthy lives.

4) Will Abuse and Harassment Increase in the Metaverse? Since the early days of social media, there has always been serious
concern about online bullying and harassment. media. No matter how hard the companies try to stop the problem, abusers
always find their way back to these platforms. This raises the question of how businesses intend to keep an eye on these
problems in the metaverse, where users would actually spend a lot of time and have more intimate experiences. When we asked
respondents to the survey whether they thought a metaverse would serve as a New Haven for abusers and lead to more online
harassment and abuse, we got an unexpected response: only 36.3% of respondents said they thought so. to the problem. 41.4%
of respondents believe that this could happen and make cybercrimes worse. Of those who answered the survey, 22.3%
disagreed with this assertion (Figure 13).

m-
m-
|:| Maybe

Fig.5. An overview of the answers given to the question of whether a metaverse would make the issue of online harassment and
abuse worse.

B. Adverse Effects of the Metaverse.

A metaverse has many uses, but it is far from ideal, as was evident from a close examination of the survey results. Customers have
numerous worries about the potential impact of metaverses on their lives. Health experts who offered a deeper and more
comprehensive understanding of how these concerns were pertinent and significant for people's health and wellness also validated
these worries.

The various difficulties presented by metaverses and their detrimental effects on people are explained in the section that follows. To
build a faultless metaverse, these challenges must be addressed by metaverse developers, who also need to include a sound solution.
The issues that are presented in this section will enable us to understand the impact.
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1) Insufficient face-to-face correspondence. As was already mentioned, during the COVID-19 pandemic, individuals were
restricted to a small area of their own houses or rooms and were required to work, learn, and communicate exclusively virtually,
avoiding any face-to-face interactions. Individuals began utilising video conferencing apps such as Zoom, Microsoft Teams,
Cisco WebEXx, People's confinement to virtual communication during the pandemic and their exposure to the virtual world has
already resulted in a significant communication gap between people. People have become more aloof from face-to-face
interaction as a result, which could have negative long-term effects. Nowadays, people are less likely to start or maintain in-
person interactions but are more willing to engage in fictitious interactions in virtual environments. Although a metaverse might
seem like a more appealing alternative to virtual communication, in-person interactions are sacrificed in the process. People
who spend a lot of time in a metaverse may become disconnected from real-world interactions, which could lead to major
mental health issues. The decline in human-to-human interactions is a serious danger to our future. who would worsen mental
health conditions and be more drawn to their virtual bubble.

2) Dependency on the Virtual World. According to the well-known adage, "necessity is the mother of all inventions," people are
prone to embracing new technologies that offer a better way of doing things or a fresh approach to solving problems. Over time,
people's inclination to embrace new ideas and apply them to their everyday lives has altered how they think and behave. To
help visualise things better, let's use smartphones as an example. For a variety of reasons, people's reliance on smartphones has
grown. The same smartphones were considered a luxury a while ago. These days, the majority of people consider smartphones
to be essential, as their reliance on them has increased dramatically. Many of the smart devices on the market exhibit a similar
trend. While smartphones are incredibly useful for people, the Being overly reliant on anything is alarming. The same issue
may soon apply to metaverses. Considering that a metaverse might be an open universe with countless options, individuals
choosing to make the altered reality their new home could be a future issue. There is a significant likelihood that individuals
may acquire a dual or pseudo personality. There are moments when it seems as though there is a stark contrast bridging the real
and virtual worlds. For instance, if someone is grieving in the actual world, but has a positive world in virtual space; the mental
impact of this difference between the two worlds may be profound. As a result, it's critical to either reduce the chance of
developing this dependency or use it in a way that won't be harmful to the mind.

3) Lack of Physical Activity. Through the use of cutting-edge virtual reality technology, metaverses, like the one depicted in
Figure 14, could allow users to engage in any kind of activity inside the actual virtual environment. These could be a boxing
match with the legendary Mike Tyson, a long evening stroll with friends, or even a virtual game of cricket. People who would
rather spend more time in a virtual setting than in the real world would be drawn to the immersive revolution [39]. Mobile
phones are a good example, as they have already decreased children's physical activity. Nowadays, instead of playing outside in
a park, kids would much rather play mobile games. Their health is seriously harmed, and there may be long-term consequences.
The idea of virtually travelling to any location in the world without ever leaving the comforts of one's own room is also
combined with metaverse. Technology used in the metaverse provides a captivating and engaging experience, but at the
expense of having users experience everything in a constrained space. It could enclose its users in a virtual bubble, preventing
them from engaging in any physical activity.

4) Cybercrime, Abuse, and Harassment. Social media has facilitated the connections between millions of people over the years.
Despite all of its wonderful advantages, it has a notorious reputation for being a haven for harassment and abuse. This is due to
a small number of miscreants who ruin the entire social the users' experience. The amount of cybercrime has increased to the
point where a new department of crime had to be established. Technology meant to unite people will inevitably lead to abuse
and harassment. Abuse and harassment would also increase in a metaverse because it is intended to be an immersive
technological experience with a surreal feel. The metaverse may present a novel opportunity for online predators to intimidate
and mistreat people. In the absence of strict measures to combat cybercrime, metaverses may prove to be fatal for individuals
and cause or worsen mental health conditions in others.

5) Information and confidentiality. As global Internet users' concerns about their privacy and personal data grow, businesses are
focusing on their Building user trust is another difficulty for metaverse. This is a major challenge because it's a major reason
why social media is disliked by a lot of people worldwide. Despite the assurances made by companies regarding the security of
their users' data, there have been numerous cases of data breaches. Numerous times, either on purpose or accidentally, user data
has been compromised. Even some businesses use this data to boost their own profits. raises more questions about the strategy
they would use to develop their newest technology, the metaverse. Because metaverses make use of augmented and virtual
reality, users would develop into the virtual environment's data centre. As promised to users, every move they made, every
interest they had, and even their location would be continuously monitored in order to give them an exciting social experience.
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There would only be pseudo privacy with this extensive user tracking, and it's unclear how businesses would use this
information.

IV.CONCLUSION

The term "metaverse"” refers to a new concept that creates a sophisticated tool by fusing various technologies such as blockchain,
augmented reality, virtual reality, Internet of Things, artificial intelligence, and telecommunication. Because it offers users a
personalised and immersive experience, businesses are compelled to create their own metaverses and rethink how they interact with
their clientele. But as the survey and medical professionals' views indicate, prolonged use of a metaverse can be harmful to one's
physical and mental well-being.

Another argument is that metaverses are a relatively recent development in technology. Even mobile phones and cars were criticised
at one point but ended up being very successful. That is to say, every new offering needs time to be understood and its fundamental
principles instilled in people. Likewise, given their potential to revolutionise virtual communication, metaverses may someday
prove to be an extremely useful tool. Metaverses are not perfect, just like any other scientific theory. Metaverses, however, are an
innovative technology that has much to offer humanity. The fierce competition is another element that might hasten the metaverses'
expansion. Numerous well-known businesses have already expressed their ambitions for a metaverse and shown a great deal of
interest in the idea. This healthy competition to create the ideal metaverse may force businesses to proceed with greater caution in
order to prevent mistakes when building their virtual worlds. As we have already seen, despite all its positive features, companies
must work carefully and cautiously towards addressing the different concerns discussed earlier to dissolve any doubts in users. With
the advent of Web 3.0, decentralisation, and blockchain technology, it will be interesting to observe which direction the
development of metaverses takes in the future.
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