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“Business Guides on the Go” presents cutting-edge insights from practice
on particular topics within the fields of business, management, and
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form the series provides professionals with a general understanding and a
first practical approach to latest developments in business strategy, leader-
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management will also benefit from these practical guides for their future
occupation/careers.
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Food for thought:

Nostalgia is a feeling—not a business model!



Prologue

Dear Reader,

Cycling in the French Alps after breakfast, followed by a meeting with
the team directly in the power plant’s engine compartment to check the
processes for optimization potential. Lunch at the beach with friends
from all over the world. In the afternoon, a quick look at how many
people have played the game created in spare time at Roblox and check
whether the income is sufficient for the new avatar suit. In the evening,
attending a concert in the USA before a meditation in the painting
“Starry Night” by Vincent van Gogh to help you fall asleep. And all of
this from your own flat.

Is this what the Metaverse will look like? We don’t know yet. Now, at
the beginning of 2023, the Metaverse is initially an idea or a promise. So
with this book, we are trying to make a vision tangible, or imaginable.
What we are describing may be true—it may also develop somewhat dif-
ferently, or completely differently, or not at all. Just as with the Internet,
it is difficult to predict at this point which developments and technolo-
gies will be created and combined by which people and companies in
which way.

Therefore, this book is a first strike to advance the engagement with
the Metaverse in science and practice. It will not be the last! We believe
that the Metaverse will impact and change our world in ways not yet
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viii Prologue

imagined. Not necessarily with a big bang, but through incremental tech-
nological and content developments. And we are excited about that.

One thing we would like to recommend: Do not ignore these develop-
ments! You don’t have to make extensive investments in the Metaverse.
But we would advise you to do some finger exercises. So that you are
already on board when the train actually picks up speed. In addition, it
can also help you with your employer branding if it becomes visible that
you are also dealing with exciting topics of the future.

We wish you inspiring reading pleasure!

Berlin, Germany Ralf T. Kreutzer
Sonja Klose
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