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Investment summary 

“Nothing is more powerful than an idea whose time has come” – Victor Hugo 

 

There has been considerable amount of attention among investors globally on the Metaverse, with 

companies today starting to articulate the way they envisage themselves living and playing in the space. In 

advanced visions of the Metaverse, many believe that augmented and virtual reality (AR/VR) technologies 

can be leveraged to facilitate interactions in a shared, immersive virtual world through the internet. Still, there 

remains considerable debate over the precise definition of the Metaverse, which is in our view a reflection of 

the relatively nascent stage of development that the Metaverse finds itself in currently. 

 

While certainly not a new concept, we believe that there are a number of factors that have helped to 

catalyze an exponential increase in interest in the Metaverse. These include increased blockchain adoption, 

changes in social attitudes catalyzed by Covid-19, increasing acceptance of the subscription economy, and 

growth of low-code & no-code application platforms and Machine Intelligence (MI). 

 

The creation of the Metaverse will likely weave together different sets of technologies and operating models. 

We think there are 7 layers of the stack as articulated by Jon Radoff (CEO of Beamable) that are essential 

core enablers of the Metaverse, and commercial opportunities do exist across the stack.  

 

For instance, increasing usage of metaverse platforms can lead to stronger digital advertising demand. Real-

life experiences in the Metaverse can also help to better monetize shopping intentions, while the popularity 

of the metaverse platforms among younger users is attractive given that this group will gradually become 

core spenders over time. In terms of commerce, most would be familiar with the Direct-to-consumer (D2C) 

concept. However, the next iteration of this could see new revenue streams involving Direct-to-avatar (D2A) 

or Direct-to-metahuman (D2M) models. Other business models could stem from the ability of game 

developers to elevate physical experiences into 3D social worlds.  

 

We also believe opportunities exist across the wider hardware and infrastructure stack, in areas such as 

wireless VR headsets, infrastructure/semis, and eye/motion tracking technologies. PwC believes that VR and 

AR have the potential to deliver a USD1.5t boost to the global economy by 2030 as advances in this space 

help organizations create value and reduce costs.  

 

With the development of digital environments from linear and transactional spaces to multidimensional, 

experiential, and interactive virtual worlds, tech-savvy individuals and the younger generation are spending 

increasing amounts of time in the Metaverse. We thus see digital assets (e.g. in the form of virtual fashion and 

NFTs) helping to enable such consumers with new ways to purchase, trade digital goods and adopt multi-

versal identities.  

 

While the potential of the Metaverse is vast, we also believe that there are noteworthy challenges and risks 

worth monitoring, and these include areas such as data security & privacy, interoperability across different 

metaverses, regulatory risks, and the potential for an acceleration of the demographic divide. 
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What is the Metaverse? 

 

There has been considerable amount of attention among investors globally on the Metaverse, a concept 

many attribute to Neal Stephenson and his novel ‘Snow Crash’ published back in 1992. Companies today 

have started to articulate the way they envisage themselves living and playing in the space, while some like 

Facebook have gone one step further to rebrand themselves (into Meta Platforms) as a testament to their 

focus on bringing the metaverse to life.  

 

Exhibit 1: Document trend for the word ‘metaverse’ 
 

 
Source: AlphaSense, Internal estimates (as at 14 Dec 2021) 

 

However, what exactly is the Metaverse? 

 

According to Meta Platforms, “the metaverse will feel like a hybrid of today’s online social experiences, 

sometimes expanded into three dimensions or projected into the physical world. It will let you share immersive 

experiences with other people even when you can’t be together — and do things together you couldn’t do 

in the physical world. It’s the next evolution in a long line of social technologies…”. Separately, Tencent (on 

their recent earnings call) has depicted the Metaverse as simply anything that makes the virtual world more 

real, and the real world richer with virtual experiences. 

 

In advanced visions of the Metaverse, many (including ourselves) do believe that the Metaverse could 

involve leveraging augmented and virtual reality (AR/VR) technologies to facilitate interactions in a shared, 

immersive virtual world through the internet.  In this environment, users (potentially via digital avatars) can 

travel around inside, communicate and socialize in real time, tour virtual buildings, procure virtual goods and 

services, and attend virtual events.  

 

However, we would highlight that there are still competing/differing visions of what the Metaverse is/can be, 

which is a reflection of the early stages of a space that has yet to be properly defined by market participants. 

Amongst the various debates, we believe there are two that are appropriate to focus on at this juncture.  

 

First, there is the question of the degree of centralization needed/desired in the Metaverse. In a centralized 

system, the metaverse is likely to be governed or controlled by a single large entity (e.g. Big Tech). Conversely, 

in a decentralized system, users govern policies on their own, likely through Decentralized Autonomous 

Organizations (DAOs).  

 

Second, there are technical considerations to the Metaverse. Hi-fi platforms, through the usage of higher 

software/hardware specifications, are likely to be able to create a more immersive experience by pushing 
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technical boundaries. In contrast, low-fi platforms can exist with the lowest possible device/bandwidth 

requirements, and would probably be the easiest to implement. 

 

The jury is clearly still out on the eventual definition/construct of the Metaverse, but this precisely where 

opportunities are waiting to be uncovered. 

 

 

Breathing new life into an old idea 
 

One fair observation that some have made is – if the concept has been around for more than a decade, 

what is driving interest in this space now? 

 

In our view, there are a number of potential reasons that can explain this exponential increase in attention 

on the Metaverse: 

 

(a) Increased blockchain adoption – trustless data exchanges, decentralized authority and record of 

history and provenance are now a reality 

 

(b) Changes in social attitudes catalyzed by Covid-19 – people are now increasingly willing to spend 

more time on social media, thus driving also a greater desire to make online interactions more life-

like. Gen-Z and the Alpha Generation today are already spending considerable amount of time in 

virtual game worlds. 

 

(c) Increasing acceptance of the subscription economy – digital natives today appear to be taking to 

ownership of virtual world assets, as ownership of real-world assets can be deemed as uneconomical, 

eco-unfriendly or simply unnecessary in certain instances. 

 

(d) Growth of low-code & no-code application platforms and Machine Intelligence (MI) – non-

programmers are now able to perform work previously done by programmers while MI can help to 

assist in the creation of metaverse assets. 
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Building the stack 

 

Apart from what the Metaverse looks like, there is a lot that goes behind the scene in creating virtual worlds, 

let along the Metaverse. We think there are 7 layers of the stack as articulated by Jon Radoff (CEO of 

Beamable) that are essential core enablers of the Metaverse. These are namely:  

 

Layer 1: Experience: Gaming, Social, E-Sports, Theatre, Shopping, Concerts 

The metaverse involves the dematerialization of physical space, distance and objects. Games are expected 

to incorporate more events that traditionally relate to live entertainment, such as music concerts and 

immersive theater. 

 

Layer 2: Discovery: Ad Networks, Social Curation, Ratings, Stores, Agents 

The discovery layer is about the manner in which people are introduced to new experiences. Most discovery 

systems can be broadly classified as either inbound (the person is actively seeking information about an 

experience) or outbound (marketing that was not specifically requested by the person). 

 

Layer 3: Creator Economy: Design Tools, Asset Markets, Workflow, Commerce 

Metaverse experiences are envisaged to become increasingly immersive, social and real-time, while the 

volume of creators is expected to increase exponentially as well. This layer would hold all of the technology 

that creators leverage on a regular basis to build enjoyable experiences for participants of the Metaverse. 

 

Layer 4: Spatial Computing: 3D engines, VR/AR/XR, Multitasking UI, Geospatial Mapping 

Spatial computing helps to breed hybrid real/virtual computation that breaks down the traditional barriers 

between the physical and virtual worlds.  

 

Layer 5: Decentralization: Edge computing, AI Agents, Microservices, Blockchain  

“Far edge” computing will help push the cloud closer to homes and even into vehicles to enable powerful 

applications at low latency. Computing power could evolve to become more utility-like (not unlike 

electricity) and less like a data center. 

 

Layer 6: Human Interface: Mobile, Smartglasses, Wearables, Haptic, Gestures, Voice, Neural 

Computer devices/machines are getting closer and connected with our bodies, opening up possibilities such 

as 3D-printed wearables and consumer neural interfaces. 

 

Layer 7: Infrastructure: 5G, WiFi 6, 6G, cloud, 7nm to 1.4nm, MEMs, GPUs, Materials 

The infrastructure layer includes the technology that powers devices, connects them to the network, and 

delivers content. Increasingly powerful and smaller hardware will be required to enable the untethered 

functionality, higher performance and miniaturization required by the next generation of mobile devices. 

Some examples of these include semiconductors that are dropping to 3nm processes and beyond, and 

microelectromechanical systems that enable small sensors.  
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Exhibit 2: The 7 layers of the Metaverse (by Jon Radoff) 

 
Source: Medium, Internal estimates 

 

Commercialization opportunities: Experiences/Discovery/Creator 

Economy 

 

Digital advertising 

 

Increasing usage of metaverse platforms, which should result in high traffic, can lead to stronger digital 

advertising demand. Advertisers naturally gravitate towards platforms with high traffic that can be converted 

to core consumers in the future. Moreover, real-life experiences in the Metaverse could also help to better 

monetize shopping intentions, while the popularity of the metaverse platforms among younger users is 

attractive given that this group will gradually become core spenders over time.  
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Commerce 

 

Closely associated with advertising would be commerce within the metaverse. We are witnessing evidence 

of marketplace businesses where companies are selling (for instance) digital-only apparel that can be 

auctioned as Non-Fungible Tokens or NFTs. The metaverse trend can also efficiently penetrate the social 

commerce market, which is growing from virtual stores on various platforms including Facebook, Instagram, 

and TikTok. 

 

Direct-to-consumer (D2C) is a concept that most would be familiar with. However, the next iteration of this 

could see new revenue streams available to companies. These include: 

 

a) Direct-to-avatar (D2A) – where products are sold to avatars (e.g. skins, digital fashion) outside the 

gaming environment, and 

b) Direct-to-metahuman (D2M) – where consumers are able to have their virtual twin try on certain 

products (e.g apparel) before purchasing the physical item. 

 

 
Entertainment 

 

Other business models could stem from the ability of game developers to elevate physical experiences into 

3D social worlds. For instance, Fortnite has already seen digital concerts hosted within the gameplay, and 

the usual revenue streams from the live entertainment business can conceivably be replicated in such a 

digital world as well. In our view, Covid-19 has accelerated these trends as the pandemic has encouraged 

artists and metaverse platforms to cooperate in order to offer real-life concert experiences to users.  

 

Exhibit 3: In-game (Fortnite) concerts by Ariana Grande and Travis Scott 
 

  
Source: The Verge 

 

Other high-profile company-specific developments that touch on the Metaverse include: 

 

a) Microsoft – introduced Mesh for Teams as a gateway to the metaverse; organisations can build 

immersive spaces – metaverses – within Teams. 

b) Facebook – now known as Meta; all products (including apps) now have a new vision: to help bring 

the metaverse to life 

c) Epic Games (Apr 2021) – announced a USD1bn funding round to support its metaverse ambitions 

d) South Korea has created a “metaverse alliance” of local companies to foster the development of a 

national virtual and augmented reality platform and to sort out the ethics of virtual environments. 

e) Tencent – management believes that there are multiple pathways through which one can get into 

the Metaverse opportunity. Specifically for Tencent, management believes that its capabilities and 

position allow them to possess the technology and knowledge building blocks to explore and 

develop the Metaverse opportunity.  
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Exhibit 4: Microsoft’s Mesh for Teams 

 

 
Source: Microsoft 

 

Commercialization opportunities: hardware and infrastructure stack 
 

The hardware opportunities in the Metaverse are typically associated with VR and AR. Intuitively, it is easy to 

understand why and the market opportunities are significant – PwC believes that VR and AR have the 

potential to deliver a USD1.5t boost to the global economy by 2030 as advances in this space help 

organizations create value and reduce costs.  

 

 
We also believe the following bear opportunities as we look across the wider hardware and infrastructure 

stack:  

 

1) Wireless VR headsets 

a. Most VR headsets today still require cables, though this might change in the future to headsets 

that are real-time with wireless connectivity. WiFi 7 technology with 30Gbps data transmission 

speed could be developed sooner than expected, and is projected to be 3x faster than WiFi 

6. 

 

2) Infrastructure powered by semis 

a. Opportunity for semi names to provide the critical building blocks/on-ramps in graphics, 

connectivity, mobility, and computation/AI. Semi names exposed to this include Nvidia, AMD, 
Qualcomm, NXPI, and TSMC. We note that Qualcomm’s Snapdragon XR SoC is one of the 

most well adopted processors in VR headsets, including both Oculus and HTC Vive.  

 

3) Eye/motion tracking technology 

a. This would allow for a more immersive and responsive VR experience.  
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Exhibit 5: Qualcomm’s Snapdragon XR enables 50+ of AR/VR headsets 

 

 
Source: Qualcomm 

 
Digital assets 

 

What is a “Digital asset”? 

 

In a primer published by the US CFTC (Commodity Futures Trading Commission), a “Digital Asset” can be 

understood as anything that can be stored and transmitted electronically, and has associated ownership or 

use rights. 

 

Digital assets can represent physical or virtual assets, as well as a value or a use right/service. They can also 

take on various forms and could run on various underlying technologies, such as Distributed Ledgers 

Technologies. Essentially, digital assets are created and maintained in software (code) and exist as data on 

a network. Digital assets are enabled by both software and networks. Digital assets may be defined in a 

variety of ways, including as commodities, swaps or derivatives, depending on their design, function, and 

use. 
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Exhibit 6: Some examples of categories of digital assets 

 
Source: Accenture as at December 2021. For illustrative purposes only. 

 

By the end of the decade, BCG believes that digital assets are not only expected to be the largest financial 

asset class with a 13-digit market capitalization, but could also drive as much financial innovation as the 

explosion of derivatives and structured products in the 1980s. For financial institutions and their customers, 

they could increase market liquidity, transparency, accessibility and reduce transaction costs while reducing 

associated risks. Furthermore, blockchain can be utilized to develop new products and services, such as 

smart contracts. 
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Exhibit 7: Illustrative digital ecosystem 

 
 
Source: Internal estimates as at December 2021. For illustrative purposes only. 

 

Non-Fungible Tokens (NFTs) 

 

A NFT is a cryptographic token that could be used to represent ownership of a unique underlying asset, stored 

in the blockchain where transaction and ownership information is verified through decentralization and is 

considered tamper-proof (immutable). Hence, a NFT could be understood as a certificate of authenticity or 

proof of ownership. Therefore, functionally, the use of NFT is for the ownership of digital files. The word “NFT” is 

currently most commonly associated with digital artworks, but NFTs can also be used to authenticate physical 

assets.  

 

Within the digital asset ecosystem, NFTs are beginning to gain traction from companies, celebrities, and as 

well as individuals. “OpenSea”, a NFT marketplace, reported USD3.4b in revenue in August with 218k 

registered users and 1.7 million NFTs sold. 
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Digital Assets in the Metaverse 

 

With the development of digital environments from linear and transactional spaces to multidimensional, 

experiential, and interactive virtual worlds, tech-savvy individuals and the younger generation are spending 

increasing amounts of time in the Metaverse. Digital assets in the form of virtual fashion and NFTs are enabling 

such consumers new ways to purchase, trade digital goods and adopt multi-versal identities. 

 

In the recent months, transactions for virtual real estate have seen a boom in activity. 

 

While deemed as speculative by some, there could be some use for virtual real estate in the Metaverse, such 

as selling land for profit, renting land for passive income, or building various structures such as online stores on 

existing land, or hosting social events. 

 

One such example of the digital real estate market in the Metaverse is “Decentraland”, a virtual world 

platform, which recently partnered with Adidas to host a virtual fashion fair where designs were auctioned 

off as NFTs. Virtual real estate is also attracting interest from musicians, as they can perform there and sell NFT 

tickets and merchandise online. 

 

Coincidentally, on 23 November 2021, Metaverse Group (a subsidiary of Tokens.com), announced that they 

have acquired a virtual plot of land on Decentraland for an amount equivalent to about USD 2,428,740 in 

cryptocurrency at that time, according to a statement from Tokens.com. The record-breaking virtual land 

parcel is in the "Fashion Street" area, and will be “developed to facilitate fashion shows and commerce” by 

“establishing partnerships with several existing fashion brands who are looking to connect with new audience 

and expand their ecommerce offerings within the Metaverse”, according to the statement. 

 

Apart from virtual real estate, digital artwork has also found a home in the Metaverse. In another one of the 

virtual world platforms, “The Sandbox”, virtual experiences are offered where users can create a NFT avatar 

and are able to visit an art museum where some of the most prominent digital art can be viewed. 
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Exhibit 8: The Sandbox’s digital art museum – “The NFT Institute” 

 
Source: Internal estimates 

 
 

Risks and benefits of Digital Assets 

 

What are the benefits of holding digital assets? 

 

Digital assets are likely to be issued more quickly than paper-based or physical assets. In light of their purely 

electronic nature, transaction processes can also be streamlined while there could also be a reduction in 

administrative and physical storage costs. We believe that these could be some of the considerations behind 

why central banks and commercial banks are looking into the use of digital assets and blockchain 

technologies. 

 

What are the risks of holding digital assets? 

 

Digital assets held on a blockchain can pose both investment and security risks.  

 

One of the biggest investment risk is that the lack of physical holdings or fiat currencies backing digital assets 

can result in the latter experiencing significant volatility, and could be very much sentiment-driven.  

 

In October, Bank of England Deputy Governor Jon Cunliffe warned, "A massive collapse in cryptocurrency 

prices, similar to what we saw in tech stocks [in 2000] and subprime [mortgage-backed securities in 2008], is 

certainly a plausible scenario."  

 

On the other hand, one security risk is the potential for digital asset exchanges to be comprised by hackers. 

Another risk stems from electronic "wallets" that can store cryptocurrencies and are protected by "private 

keys." We do not rule out the possibility of scams targeting users into handing over their private keys and then 

stealing their assets.  

Challenges in building the Metaverse 

 

While the potential of the Metaverse is vast, there are visible roadblocks in the path of its creation: 

 

1) Data Security & Privacy 
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Consumers have become increasingly concerned about how their data is tracked and used. 

Immersing ourselves into virtual worlds would likely mean an increase in the wealth of data collected, 

recorded, and possibly sold. This provides a potential pitfall of privacy risks to users. In fact, Meta has 

faced a long list of data privacy issues, including the stolen data of over 500 million Facebook users 

earlier this year and the high-profile scandal involving Cambridge Analytica. There are also 

differences between countries’ data protection laws and applying that in a universal digital space 

could prove challenging.  

 

2) Interoperability Across Different Metaverses 

 

Unlike the one universally accessible Metaverse that is common depicted in media such as Ready 

Player One, the current ecosystem consists of many independent digital worlds owned by large 

companies and lack interoperability between platforms. Given that an essential element of the 

Metaverse is the ability to move digital assets across the various virtual and the physical world, it would 

be ideal for companies to cooperate in creating an open, interoperable, and decentralized 

Metaverse. It remains to be seen if this will happen soon, as companies are still jostling in this space.  

 

3) Regulatory risk 

 

In accordance with its goal of “common prosperity”, China launched a flurry of regulatory 

crackdowns in the latter half of the year spanning many sectors. Earlier in September this year, many 

Metaverse-related stocks tumbled after the state media’s warning against investing in them. Given 

that video games are the most obvious path to developing the Metaverse, the recent video game 

restrictions have also cast a shadow over its development. 

 

While many Chinese firms including Tencent have declared their interest in building the Metaverse, 

concerns over regulatory risk remain. A potentially centralized Metaverse managed by large tech 

firms could go against the country’s goal of “common prosperity”, and concerns over data security 

and sharing are not trivial, given the earlier crackdown on certain high-profile internet companies. 

 

Market participants have also highlighted areas of perceived speculation across assets (e.g. equities, 

tokens, other forms of digital assets), and thus increased levels of regulatory oversight/scrutiny could 

ensue. 

 

4) Risk Accelerating Demographic Divide 

 

The Metaverse has vast potential in areas such as commerce, digital advertising and entertainment. 

However, the question of accessibility remains. There already exists a digital divide between 

demographics and regions with the modern internet, which could potentially be exacerbated by the 

Metaverse. The immersive nature of the Metaverse also serves to further increase the risk of isolation 

and could effectively create a two-tier system of those connected and those that are not. 

Companies associated with the Metaverse 

 

Across our universe, we do believe that there are selected companies that possesses ambitions to explore 

opportunities related to the Metaverse, while some others operate in areas which are commonly associated 

with infrastructure or operating/business models related to the space. Still, as this is likely to be a longer-term 

theme, we do highlight that contribution directly from the Metaverse for a number of names remain 

nominal/modest at this juncture.  
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S/

N 
Ticker Company 

Fair 

Value 

BOS 

rating 

Upside to 

FV (%) 
Comments 

1 SNAP US Snap Inc USD70 BUY 56.6 

SNAP monetization opportunities in metaverse will 

be similar to FB as its platform has a large user count 

to which SNAP’s hardware (the Spectacles 

glasses/camera) has already been introduced. 

Interoperability risk remains. Metaverse revenue not 

likely material until a few more years down the road. 

2 ATVI US 
Activision Blizzard 

Inc 
USD92 BUY 49.6 

More traditional video game publishers all run 

virtual spaces that effectively work as metaverses 

with ATVI's World of Warcraft and TTWO's Grand 

Theft Auto Online acting as proto-metaverses. 

Given the firms' experience and development 

capabilities, we expect that any one of them could 

create a metaverse but the ability to attract and 

retain users will be the key.  

3 
002624 

CH 

Perfect World Co 

Ltd 

CNY 

29.44 
BUY 34.7 

The MMORPG that Perfect World excels at is in line 

with the characteristics of the Metaverse. The 

company actively explores the multiple possibilities 

of combining existing advantages and future 

technologies in the field of Metaverse. It has 

incorporated relevant elements of the Metaverse 

into its current game R&D. Subsidiaries of the listed 

company have applied for the registration of the 

"Perfect Metaverse " trademark. 

4 700 HK Tencent Holdings 
HKD 

605 
BUY 33.7 

Management believes that there are multiple 

pathways through which one can get into the 

Metaverse opportunity. Specifically for Tencent, 

management believes that its capabilities and 

position allow them to possess the technology and 

knowledge building blocks to explore and develop 

the Metaverse opportunity.  

5 NTES US NetEase Inc 
USD 

132 
BUY 33.5 

Sophisticated VR/AR proprietary engine that would 

be helpful if the metaverse takes off in China. No 

specific team built up at current stage though as 

the concept is still in very early phase. 

6 INTC US Intel Corp USD65 BUY 27.9 

Much of the Metaverse will require advanced 

hardware in the data center to support and Intel’s 

data center portfolio would certainly benefit from 

the rising tide of data center demand at Meta, 

Microsoft, etc. 

7 6762 JP TDK Corp 
JPY 

5900 
BUY 25.9 

TDK Corp is one of the top suppliers of MEMS motion 

sensors used for smartphones and VR headsets. 

However, direct impact of the Metaverse to TDK’s 

financials is limited. 

8 ADBE US Adobe Inc 
USD 

711 
BUY 25.6 

Adobe would benefit from the Metaverse in that its 

content creating and editing solutions could play a 

role in designing the look of portions of the 

Metaverse. Further, the company’s digital 

experience suite would be a natural way to create, 

manage, and evaluate digital marketing 

campaigns in a virtual world, while serving as the e-

commerce engine that powers virtual storefronts. 
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S/

N 
Ticker Company 

Fair 

Value 

BOS 

rating 

Upside to 

FV (%) 
Comments 

9 TSM US 
Taiwan 

Semiconductor 

USD 

143 
BUY 22.7 

As the world’s largest foundry, TSMC should benefit 

from increase in metaverse-related demand 

through GPU, CPU orders on consumer-grade 

devices which require strong processing power 

while keeping power consumption at bay. Massive 

datacenters would also benefit TSMC as customers 

would need to host content and computation 

occuring in the metaverse. 

10 AMZN US Amazon.com Inc 
USD 

4100 
HOLD 21.4 

Amazon has made some acquisitions in the gaming 

area in terms of content (Twitch) and development 

tools. However, the two areas where Amazon could 

be more relevant for the Metaverse is in serving as 

the underlying engine that powers portions of the 

metaverse, while also serving as a virtual store for 

virtual transactions, much as it does in the real 

world.   

11 FB US Meta Platforms 
USD 

404 
BUY 20.6 

FB likely has an advantage to cross sell its metaverse 

communities/platforms (Horizon Worlds) to its nearly 

3 billion users. The network effect moat source also 

will remain intact allowing the firm to further 

monetize the users via sale of hardware (such as 

Quest 2), advertising (including product 

placement), more effective influencer marketing, 

to more e-commerce and other services. 

Interoperability risk remains. Metaverse revenue not 

likely material until a few more years down the road. 

12 
603501 

CH 
Will Semiconductor 

CNY 

366.10 
BUY 20.2 

Will Semi supplies mini LEDs to Meta, which is a core 

material for Oculus. 

13 
GOOGL 

US 
Alphabet Inc 

USD 

3470 
BUY 20.1 

The current metaverse trend may create more 

revenue opportunities for Alphabet on the 

consumer (hardware, gaming (and other content), 

and advertising) and enterprise fronts (Workspace 

and GCP). The strong network effect likely provides 

the firm some leverage. However, Google will 

pursue this opportunity gradually (as it has with 

nearly everything else historically) and likely will be 

one of the main players in the space.  

14 
GOOG 

US 
Alphabet Inc 

USD 

3470 
BUY 19.8 

The current metaverse trend may create more 

revenue opportunities for Alphabet on the 

consumer (hardware, gaming (and other content), 

and advertising) and enterprise fronts (Workspace 

and GCP). The strong network effect likely provides 

the firm some leverage. However, Google will 

pursue this opportunity gradually (as it has with 

nearly everything else historically) and likely will be 

one of the main players in the space.  

15 TTWO US 

Take-two 

Interactive 

Software 

USD 

200 
BUY 15.8 

More traditional video game publishers all run 

virtual spaces that effectively work as metaverses 

with ATVI's World of Warcraft and TTWO's Grand 

Theft Auto Online acting as proto-metaverses. 

Given the firms' experience and development 

capabilities, we expect that any one of them could 

create a metaverse but the ability to attract and 

retain users will be the key.  
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S/

N 
Ticker Company 

Fair 

Value 

BOS 

rating 

Upside to 

FV (%) 
Comments 

16 DIS US Walt Disney Co 
USD 

170 
HOLD 14.3 

Disney firm has the IP to create a compelling 

metaverse but lacks the in-house development 

expertise to create one right now. Morningstar 

believes that this could be easily rectified by an 

acquisition or a partnership with the right 

developer.  

17 MSFT US Microsoft Corp 
USD 

345 
HOLD 6.2 

Microsoft already develops hardware and software 

for virtual/augmented/mixed reality applications in 

the form the HoloLens, which the company targets 

mainly toward enterprise use cases. CEO Satya 

Nadella is on record saying the company is building 

an enterprise metaverse. On the consumer side, the 

company has its Xbox and gaming business, 

including console hardware and software, where 

the head of this group has also said they working on 

a mixed reality metaverse. MSFT is likely to be easily 

involved in the metaverse insofar as they have both 

hardware and software, the Xbox gaming store (for 

virtual transactions), and it also operates Azure, 

which could be the engine for large portions of the 

metaverse, even if these are not necessarily 

controlled directly by MSFT. 

18 RBLX US Roblox Corporation 
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Morningstar expects that the firm will continue to 

lean into the metaverse to create more a 

compelling offering that will help attract and retain 

older teenagers.  

Source: Internal estimates, Bloomberg (as of 16 Dec 2021 close) 
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