The metaverse is taking over the world of sports and the revolution has
already begun

On average, an American adult spends 10.5 hours a day in front of a screen. This
explains why, according to CITI, by 2030 almost 1 b||||on people WI|| wear virtual
reallty (VR) glasses every day. In fact, global cons.ultlr%g company McKlnsey
e metaverse by'2030 wil |
tﬁe world. These

transactional

% rd-largest G

N
NN
N

N

behavior patterns will fundamenta

ry is trying to figure ajt how to position itse Mhe meta

‘5 a unique Opp0rtun|tyto drive innovation for the same reasthat —
b oadcasts are the last bastion of live television. Th premme %

Sports and eSports will be one of the bigge t industries to enter the metaverse.

History sh/ows that almost every transfgmatmn of digital media has been led by this
mdustry, as it captures the attention and dollars of billions of people across the

world. So where will this all land?

Let’s take Manchester United. It's thought that the team has 1.1 billion fans
worldwide, yet the club is only aware of a couple of hundred million of them at best.
Even worse, they can fit only around 75,000 of them into their famous football
stadium Old Trafford. So how are sports brands and leagues going to play a role in
the metaverse? We will soon see every seat in the stadium equipped with a camera,
which will give the team’s global audience access to the game no matter if they are
stuck behind closed doors in China or sitting in a bar in the US. Fans will be able to

purchase a virtual “seat” along with millions of other people — in theory,
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the same seat as you get in a particular section on, say, row 55 where you “sit” with
like-minded fans from your region. Suddenly, it is not only a visual experience but
also a communal experience in which you are placed along with other fans.

And it doesn't stop there. What's the methverse gomg‘\to mean for advertlsmg?
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Dreams” project, in tandem with accredite experts from Harvard University,
Stanford tJnlverS|ty, and MIT. By ploneirmg the development of the sports and
eSports |ndustr|es in the metaverse, Lindstrom will examine what is required for
commumty-dnven institutions to begin future-proofing themselves as well as explore
how to approach this transformation step-by-step.
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