
Traumschiff ?

Metaverse ?

Weltall ?



Zeit wird’s … 



Unless global greenhouse gas emissions peak no 
later than three years from now and are cut nearly 
in half by 2030, the world will likely experience 
extreme climate impacts.

IPCC Report 2022

It’s now or never … 



If urgent action is not taken, humanity will fail to limit 
warming to 1.5 degrees Celsius, the threshold for a 
future of more fires, drought, storms, and more. 

At their presently rising levels, however, greenhouse 
gas emissions are likely to create twice as much 
warming: approximately 3.2°C by 2100.

IPCC Report 2022



For there to be any hope of limiting warming to 1.5°C, 

the use of coal must be slashed by 95 percent worldwide, 

while consumption of oil and gas has to be reduced by 
60 percent and 45 percent, respectively, 

by 2050. 

IPCC Report 2022
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2022



2019 lagen die CO2-

Emissionen von Österreich

um 1,9 Millionen Tonnen

über dem EU-weit

vereinbarten Zielen. 



Die digitalen Zeiten in die wir gehen, werden sehr bald 

stärker von den Erfordernissen der Energiewende geprägt 

sein, als von neuen digitalen Devices und Services.

Viele der digitalen Zukunftstechnologien, AI, Blockchains, 

Metaverses, haben enorm hohen Strombedarf, was ihre 

weitere Entwicklung hemmen wird.



Die Pandemie hat eine neue „Immigrationswelle“ in den 

"digitalen Raum" gebracht: 

Nicht nur mehr Professionals,  Early Adopters, Geeks etc, 

also Menschen mit Begeisterung für die Möglichkeiten der 

digitalen Welt, sondern sehr viele Menschen, denen gar 

nichts anderes übrigblieb.

Die globale Demografie der digitalen Welt

zwei wesentliche dynamiken



Demographie der digitalen Welt 

>4,83 Mrd. Menschen sind im Internet

>5,11 Mrd. Menschen haben ein Smart Phone

>3,78 Mrd. Menschen nutzen Social Media

>2,7 Mrd. Menschen nutzen Facebook





Germany … 72.3 Mio – 89,6%
Nigeria …     91,6 Mio – 47,7%
Russia …   109,5 Mio – 76,4% 
Japan ...        118,6 Mio – 93,3%
Indonesia ... 143,3 Mio – 53,7%
India ... 452 Mio – 34,1%
China ...772 Mio – 54,6%

according to data from ITU





Die Pandemie hat eine neue „Immigrationswelle“ in den 
"digitalen Raum" gebracht: 
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„Contra-Trends", die sich verstärken werden

• Akzeptanz von digitalen Geräten und Dienstleistungen.
• Frust mit der grauenhaft schlechten Bedienbarkeit und 

UserInnen Unfreundlichkeit der digitalen Services.

• Akzeptanz von digitaler Kommunikation, virtuellem
Entertainment, online Freundschaften etc…

• Wertschätzung von Authentizität, IRL-Experience, 
Körper und Gesundheit …



Yet there is 
another big 

driving force





• Meta (Facebook) invests >10 Mrd Dollar in VR

• Elon Musk buys Twitter for 44 Mrd Dollar

• Joe Biden proposes 44,9 Mrd Dollar budget for climate crisis 



The next level digital 
travel agent...

knowing everything 
about you and your 
preferences since 
many many years ...

... creating the 
perfect simulation.









The hype of a so called Metaverse 

has been adopted by the 

advertisment industry with big 

excitment.

Just recently, the largest fast-food 

restaurant chain in the world with 

over 39,000 outlets in about 100 

countries, McDonald’s filed for 

trademarks to set up a metaverse

restaurant.













Kaiserpanorama consists of a multi-station viewing 
apparatus and sets of stereo slides. Patented by A. 
Fuhrmann around 1890.

https://en.wikipedia.org/wiki/Kaiserpanorama



Ivan Sutherland Virtual Reality in the 1960's around 1990



1993





2015



2018 Still prototype

Microsoft Hololens Leap

AR



Google Glass ... (a story on its own)



https://www.youtube.com/watch?v=9TCHlT3B24w
these days...

Still virtual tourism is one of 
the big selling propositions



Pokémon Go is a 2016 augmented reality (AR) mobile 
game developed and published by Niantic in 
collaboration with The Pokémon 
Company for iOS and Android devices. A part of 
the Pokémon franchise, the game is the result of a 
collaboration between Niantic, Nintendo and The 
Pokémon Company. It uses mobile devices 
with GPS to locate, capture, train, and battle virtual 
creatures, called Pokémon, which appear as if they 
are in the player's real-world location.

https://en.wikipedia.org/wiki/Pok%C3%A9mon_Go





https://openai.com/blog/dall-e/



https://openai.com/blog/dall-e/

„A Photo of a quaint 

flower shop storefront 

with a pastel green and 

clean white facade and 

open door and big 

window.“



Spaxels – Outdoor Drone Shows 
invented by Ars Electronica Futurelab in 2012 with 50 UAVs

first Guinness-Book-Record with 100 UAVs in 2014







Click Baits and Click Farms



Embracing new technology: students at No 1 Primary School, affiliated to 

Shanghai Normal University, learn about the solar system via VR

“We want AI 
technologies to be our 
guiding light, and to 
train a new generation 
of children who can 
collaborate and 
compete with robots 
in the future. 

Schools must provide 
more opportunities for 
students to 
experience 
transformative 
technologies. 
Only then will they be 
able to tackle the 
challenges of the 
intelligent age.”









https://www.youtube.com/watch?v=nhspLX0_r6k


