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Virtual worlds promise immersive experiences and limitless forms 
of digital interactions. But without ethical guidelines, the metaverse 
remains just a nice idea!
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Immersive hardware could raise ethical 
concerns around perceptual manipulation & 

user consent in lifelike virtual experiences

Virtual ecosystem may introduce complex 
ethical issues around identity representation, 
ownership, fairness, and governance in (still) 

decentralized controlled environments

Digital activities could increase risks of 
addiction, misinformation, exclusion & 

misuse, demanding ethical oversight across 
all user journeys

Software components must address 
challenges around algorithmic bias, 
accessibility & responsible content 

generation to ensure fairness / transparency

Core mechanisms hold high ethical 
responsibility to prevent manipulation, 

protect privacy, and ensure trust in digital 
transactions and interactions



Ethical categories for the metaverse

Raising awareness through educational measures

Protection
Problems affecting individual 
wellbeing in and between the 
virtual and the physical world

Responsibility
Aspects of environmental, 

social & economic 
responsibility within and with 

virtual worlds

Security
Security aspects within the 
virtual worlds that impact 

the physical world

Human-centric 
virtual worlds

Human-centric guidelines may enhance acceptance among users



INDIVIDUAL WELLBEING

Guideline Handbook as an impulse for the Ecosystem
(PROTECTION)

SCOPE
Protection of physical and mental health in immersive 

environments that may lead to disorientation or 
addiction

PROPOSAL
Implement self-regulation tools, training and user 
support to encourage healthy and balanced usage

SOCIAL INTERACTIONS

SCOPE
Respectful behavior, bullying and discrimination in 

virtual communities

PROPOSAL
Establish and enforce a clear code of conduct for all 

users and require agreement before access

TRANSPARENCY OF INTERACTIONS

SCOPE
Clarity when users are interacting with AI or real 

humans to reduce confusion and build trust

PROPOSAL
Clearly identify automated agents and provide 

transparency on roles & technologies in virtual spaces



Guideline Handbook as an impulse for the Ecosystem (SECURITY)

DATA SOVEREIGNTY

SCOPE
Protection of sensitive and biometric user data while 

enabling personalized virtual experiences

PROPOSAL
Ensure transparent data use, empower users with 

control tools & enforce strong privacy / security laws

PRIVACY

SCOPE
Identity protection as avatars represent users more 

directly than traditional profiles

PROPOSAL
Offer customizable privacy settings and protective 

measures to respect personal boundaries and choices

FREE & BOUNDARYLESS

SCOPE
Secure and interoperable metaverse where users and 

assets can move savely across platforms

PROPOSAL
Collaborate to set common standards and build 

coalitions for openness and cross-platform mobility



Guideline Handbook as an impulse for the Ecosystem
(Responsibility)

DIVERSITY

SCOPE
All identities are visible, respected and represented in 

an inclusive and culturally rich virtual space

PROPOSAL
Integrate assistive tech, prevent discrimination and 
promote diverse avatars and digital cultural assets

ENVIRONMENT

SCOPE
Balance metaverse's technological demands with its 
potential to reduce physical consumption and travel

PROPOSAL
Encourage sustainable consumption & virtual 

collaboration to reduce emissions

ACCESS FOR ALL

SCOPE
Inclusive access to the metaverse regardless of 

socio-economic, cultural or educational background

PROPOSAL
Provide robust infrastructure, education, and cultural 

initiatives to reduce barriers and foster inclusion



Disrupt, Make and Connect
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