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NLP Natural Language Processing

NPCs Non-playing Characters
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The metaverse is a seamless convergence of our physical and digital lives, creating a unified,

virtual community. The metaverse is still early in its evolution and there is no one virtual world but

many worlds, which are taking shape to enable people to deepen and extend social interactions

digitally. This is done by adding an immersive, three-dimensional layer to the web, creating more

authentic and natural experiences. The metaverse even has the promise of facilitating

accessibility from the comfort of the home, breaking down boundaries and democratizing access

to key goods, services and experiences. The global metaverse market valued at $61.8 billion in

2022 is projected to reach $828.95 billion in 2028, with an annual compound rate of 43.3%, a

report states.

With Orbit World Metaverse, an immersive 3D user experience and Comet is in its transaction and

loyalty reward currency. Orbit World Metaverse aims to unlock a new, decentralized way of living

and working as it is built on blockchain. Users will have more direct control over their own data

and how it is used; they could even get paid for providing access to their data. Orbit World

Metaverse community members are treated as ‘shareholders’ by sharing the gains on the platform

while also actively contributing to the collective success of Orbit World Metaverse. Together,

unique immersive experiences are co-created.

The Metaverse is no longer an idea. It is also considered the next phase of the Internet where we

seamlessly merge our physical and digital worlds. Metaverses are becoming more popular with

business and brands who are eager to keep Millennial and Gen X customers up-to-date on the

latest goods and innovations. Using virtual and augmented reality, businesses may be more

inventive and distinguish themselves from their rivals. Orbit World Metaverse is uniquely

positioned because it already has partnerships for its brick-and-mortal twin with the likes of Orbit

World for media and entertainment services, ALW for online learning, Hyper Meed for retail

shopping, Whittaker for healthcare, Salam for connectivity and cloud services, and others.
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Many games now have augmented reality features. The success of AR games is 

unsurprising, given that gaming was one of the first uses for AR and VR that many people 

observed.

The benefits of AR are only continuing to expand to new sectors, such as healthcare, 

manufacturing, utilities, telecommunications, education, and public safety.

KEY TECHNOLOGIES IN THE METAVERSE
Several technologies contribute to metaverse. They include cutting-edge technologies like 

blockchain, augmented reality (AR) and virtual reality (VR), 3D reconstruction, artificial 

intelligence (AI), and the internet of things (IoT) to make the metaverse experience more 

immersive.  The Comet token project focus is on AR and IoT.

In augmented reality (AR), digital visual components, music, or other sensory inputs transmitted 

through technology further enhance the virtual environment.

Many people associate “Iron Man” and science fiction with augmented reality. In contrast, 

augmented reality has progressed beyond Hollywood, headsets, games, and into being seen as a 

useful tool in everyday life. One such example is providing virtual maintenance and remote 

assisting tools. 

Unlike virtual reality, AR does not provide an immersive experience. While virtual reality needs 

users to put on special headgear and immerse themselves in a purely digital environment, AR 

allows them to interact with the actual world.

You can use AR in:

People can accomplish new activities more simply and rapidly using dynamic, AR-based 

instructions than with standard training techniques (like instruction manuals). The 

potential for augmented reality training will be enormous when wearable technologies 

such as AR-powered smart glasses, AR contacts, and AR headsets become more 

commonly accessible.

1. Training and education

2. Gaming
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VIRTUAL REALITY
Virtual Reality is a computer-generated environment with realistic-looking images and objects that 

give the user the feeling of being completely immersed in their surroundings. Presently, this world 

is seen via a Virtual Reality headset or helmet. We can use virtual reality to immerse ourselves in 

video games as if we were one of the characters, learn how to conduct heart surgery, and 

increase the quality of sports training to boost performance. Medicine, culture, education, and 

architecture are just a few of the fields that have already benefited from this innovation. VR 

enables us to traverse barriers that would otherwise be unthinkable, from guided museum trips, 

exploration of distant planets, to the dissection of a muscle.

Virtual reality immerses the user in an experience. Users are immersed and able to engage with 

3D environments rather than watching a screen in front of them. The computer is converted into a 

gatekeeper to this artificial world by replicating as many senses as possible, including vision, 

hearing, touch, and even smell. Near-real VR experiences are only limited by the availability of 

content and low-cost computing power.

As humans, we form our perceptions of the world based on the norms that have emerged through 

time. Therefore, what we see, hear, and feel around us influences our beliefs. Virtual reality 

designers employ fundamental perceptions of laws and notions, and about how we interact to 

build worlds that seem as real as the real world.
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Virtual reality headsets such as those sold by Oculus, Sony, and HTC are simply computers that 

replace our environment with software-generated content. Headsets use gyroscopic sensors, 

accelerators, and magnetometers to identify how you move and monitor your activities with a 

virtual area. External cameras and computer systems are also connected to your headset, 

allowing you to obtain software for your VR experience or interact with other applications.

Do not confuse AR with VR. You can conceive of Augmented Reality as virtual reality with a real-

world component. Virtual Reality produces an artificial environment, whereas augmented reality 

replicates artificial items in the actual world.

The computer utilizes sensors and algorithms to identify the location and direction of a camera in 

augmented reality. Then, the 3D visuals are rendered as they look from the camera’s perspective, 

superimposing the computer-generated pictures over a user’s view of the actual world.

The computer in Virtual Reality employs comparable sensors and math. Instead of placing a real 

camera in a physical location, the user’s eyes are placed inside the simulated scene. The images 

adjust to the user’s movements. VR technology produces a believable, interactive environment for 

the viewer, rather than combining virtual elements and a real picture.
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The technique of capturing the form and look of real things is known as 3D reconstruction. Light 

projectors can create 3D reconstructions by directly interacting with the surroundings to provide a 

more realistic and enriching experience to the users.

Artificial intelligence (AI) refers to a computer’s or a computer-controlled robot’s capacity to 

accomplish activities that normally require human intellect.

Facial recognition, natural language processing (NLP), speedier computation, and various other 

behind-the-scenes operations are now all part of AI’s job. It was just a matter of time before AI 

was used to create smarter immersive environments in augmented and virtual reality.

AI can analyze massive amounts of data at breakneck speed to develop insights and drive action. 

Users may either use AI for decision-making or combine AI with automation for low-touch 

activities.

3D Reconstruction

Artificial Intelligence



The application of AI in the metaverse is evident in the following concept:
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The capacity to see and hear what users are saying is built into digital beings. Human-like 

discussions and interactions may also be achieved via voice and body language. 

When you’re in a Virtual Reality (VR) environment, you may interact with 3D chatbots 

called “digital people.” In other words, they are non-playing characters (NPCs), a 

character in the virtual reality or game that is controlled by an automated script or set of 

rules, as opposed to a character controlled by a user or participant.

The metaverse heavily relies on creating digital beings, produced only using AI 

technology. For example, digital people might vary from non-player characters (NPCs) to 

computerized assistants in the VR workplace. 

Interaction in the Metaverse will be beneficial to users from all over the globe. Al makes 

this possible.

AI can translate natural languages like English into a machine-readable format. Finally, an 

output (or answer), translated into English and given back to the user, is analyzed. 

Realistic results may be achieved in a short time.  The barrier of languages will be a thing 

of the past with the use of real time translation occurring in the Metaverse. 

Avatars are one of the most fascinating and talked-about Metaverse concepts. People are 

imaginative, and the idea of customizing oneself in a virtual environment where they can 

express themselves how they like is appealing. With AI and the metaverse, you can 

modify your hair color and clothes style to suit your tastes. AI can analyze 2D user photos 

or 3D scans to produce Avatars that are very lifelike and accurate. Technology is 

constantly improving to bring facial tracking and real time expressions to Avatars, making 

the experience even more engaging.

1. Avatars

2. Digital Humans

3. Language Processing 
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IoT refers to a network of physical items, or “things,” equipped with sensors, software, and other 

technologies that can connect to and exchange data with various other devices and systems over 

the internet.

Internet of Things (IoT) devices employ embedded systems, including CPUs, sensors, and 

communication gear, to collect, transmit and act on the data they receive from their surroundings. 

When an IoT device connects to an IoT gateway or other edge device, it may send or receive 

sensor data and analyze it locally or in the cloud. It is not uncommon for these devices to interact 

with each other, and act based on the information they receive. As much work as may be done by 

these devices without human input (such as configuring them), individuals can also engage with 

them in other ways, such as providing instructions or gaining access to their data.

When it comes to bringing physical objects into the digital world, IoT functions as your sensory 

network. It gives context and situational awareness to AR apps and provides triggers for items in 

the digital and virtual sphere to interact with you in the actual world. A physical-to-cyber bridge, 

whether it’s a digital device that responds to your finger motions or a cyber-physical application or 

function that is activated by an event in the physical world, the IoT offers the means to connect 

these two realms.

The Internet of Things can enhance your experience in the VR Metaverse or virtual reality. For 

example, modern game systems use motion sensors to track how you interact with the game. 

Likewise, sensor-laden bodysuits and IoT devices will be used to track your physical status and 

health to elicit responses in the virtual world.

Internet of things



ORBIT WORLD METAVERSE
Orbit World Metaverse is a futuristic world that has partnered with multi-billion dollar revenue 

companies to start the first ever metaverse world which has twin brick-and-mortal copies in 

addition to availing the opportunity to other businesses to rent space to build their own presence 

easily and cost effectively. Orbit World Metaverse will have a 3D cognitive digital twin metaverse 

platform to enable a ground-breaking ‘mixed-reality’ urban living model. Comet is the transaction 

and loyalty reward currency of Orbit World Metaverse.

The digital cognitive twin that Orbit World Metaverse creates, provides a bridge between the 

virtual and the real world. Unlike the physical world, the cost to build things in the digital world is 

far less; thus, the economics of how a metaverse world operates, how you develop land, or how 

you operate a city or world changes platform economics. It becomes an economic engine for 

growth. The more people participate, the more valuable the platform becomes.

Uniquely, Orbit World Metaverse aims to offer users ‘multiple points of view’ and the ability to 

feature in a variety of locations across the metaverse in real time (via teleportation) as an avatar, 

hologram or robotic avatar.

Core features include:

Dynamic digital twin technologies: It will be a ‘mixed-reality twin’ with ‘live cognitive virtual twins’

Immersive mixed reality: Enabling simultaneous physical-digital presence

Digital assets marketplace: Built-in crypto and NFT monetization and transaction platform
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The future will be defined not by megacities, but by cognitive meta cities. It is a vision focused on 

experiences rather than scale. Orbit World Metaverse puts human needs at its core.

Orbit World Metaverse will be a mixed-reality, 3D digital twin of a physical place. It will be 

comprised of next-generation digital assets that users can interact with in the real world.

Beside dynamic digital twinning and an integrated mixed-reality environment populated by hyper-

real like avatars, Orbit World Metaverse’s ‘cognitive metaverse’ will offer a gamified experience 

with distinctive exploration and entertainment features, an instant language translation tool, a 

social platform that fosters interaction, a redesign of how businesses and services interact with 

customers, and a full-fledged digital marketplace. 

Orbit World Metaverse uses the Comet Token for loyalty points and financial transactions within 

the Orbit World Metaverse. Seamless immersive experience is preserved throughout the Orbit 

World Metaverse and wherever you go with our connectivity on the go; within the city, out in the 

desert, at sea, or in air. The ecosystem will be unlike anything you’ve ever experienced before.

Additionally, Orbit World Metaverse has buildings and spaces for rent by partners and merchants 

to benefit from the ecosystem which Orbit World Metaverse avails. Constructing any new building 

will have to follow the published Orbit World Metaverse zoning guidelines.
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The avatar’s GPS coordinates when they access Orbit World Metaverse are recorded and saved 

as Orbit World Metaverse will provided only those services which the avatar had subscribed to 

offline.

Orbit World Metaverse is initially built to run on personal computers for shoppers to enjoy the 

immersive experience, interact with partner businesses, show off their personal NFTs, and 

receive perks for shopping at Orbit World Metaverse. Our goal for Orbit World Metaverse is to 

house as many businesses from around the world as possible. Orbit World Metaverse is the 

bridge between web 2.0 and web 3.0.
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VISION
Our vision is to create a unique living experience for visitors of our Orbit World Metaverse. We 

aim to create an easier and faster way for people to enjoy shopping, dining, entertaining, learning, 

or taking care of their health irrespective of age, class, and financial status. In our metaverse, 

users will also be able to earn tokens and other rewards.
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MISSION

TEAM MEMBERS

Comet token team aims to inspire innovation in the Metaverse market by providing an ultimate 

blockchain-based Metaverse platform supported by strong brick-and-mortal businesses and 

digital services of proven track record. We believe that all worldwide users should have access to 

a pleasant atmosphere to socialize in our Orbit World Metaverse.

1. Comet CEO

2. Chief Innovation Officer

3. Chief Operating Officer

4. Group Chief Finance Officer

5. Chief Marketing Officer

6. Chief Audit & Compliance

7. Metaverse Architect

8. Civil Engineer

9. Lead Designer

10. Lead World Designer
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THE ORBIT WORLD METAVERSE LOYALTY 
PROGRAM

THE FUTURE OF SHOPPING

Orbit World Metaverse has an integrated reward program. Wherein, every time the community 

member settles a payment using the Comet token at participating merchants, they are rewarded. 

This is a great way to accumulate Comet tokens that can be redeemed for a litany of goods or 

services.

As stated earlier, the metaverse is transforming all businesses regardless of the sectors and 

industries they fall under. For example, cloud kitchens and restaurants in the Orbit World 

Metaverse will have an immersive experience through:

Delivery – In the metaverse, group order will be based on ghost kitchens. Even if you’re on the 

other side of the world, you’ll be able to have lunch together with your friends, family, and 

colleagues.

Marketing – Increasingly, food will be included in virtual reality experiences. Rather than using 

conventional email marketing, restaurants will be able to replicate their actual place in the 

metaverse and welcome people from across the globe in this new form of advertising. Promotions 

and loyalty programs may be tested in the metaverse.

Marketplaces – Apps will lose their dominance as a key ordering route after more individuals join 

the metaverse. A new approach is needed for companies as more interoperable experiences are 

becoming the norm. This means that even if they lose their ordering portal in the metaverse, some 

companies who are changing their structure in line with the new technology will still have the 

ability to deliver the food.

Payments – Restaurants will always accept fiat currencies, but in the next five years, we believe 

the metaverse will have many big cryptocurrencies that climb to prominence. A restaurant’s 

currency is an important aspect of its brand and marketing strategy.

QR codes – Menus will no longer be the only thing that QR codes will be used for. To go inside 

augmented reality, you’ll have to go through them. A bottle of champagne will be sent to your 

celebration by friends who are unable to participate in the festivities in person.

Reservations – Booking a seat at a restaurant will have a whole new look and feel. Customers 

will have a virtual tour of the restaurant before reserving a spot. For the very finest tables, pricing 

will be subject to change on a daily basis.



AUGMENTED REALITY
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Using augmented reality, we’ll soon be able to see shopping from a new perspective. There 

should be an increase in the number of individuals who want this feature at their favorite retail 

store, restaurants, and every business they would engage in as technology becomes more widely 

accepted. For instance, some of the ways AR is projected to change restaurants are:

Restaurants throughout the globe are employing virtual displays of their cuisine to attract 

new customers, advertise their menu, and upsell more products.

Guests will have a better dining experience and more dine-in traffic if the menu features 

realistic 3D representations of the cuisine. However, this isn’t the only area of the 

restaurant industry that may benefit from augmented reality. Another option is to order 

takeout. Ordering takeout might be a bit of a gamble for some individuals. AR technology, 

on the other hand, might help customers make smarter purchasing judgments.

1. Virtual 3D food
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Restaurants can use AR to enhance the customer experience to a new level. AR aids in 

elevating the brand experience and informing customers about the values they uphold.

In-home ordering meals is another fascinating and beneficial use of AR in the food and 

hospitality business. Rather of just ordering something you read or saw on the internet, 

you can turn ordering meals into a whole experience that includes seeing the restaurant, 

seeing the kitchen, and even seeing what ingredients go into the dish you’re going to 

purchase.

AR may be used to add an additional layer of information to packaging that shows the 

consumer, for example, how the product came to be or the history of the firm that 

manufactured the product, making it more fascinating and interactive. The use of 

augmented reality in packaging also allows goods to form marketing partnerships with 

other industries. Consider a line of superhero-themed cookies that employs augmented 

reality to display a movie trailer, thereby bridging the gap between the food and film 

industries.

Orbit World Metaverse will house a healthcare facility in the metaverse to facilitate remote 

consultations for patients. Digitized medical records, e-prescriptions, and online 

pharmacies are parts of a virtual healthcare ecosystem which will enable VR surgeries, 

where doctors can rehearse operations and remotely diagnose patients.

2. Restaurant Entertainment

3. AR Restaurant Tours

4. AR for Food Packaging 

5. AR for Telemedicine
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Token name

Token type

Total token supply

Hard Sale

Ticker

Decimal support

Soft sale

Loyalty and Rewards 

Comet

BEP-20 

1 Billion

15%

COMET

Up to 18 places

35%

5%

TOKENOMICS
There are 1,000,000,000 total Comet tokens.
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Marketing

Licensing

Development

Operations

Percentage

10%

5%

15%

10%

Legal 5%

Total Supply: 1,000,000,000

Public Sale: $0.02 

Token Distribution

Hard Sale – 15%

Development – 15%

Marketing – 10%

Operations – 10%

Soft Sale – 35%

Legal – 5%

Loyalty and 

Rewards – 5%

Licensing – 5%



HOW TO BUY COMET TOKEN?
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Invited community members could acquire COMET tokens by visiting the COMET website 

at www.comet.online, then click on the “SIGN UP” button.  The only accepted payment 

method is PayPal.  The sale price is $0.01 USD per COMET token.

After the private sale period ends, the public could acquire COMET tokens from the 

liquidity pool which will be setup for that purpose for a limited period of 60 days. 

COMET will be listed on a centralized exchange for public free-market trading for all 

interested COMET community member, supporters, and the general public.

1. Private Sale Period

2. DEX

3. Centralized Exchange

http://www.comet.online/


Q1, 2024

December 2023: Mobile startup of 

Orbit World Metaverse and launch 

of phase 3 in which more stores will 

be added to the city

January 2024: Mobile testing for 

Orbit World Metaverse and 

completed launch of retail tool and 

30+ stores in the metaverse

ROADMAP

Q4, 2022

Q1, 2023

Q2, 2023

Q3, 2023

Q4, 2023

December 2022: Official partnership

signing with Mawarid Conglomerate 

and token distribution and listing on 

DEX

February 2023: Soft launch of 

Salam, AWL, and Meed to all users

April 2023: Beta launch of Orbit 

World Metaverse. 

Start up the Comet retail tool to 

increase stores and confirm 

remaining Mawarid partnership to 

reach 20+ stores
July 2023: Release of Orbit World 

Metaverse phase 2 with the 

introduction of Comet retail tool to 

increase stores

We are fully putting things in place to provide you with exceptional services. Thus, our roadmap 

will continue the following steps:
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Q2, 2024

May 2024: Orbit World Metaverse 

released on all iOS and Android 

platforms.

Launch of NFT marketplace for 

exclusive rewards



RISKS
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The concepts of virtual money and the blockchain are relatively new. As a result, the existence of 

several dangers associated with this technology is not shocking. Several of these risks are 

directly related to the technology itself, while others are related to the complexity of the 

transactions that are made possible by the technology. Participants should conduct transactions 

based solely on their own judgement and responsibility after knowing the mechanism and risks.

It is important to remember that this white paper’s goal is educational, not financial or investment 

assistance. You are solely responsible for any losses that you may incur. Market volatility, lack of 

liquidity, and the possible loss of all invested assets are just a few of the dangers of investing.

Price Fluctuation: Cryptocurrency will fluctuate with daily variations, and the market is small 

compared with that of traditional markets. Therefore, the range of price fluctuation (volatility) is 

wide, and this could result in huge financial losses or gains.

Liquidity: The counterparty to a sale and purchase may not be found, and transactions may 

become difficult, or market participants may be forced to trade in unfavorable conditions.

Cyberattack: There is a potential danger that your tokens could be stolen through hacking or 

other means. Participants should protect their private keys and conduct transactions only through 

safe and secure devices.

Lack of completion of settlement: Cryptocurrency transactions are not completed until 

authentication is sufficient; until then, they are placed in pending state. Also, transactions may be 

cancelled during the authentication process of the blockchain.

Loss of private key: Losing the private key could mean losing the entire cryptocurrency 

accumulation.



DISCLAIMER 
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The team provides this white paper on an “as is” and “as available” basis. It does not promise that 

any material in this white paper will stay unaltered till the future at its exclusive discretion.

Before buying or investing in this project, you should speak with an accountant, attorney, or other 

professional if you have any doubts regarding its content.

The purpose of this white paper is to offer information about the Comet token project that our 

team plans to launch. It is important to note that it is only descriptive and not legally enforceable. 

As a result, nothing in the white paper should be interpreted as an offer or an inducement to 

participate in any investment. The claims and facts presented below are about the future 

projection rather than the present. 

According to relevant legislation, the Comet token team, as well as any of its representatives 

(including directors and employees) and any distribution partners, are fully and released from 

claims of any direct, indirect, punitive, or consequential damages to the highest extent authorized 

by law. 

There is no way we can be held accountable for any mistakes or omissions in the white paper. In 

addition, we are not responsible for any difficulties arising in contract, tort, or otherwise due to 

your use of (or inability to utilize) this white paper or the content on this white paper.

Even if we have given you prior notice of the potential for a loss, we will not be responsible for any 

losses or damages that may come from your use of this white paper or from your use of (or failure 

to utilize) the material on this white paper.

Since everything is subject to revision, nothing in this white paper represents a guarantee of the 

future availability of the services associated with the tokens or their future performance and value 

as security from Comet Token or any other person or organization mentioned herein.



Risk statements 

Caution regarding forward-looking statements 

22

Cryptographic tokens may be subject to expropriation and/or theft; hackers or other malicious 

groups or organizations may attempt to interfere with our system/network in various ways, 

including malware attacks, denial of service attacks, consensus-based attacks, Sybil attacks, 

smurfing, and spoofing which may result in the loss of your cryptographic tokens, the loss of your 

ability to access or control your cryptographic tokens. In such event, there may be no remedy, and 

holders of cryptographic tokens are not guaranteed any remedy, refund, or compensation. 

Do not share key information pertaining to your wallet, two-factor authentication related security 

codes or passwords, or provide anyone with remote access to your machine.

The regulatory status of cryptographic tokens and digital assets is currently unsettled, varies 

among jurisdictions and subject to significant uncertainty. It is possible that in the future, certain 

laws, regulations, policies or rules relating to cryptographic tokens, digital assets, blockchain 

technology, or blockchain applications may be implemented which directly or indirectly affect or 

restrict cryptographic token holders’ right to acquire, own, hold, sell, convert, trade, or use 

cryptographic tokens. 

The uncertainty in tax legislation relating to cryptographic tokens and digital assets may expose 

cryptographic token holders to tax consequences associated with the use or trading of 

cryptographic token. 4 Digital assets and financial products and services carry significant risks. 

Potential purchasers should assess the nature of, and their own appetite for, relevant risks 

independently and consult their advisers before making any decisions. 

This white paper contains certain statements that are forward-looking, by their nature, subject to 

significant risks and uncertainties. Our forward-looking statements are based on information 

currently available to us about the business that we operate. Forward-looking statements may 

involve estimates and assumptions and are subject to risks, uncertainties and other factors 

beyond our control and prediction. Accordingly, these factors could cause actual results or 

outcomes that differ materially from those expressed in the forward-looking statements. 

Any forward-looking statement speaks only as of the date of which such statement is made, we 

undertake no obligation to update any forward-looking statements to reflect events or 

circumstances after the date on which such statement is made or to reflect the occurrence of 

unanticipated events.
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