each

=
4
O
()
o+
-
(@)
o
(@)
)
=
Q




‘m ';r'——

o 1 o

STEANGER Mz, TRy =

THENGS * cgan  Comics S 8 AT e
PREDA s o %Eﬁ“fri';géi"“¢~a'

. . TP N "‘.4.'.". , l /

h ""“ L — AYMAN .
4 . --—t (J. ' ;. . ‘ ‘

2“1‘&“'3"’- @
' ( "'-:"v;\ BHOST . W
:‘ /IJG.\D\ -
=y

-

¢ VLI '

AL

FAC-MAN

= l Rorénay
(Ead o I A £
wmm- — SUP[‘:R

el MASH BR¢ BGR-TN
o ! "]h’.’“'?’;g‘; - =2 tAv - Al(v T 3 “.

! ! N/ — )

- -_Mme_l:nm"—x

’,
o)



“ OECD International Academy for Tax Crime Investigation ‘
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The banks are also exploring the Metaverse: JP
Morgan opens a lounge in Decentraland. o
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Fortnite Presents:
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Ariana Grande
gives a music
concert in the
Metaverse of the
video game
Fortnite!

27,7 million viewers”

> 20 million USD revenugy
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- Advertising and Marketing

In the context of advertising and marketing, the metaverse can be defined as an enduring, 3D
and virtual space where users can spend their time and be targeted with branded content
and sales promotion tactics. The closest analogy these days would be social media, where
users log in, interact with their friends, family, and peer network — and in the course of these
interactions, they come across brands, ads, sponsored content, and calls for conversion. Over
time, social media has evolved with direct-to-customer stores where you can pay for products
online and have them shipped to your address. Likewise, the metaverse may have 3D "stores"
where you can not only watch ads, but also try out products and make purchasing decisions.

/D) DAIRE.Land

Ist Belgian virtual shopping center

a project by daire.agency
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