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Our goal: Improve our skills and promote the added value to our professionin our

organizations (companies, public authorities, associations, etc.)

THE CLUB WE ARE COM

MEETINGS BETWEEN

EXPERTS

EXPERTS 

CONTENTS

The team of COM professionals passionate about their job 🚀



Technology does not 

create social ties, but 

technology can provide

conditions that mean that

by reclaiming it, we

create social ties.

Joël de Rosnay, french scientific
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THE ESSENTIAL
CONCEPTS



The metaverses

A concept inspired by science fiction



A concept democratized by the world of cinema

The metaverses



A concept first explored with Second life

The metaverses



A metaverse is a fully immersive 3D environment

where individuals could interact with each other and with digital objects

as if they were real.

In short, the metaverse does not yet exist!

The metaverses



INTEROṔERABLE

FUNCTIONAL 

SAVING

AVATARS

PERSISTENT

INTERACTIVE SYNCHRONOUS

VIRTUAL

TRANSACTIONS

The metaverses



« The Metaverse has the 

ability to connect humans

in an innovative way »

Tim Sweeney, CEO of Epic Games

The metaverses



The cryptocurrencies

It relies on the blockchain for data security: a register that lists all the actions of the 

network

A cryptocurrency is a peer-to-peer digital currency 

without the need for a central bank

usable by means of a decentralized computer network.



As of June 16, 2022, according to CoinMarketCap, there are

19 893 
cryptocurrencies

941,7
billion €=

The cryptocurrencies



The NFT

La valeur d'un jeton est déterminée par l’offre et de la demande, sans régulation de 

marché, et liée à la valeur symbolique associée à l'objet représenté, ainsi qu'au cours 

de la cryptomonnaie utilisée.

Les Non-Fungible Token (NFT) sont des jetons non fongibles. 

Des certificats de propriétés d’objets numériques (photos, dessins, vidéos…) 

inscrits dans une blockchain et achetables contre de la cryptomonnaie.



https://www.lefigaro.fr/secteur/high-tech/les-nft-un-marche-a-40-milliards-de-dollars-20220103

The NFT



15

TECHNOLOGIES
OF THE WEB 3



The technologies

BLOCKCHAIN 

ET CRYPTOCURRENCIES

AUGMENTED RÉALITY 

AND VIRTUEL REALITY

ARTIFICIAL 

INTELLIGENCE

3D

RECONSTRUCTION

INTERNET OF THINGS

(IoT)



The devices

COMPUTEUR SMARTPHONE 5G NETWORK
SMART 

GLASSES

VR HEADSET 

AND SENSORS
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THE ACTORS
OF THE FUTURE



THE ACTORS





THE ACTORS





67%
Of users have 

less

16 years old

1er site 
Of entertainment

24
Million 

experiences

In 2021, 

income of

1,9
Billion $

and 25% of them

are under 9 years old

With 320 million users The objective being to build a 

game
i.e. an income doubled 

between 2020 and 2021







350
Millions of users

worldwide

12,3
Million 

spectators

and 270 million monthly 

connections

Live for Travis Scott's 

1st concert

Epic Games 

was rated at

21
Billion €

In april2022

Became the 

most 

profitable 

game

In 2019









« Five years from now, I think 
people will stop thinking of us 
as a social media group and 

will see us more as a 
metaverse company. »

Mark Zuckerberg
In july 2021







300K
Users in the 

world

678
Billion $

According to Meta figures 

from February 2022

This is the turnover that 

Meta could reach by 2030

449€

This is the price of the 

Meta Quest 2 VR 

headset

According to Meta figures 

from February 2022

10K
Created worlds

According to the firm

Grand View Research (GVR).





Chez Facebook, 10 000 
personnes travaillent dans 

le département  Reality 
Labs Division
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KEY FIGURES
IN FRANCE



Of the 20% who know exactly

what is a metaverse

70% are men

55% are between 16 and 34 

years old

40% 
have heard of it before

58% 
have never been there

Among the 42% who went 

to the metaverse

51% 
played

27% 
interacted

with friends

21% 
interacted

With strangers

29% 

13% 

9% 

7% 

6% 

3% 

2% 

“The French and the metaverse” IPSOS UX 

publication February 2022

Autre

1

The metaverse fascinates (34%), leaves

indifferent (34%), exceeds (32%), 

worries (31%)

2

3

4

Escape to a place different 

from their daily life

Find loved ones :

friends and family

Live adventures

in virtual worlds

Live 

another life

5
Attend concerts, events or 

exhibitions
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THE BRAND
INITIATIVES



LOUIS VUITTON



BURBERRY



DECATHLON



PRINTEMPS



PRINTEMPS



PRINTEMPS



MONOPRIX



MONOPRIX



MONOPRIX



CARREFOUR



CARREFOUR



YVES ROCHER



AXA



JP MORGAN



PRADA



BALENCIAGA



GÉNÉRALE D’OPTIQUE



VANS



NIKE



GUCCI
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INITIATIVES
IN A SUMMARY



They offer their buyer-holders a unique experience: brands can generate a new

source of revenue, but buyers also reap many benefits such as the possibility of 

integrating it into online games and unlocking exclusive experiences.

A large number of brands are getting into digital merchandising and exploring the 

possibilities whether it's online retail spaces or the launch of other digital assets.

They allow players to browse, buy and don brand products through their personal 

avatars, bringing a brand's products to life in the digital world.

NFT

Game platforms and virtual worlds

Virtual shops
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THE FUN FACTS
OF THE TEAM



$450K to be Snoop 

Dogg's neighbor in

The Sandbox

The fun facts



This CryptoPunk #7523 

from Larva Labs was sold 

for $11.8M

The fun facts



The MTV Video Music Awards have 

created a specific category: “Best 

Performance in the Metaverse”

The fun facts



Minecraft content on YouTube, generated by 

content creators, represents 1 trillion views... that's

a thousand billion views

The fun facts
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THE RECOMMENDATIONS
OF THE TEAM



Our favorites



NFT and cryptocurrency influencers to follow

@TeufeurSoff @PowerHasheur @gregory_raymond
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Thanks


