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A GLOBAL
STUDY

3 o African Region ® Argentina ® Austria ® Brazil € Canada @ China @ Colombia @

Czech Republic ® Denmark ® Finland ® France ® Germany ® Greece ® India @ Ireland e
ltaly ® Japan ® Mexico @ Peru @ Philippines ® Poland ® Portugal ® Russia ® Saudi Arabia e
Singapore ® South Africa ® Spain ® United Arab Emirates ® United Kingdom e United States
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$800B

of revenue generated in the
metaverse by 2024
(Bloomberg).

$108B

Spendings by Meta on its
Metaverse division this year.

WE'VE SEEN
IT IN
BUSINESS

$69B

Microsoft deal to buy
Activision Blizzard.

$8T

Investments in the metaverse
by Chinese tech giants.




WE‘VE SEEN IT
IN THE NEWS

) thejapantimes
&he New Hork Bimes EL ?AIS ; 'New world order': Asia's virtual
= Qué es el metaverso y como influencers offer glimpse of metaverse future
Everybody Into the invertir en él
Metaverse! Virtual Reality
Beckons Big Tech.
Facebook changes name to Meta to
highlight virtual reality shift
Forbes
Can The Metaverse Provide
Opportunities
For Africa That Are Out Of This
FOLHA DE S.PAULO World?

The Metaverse Is Here
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POP CULTURE MADE IT
FAMILIAR

AT

59% 32%

PROSUMERS MAINSTREAM

Science-fiction pop culture has prepared
us to embrace technological innovations.

Overall I I

83/61 78/57 87

I
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GAMING & CHILDREN HELPED THE ADOPTION

E Unutied - Notepad =] B3
Ele Ed Search Help

45%

AT

o)
PROSUMERS MAINSTREAM 36 /O of all gamers are between

25-44 Yo Bl Untitied - Notepad [_Tolx]

. T q Fle Edt Search Help
Have you or your children played or socialized in ‘ | =

metaverses / gaming platforms such as Fortnite, 35_44
Roblox, Minecraft, or Decentraland?

Growth in gaming over the past year has
been mostly fueled by women, people
aged 35-44 and those who conﬁider

E— X themselves less tech-savvy.
Overall I I ———
74/48 80/40 76/45 91/52 4 o
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METAVERSE IS AT THE HEART OF ALL CONVERSATIONS

AT

80% 66%

PROSUMERS MAINSTREAM

Have you heard of metaverses / gaming platforms
such as Fortnite, Roblox, Minecraft, or Decentraland?

o 1st
- | 7 Chief Metaverse Officer
Overall I I E— S~
— Z[S — Caveman) (

89/73 88/63 93/77 98/80 91/78 95/83 92/79



Overall
89% | 73% 56, ™

PROSUMERS MAINSTREAM BR %
us 5 MX
Have you heard of metaverses / gaming IN ;’:32 AE M9e7xoiA¢:o
platforms such as Fortnite, Roblox, India UAE
Minecraft, or Decentraland? GUKB e PE 96%

PH 91%

Philippines

Peru
< IE
FI
CA "

o
DK 91%

RU
SA Russia

Saudi Arabia 89%

F R 89%

France
PT 88% D k
P L Portugal ; ZA egn;;/c(:r
83% South Africa
Poland ; CO 89%
0 Colombia
IT 82% GR ol

Greece

D]
Germany

KE s

Africa

Bundle

81%

CZ Italy

81%
Czech Republic
73%



FORGET VIRTUAL OR DIGITAL... |

THIS NEW WORLD IS FOR REAL —
AT LEAST FOR THE REST OF THE WORLD

AT

24% 18%

PROSUMERS MAINSTREAM

Experiences that happen in the metaverse (e.g., making
friends, attending a digital concert, throwing a digital
party) are as real as physical experiences.

Overall I I

61/37  66/31 45

Im

95/74
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DESIRE VS. FEAR

AT

49%
PROSUMERS

The metaverse is going to...
Expand our scope of experiences.

Overall I I

74/48 73/44 75/46

B =
raln™

74/51  56/40

41 %

MAINSTREAM

AT

65%

PROSUMERS

58%

MAINSTREAM

ALY

I’'m afraid that being immersed in the metaverse will kill
our desire to go out and explore the physical world.

= > S
59/70  69/78 50/71 66/75 68/78



A GENERATIONAL FRACTURE

’ﬂ Micah Kulish
h".‘g @after_the brief

"Metaverse" will quickly become a 'boomer' term.

AT
94 O/O 3 o O/O To Gen-Z, it is nothing new.

They've grown up hanging out in Minecraft, buying
GEN-Z BOOMERS Fortnite skins, and forming their strongest friendships

over digital platforms.
Have you heard of metaverses / gaming platforms

such as Fortnite, Roblox, Minecraft, or Decentraland? Why do they need a new term to define what is to
them, just life?

Traduire le Tweet

11:13 PM - 14 déc. 2021 - Twitter Web App

Overall
90/54
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META ANXIETY IS ALREADY HERE

AT
459% 409%
PROSUMERS MAINSTREAM

Metaverses will worsen the digital divide between
those with access and skills and those without.

*
Overall | B

51/54 = 42/57 88/76

Lifewire

TECH FOR HUMANS

How the Metaverse Could Worsen the Digital
Divide

Connecting the connected, but what about the rest?

B Unttied - Notepad

File Edt Search Hsp

"With the proposal of the
metaverse, which would require
specific hardware as well as stable
and high-speed connectivity, 1t 1is
conceivable that this will cause

even more 1issues for access for
those who are currently excluded.”

Dr. Kaye
Cyberpsychology specialist
at Edge Hill University
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A “GEOPOLITICAL” FRACTURE

THE DOUBTERS

1=
] [N
FRANCE us GB

36% 28% 32%

| do not believe metaverses / gaming
platforms are the future of the internet.

THE BELIEVERS

< E
——

INDIA CHINA BRASIL

6% 4% 14%




FOR BOTH, IT'S AN EXPANSION OF OUR WORLD
IN AUSTRIA, WE STILL DOUBT IT

AT

49 O/O 4 'I O/O FROM

PROSUMERS MAINSTREAM

The metaverse is going to...
expand our scope of experiences.

TO

* ) LT —
overall I | E= = e

73/49  73/44 75/46 74/51 56/40 87/65 83/71
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FOR BOTH, IT’S A PLACE FOR EDUCATION

AT

35% 27%
PROSUMERS MAINSTREAM

What do you most expect from metaverse and immersive
digital experiences? New ways to learn and gain skills.

Overall I I

47/46  46/40

== 1 -
2 [S I

42/34 44/43  45/47 44/51

w
(0 0]
S~
w
(0 0]

Education in the Metaverse, by Meta.



FOR AUSTRIANS, MOSTLY A PLACE OF ENTERTAINMENT

AT

41% 29%
PROSUMERS MAINSTREAM

What do you most expect from metaverse and immersive
digital experiences? More intense entertainment.

*
Overall | B

38/39 | 53/46 27/32
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IT’S A PLACE OF EXPERIMENTATION

Hyundai Motor Vitalizes Future Mobility in Roblox
Metaverse Space, Hyundai Mobility Adventure

37%  22% @ o

MO 3 ILITY

PROSUMERS MAINSTREAM

What do you most expect from metaverse and
immersive digital experiences?¢ New ways to simulate
experiences before they happen in the real world.

*
Overall s -

38/29 = 48/39 48/42
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AT

890 90
WHERE YOU PROSU{gS /O
CAN GET

MAINSTREAM

| love spending time in the metaverse / on

RECOGN IZE D gaming platforms because they allow me to

receive the recognition | don’t get in real life.

*
Overall I 1 I

38/18  19/9  56/39 54/29




BELIEVERS ARE READY TO GO FULL THROTTLE —
AUSTRIA ISN'T

AT E Unltied - Notepad M= B3

Z‘ 'O O Fle Ed Seach Help
=
/O ] 5 /O Virtual Reality and Augmented Reality

headset shipments are expected to
PROSUMERS MAINSTREAM grow about 10 times to 105 million units in

2025 from 11 million units in 2021.
| would be willing to wear a virtual reality headset several
hours a day to enjoy the full possibilities of the metaverse. I

u l /
*
Ove rd ” I I _ Source: Counterpoint research

62/34 55/20 86/73 82/63
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THE MORE YOU
BELIEVE IN IT,
THE MORE YOU

FEAR BEING
LEFT ON THE
SIDELINES

AT

14% 17%
PROSUMERS MAINSTREAM

I’'m afraid of being excluded from
metaverses because | lack digital skills.

—— ==
Overall I I - — Pl
22/24 18/19 10/24 68/59 17/21
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BEYOND THE HYPE, IT'S TIME TO BUILD A
POWERFUL AND CONSISTENT METAVERSE
' STRATEGY.

| S
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THE METAVERSE IS THE NEW SHOPPING MALL

AT

29% 23%
PROSUMERS MAINSTREAM

| love spending time in the metaverse / on
gaming platforms because they allow me to
socialize online with my “real life” friends.

Overall
49/28

50%

Gen Z claim to use games to hang
out without playing the main
game.

Messages are sent daily
on Roblox (JP Morgan).




IT’S ALSO A PLACE TO MEET NEW PEOPLE

AT AT

53% 439% 37% 209
PROSUMERS MAlNSTREAM\ PROSUMERS MAINSTREAM

| have felt lonelier during this pandemic than ever before. | love spending time in the metaverse / on gaming

platforms because they allow me to meet new people.

Overall Overall
64/60 60/35
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A BIG TENSION FOR CHILDREN

A place to
develop new skills.

An uncharted territory that
can be fearful.



A BIG TENSION FOR CHILDREN

A place to
develop new skills.

An uncharted territory that
can be fearful.



A PLACE TO LEARN NEW SKILLS

T

gm."' N,

= e f =g ] -
sssssssssss Gavwo ;- -, ¢ T ‘
F PR - _——

AT
5% 9% T T ..

que j'ai 15 ans»

PROSUMERS MAINSTREAM s | B Uniied —Roreoad

Ele Edt Search Help

Roblox provides a lot for its
developers: server space, marketplace
platforms is good for children because they infastructure, cross-platform
capability. Roblox studio is, like the
game, free. Developers can make money

| think socializing in the metaverse /on gaming

can learn new things /develop new skills.

through Roblox with its Developer
Exchange program, or DevEx, which gives

E *'s developers 25 percent of a game’s
Ovel‘d” I I — earrings.

65/47 41/31 60/44 62/54 :
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A PLAYGROUND FOR UNLIMITED CREATIVITY

AT

O/ 2 O | There’s finally a good
4 3 O 5 O Squid Game on robonQ .
PROSUMERS MAINSTREAM

| think socializing in the metaverse / on gaming platforms is
good for children because they can develop their creativity.

Overall I I

68/46  64/37 68

I

66/49
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N
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A PLACE OF COLLABORATION

AT
37% 23%
PROSUMERS MAINSTREAM

| think socializing in the metaverse / on gaming platforms is good
for children because they can collaborate with other people.

Overall I I

47/30  49/23

I

47 /31

O
N
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N
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. |

demandent pas de diplome mais
beaucoup de compétences
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A BIG TENSION FOR CHILDREN

A place to
develop new skills.

An uncharted territory that
can be fearful.



THE FEAR OF ADDICTION

459% T 45%

PROSUMERS MAINSTREAM

I’'m afraid children are spending too much time in
the metaverse /on gaming platforms because
they are becoming addicted to their screens.

Overall I I 5

54/61 59/63 50/63 53/38

Kids under 13 spend more time in Roblox

than on YouTube, Netflix and Facebook combined.



REAL STUFF, REAL DANGER

AT

5% 5%

PROSUMERS MAINSTREAM

I’'m afraid children are spending too much time in the
metaverse / on gaming platforms because they could be
facing real danger (extortion, harassment, abuse).

Overall
46/47
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WE DON‘T WANT TO HIDE
BEHIND OUR AVATARS

AT

6% 9%

PROSUMERS MAINSTREAM

| enjoy socializing in metaverses
because | can hide my real identity.

= <
OverCI” I I — 2

27/19  18/13 28/17 49/41 29/15




WE WANT TO BE TRUE

TO OURSELVES
AT
33% 22%
PROSUMERS MAINSTREAM

| enjoy socializing in metaverses
because | can be my true self.

Overall I I

55/36  49/24

I

59/51

o
O
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w
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OUR AVATARS ARE A SOURCE
OF REINVENTION

AT

31% 13%

PROSUMERS MAINSTREAM

| enjoy socializing in metaverses
because | can invent a new identity.

#* ) L -
overall |l |l E= < —

55/36 50/22 49/27 58/48 47/25 51/33 77/48




INVENTING A MORE INCLUSIVE PLACE

AT
57 O/O 3 3 O/o ‘
PROSUMERS MAINSTREAM B s Ec s e -

Wheel Cards project is thee
, ) .
Metaverses are more inclusive (of races, worLdl e st collecition of
wheelchair and disability-

genders, identities, etc.) than real-life spaces. related NFTs. It consists of

10,000 “Rollie“™ digital cards -
unique digital collectibles
living on various blockchains.

Overall I I E

73/54  49/50 71/50 98/83
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INVENTING
A MORE
INCLUSIVE
PLACE

NON-FUNGIBLE
PEOPLE
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WE HOPE PEOPLE WILL HAVE THE POWER

0. " &40 0., " Ba&O
61% 64% 68% 56%
PROSUMERS MAINSTREAM GEN-Z BOOMERS

Metaverses should be commonly Metaverses should be commonly

owned public properties. owned public properties.

E *: ) L
Overall I I — m Overall

43/42  27/33 33/32 46/37 46/40 50/32



AT

BUT WE FEAR 24% ] 20/0

MAINSTREAM
THE OLD PROSUMERS S

MASTERS WILL
TAKE CONTROL

I’'m worried that the future of the metaverse is owned by
private companies like Facebook (now known as Meta).

73/71

Overall I I

31/25 42/53
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SOME WILL
THEN CALL FOR

GOVERNMENT
CONTROL

AT

14% 24%

PROSUMERS MAINSTREAM

Metaverses should be regulated
by governmen tal bodies.

Overadll I I

25/32  42/44

I

34/40

N
~
N
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AT

3909 350
GOVERNMENTS PROSUME/Ig 5 /O
COULD ACT AS

MAINSTREAM

“WATCH DOGS” | think it’s a good thing for governments to

limit the tfime one spends in the metaverse.

Overall I I

45/49 | 64/66

iy

84/79
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AT

REGULATING 65% 7] 0/0

REAI. PROSUMERS MAINSTREAM
c R I MI NAL Criminal behaviors in the metaverse should be
B E HAVI 0 RS regulated /punished the way they are in real life.

Overall I I

72/66  70/66

Im

89 /74
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=
IF THE METAVERSE 1S REAL,
THEN | CAN MAKE BIG MONEY.

- @ =0~ @

Spent on virtual goods every year,

$54 B almost double the amount spent on
music (JP Morgan).




CRYPTOS ARE BECOMING MAINSTREAM

IN THE FUTURE, | WOULD ACCEPT BEING PAID IN CRYPTOCURRENCY

B Prosumer M Mainstream  HEProsumer Austria B Mainstream Austria

40

60
56
44
34
24 6
18 17 16
l . . : ”

FOR PEER-TO-PEER TRANSACTIONS WITHIN MY FRIENDS-AND-FAMILY CIRCLE AS A SALARY NONE OF THESE

h havas
village



ENTERTAINMENT WILL BE VIRTUELL

18%

MAINSTREAM

AT
37 %
PROSUMERS

| would be willing to spend my money on
buying a ticket for a digital concert or event.

Overall
61/37

The Sandbox and Warner Music Group to
create music-themed LAND

The bdryfAm a Brands dthglblm company open their doo
cal entertainment in the metav

J FEUR’NG IITC:‘;:‘ ﬁ\"““ ‘é l /‘
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SELLING THE META-SUNSET

AT

22% 9%
PROSUMERS MAINSTREAM

| would be willing to spend my money on digital
property (e.g., land or a house in the metaverse).

Overall
43/22

12K$

The average price of a parcel of virtual
land doubled in 6 months in 2021.

318M$

The amount of money people have
already spent on virtual real estate.

h havas
village



FROM DIRECT-TO-CONSUMERS
TO DIRECT-TO-AVATAR

AT
20% 15%
PROSUMERS MAINSTREAM

| would be willing to spend my money
on digital clothes to dress my avatar.

Overall
39/18

Of digital sneakers
sales in 7 minutes.



NFTS ARE ON THE
INVESTMENT HYPE

AT
41% 24%
PROSUMERS MAINSTREAM

| don’t understand how non-fungible tokens (NFTs) and
cryptocurrency work, but they seem like a good investment.

Overall I I

48/43 | 43/40

I

69/75
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EVERYONE WANTS TO BE AN
ART BUYER

AT

84% 94%
PROSUMERS MAINSTREAM

| would you be willing to pay less than $1,000 for digital
art (a piece of art that only exists on the internet)?

=" O
Overd” I I — 2 IS O
69/86 73/92 74/87 40/38 82/92 57/87







VALUE TO THE. EXPERIENCE

E ONLY 'A MEMBER OF THE@M/ UNITY
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BY CREATING EXCLUSIVE CONTENT

AT

35% 18%
PROSUMERS MAINSTREAM

| think brands can add value in the metaverse / on

gaming platforms by creating exclusive content. . : - —
#TruthFindsAWay « &

46/24 60

I

31 47/37

Overall
47/31

~~
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BY SELLING EXCLUSIVE ITEMS

AT
39% 249%
PROSUMERS MAINSTREAM

| think brands can add value in the metaverse /on
gaming platforms by selling exclusive items/products
that are only available there.

Overall I I E -

40/25 36/18 53/21 44/38

How Adidas Made $23 Million From Its First
NFT Drop

Adidas has hopped on the metaverse bandwagon in style with its first NFT drop, raking in over
$23 million in profits. Here's what this is all about.
. EE—— T R === S

2 E e . R

BALENCIAGA

——

b ke
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BRANDS COULD BECOME “EXTENDED LIFE” PROVIDERS

AT

33% 17%
PROSUMERS MAINSTREAM

| think brands can add value in the metaverse /on gaming
platforms by expanding the game length experience. www.pegi.info

Overall
38/22
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EXTENDED REALITY,
EXTENDED LOYALTY

AT
84% 949%
PROSUMERS MAINSTREAM

| think brands can add value in the metaverse /on
gaming platforms by rewarding my engagement.

= gm 5 e o
Overall I I — 2 6 I
52/35 47/26 55/29 48/39 52/36 64/43 68/49




INVENTING A GIVE-AND-TAKE
RELATIONSHIP

AT

35% 309%
PROSUMERS MAINSTREAM

| think brands can add value in the metaverse /on gaming
platforms by rewarding my achievements with real
money or free products.

= == & =

59/45 = 47/28 61/44 49/36 59/39 68/55 82/55




NFTS COULD BE THE FUTURE OF
CUSTOMER RELATIONSHIPS

AT
41% 24%
PROSUMERS MAINSTREAM

| would like brands to reward my loyalty by giving me non-
fungible tokens that represent a share in their company.

= == S mm
Overdll I I — 2 G ﬁ
80/54 81/45 77/40 94/80 80/40 89/71 94/82




1. Will desire win over fears?
2. How will we overcome generational and geopolitical fractures?

IN A 3. How will we go beyond entertainment and gain new skills as
NUTSHEI_L education, creativity, building new things and collaborations?

4. A world of big money, a world that calls for regulation.

5. It’'s a decentralized and monetized world where brands are invited to
play, but they must follow certain rules.

H havas
village



3 QUESTIONS TO MAKE THIS WORLD
A LONG-LASTING OPPORTUNITY
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AT

37% 20%

THE PROSUMERS

SENSORIAL

MAINSTREAM

Q U ESTI O N | will spend more time in the metaverse once it is fully

connected to my senses (smell, touch, sight, taste).

Overall
63/35




THE SUSTAIN-
ABILITY

QUESTION

AT

49% 62%

PROSUMERS MAINSTREAM

I'm afraid the metaverse will have an
ecological cost we can’t afford.

Overall
29/50

aaaaaa
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THE
FRONTIERS

QUESTION

AT

61% 54%

PROSUMERS MAINSTREAM

I'm afraid the boundaries between the metaverse and
the real world will become too blurred.

Overall
52/61
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