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			Preface
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			Metaverse - The metaverse is an online, third-dimensional universe that mixes more than one digital space. It may be in comparison to a destiny model of the internet. With metaverse, customers can be capable of collaborating, meeting, playing games, and socializing in those 3-d spaces.

			NFT - NFT stands for Non-Fungible Tokens. NFTs are virtual objects that may be offered and bought using this blockchain technology. However, they're now no longer fungible, making them a unique sort of asset, one this is primarily based totally on price and popularity.

			Crypto Tokens - Tokens, in contrast to crypto coins, no longer have their very own blockchain. The paintings with cryptocurrency blockchains. Many tokens, for example, run on Ethereum, which additionally consists of stablecoins. 

			We'll study how the Metaverse, NFT, and crypto tokens interact and why celebrities are flocking into the NFT space that's once more associated with the metaverse and cryptocurrencies.
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			Chapter 1. Metaverse

			1.1 Introduction

			Metaverse is a network of 3D virtual worlds focused on social connections. Futurists and science fiction novels often describe it as a virtual iteration of the internet as a single universal virtual world facilitated by virtual reality and augmented reality headsets. The term “Metaverse” is derived from the 1992 science fiction novel “Snow Crash” as a portmanteau for “meta” and “universe.” Various metaverses have been developed for common use, including A platform for virtual worlds like Second Life. Some metaverse iterations include integration between virtual and physical space and the virtual economy. The demand for increased immersiveness means that Metaverse development is often associated with advances in virtual reality technology. The term is used as a catchphrase to exaggerate the progress of the development of various related technologies and projects for public relations purposes. Privacy, user addiction, and user safety are concerns within the metaverse that arise from the challenges facing the entire social media and video gaming industry. 

			[image: What is the metaverse? A high-tech plan to Facebookify the world]

			Fig 1.1 Metaverse

			Video game  

			Several components of Metaverse technology have already been developed in the latest internet-enabled video games. The 2003 virtual world platform Second Life is often referred to as the first metaverse because it integrates many aspects of social media into a permanent three-dimensional world where users are represented as avatars. Social features are often an integral part of many large multiplayer online games. Technology journalist Clive Thompson has argued that the emergent, social-based gameplay of Minecraft represents an advanced analog of a metaverse. Similar statements were made for the game Roblox, which has since employed significant usage of the term in marketing. Other claims of developing a metaverse include the games Active Worlds, The Palace, and Fortnite.  

			Virtual reality 

			In 2019, the social network company Facebook launched a social VR world called Facebook Horizon. In 2021, Facebook was renamed “Meta Platforms,” Its chairman Mark Zuckerberg declared a company committed to developing a metaverse. However, many of the virtual reality technologies promoted by the meta platform have not yet been developed. Facebook whistleblower Frances Haugen criticized the move, adding that Metaplatform’s continued focus on growth-oriented projects would come at the expense of ensuring the platform’s security. Meta Platforms has also been criticized for sexual harassment on platforms related to user safety related to Horizontal Worlds. Microsoft acquired the VR company AltspaceVR in 2017 and has since implemented metaverse features such as virtual avatars and virtual reality conferences in Microsoft Teams. In 2022, HTC announced the launch of a cross-platform Metaverse ecosystem called VIVERSE. This allows connections between virtual worlds that can access both VR and non-VR devices and supports parental controls for children. Proposed applications for metaverse technology include improving work productivity, interactive learning environments, eCommerce, real estate, and fashion. Other, smaller companies have worked towards creating the metaverse through virtual worlds in the past, such as the videogame VRChat.  

			1.1.1 Technology 

			• Hardware 

			Access points for metaverses include general-purpose computers and smartphones, in addition to augmented reality (AR), mixed reality, virtual reality (VR), and virtual world technologies. Dependence on VR technology has limited metaverse development and widescale adoption. High-quality graphics and portability are lacking due to the limitations of portable hardware and the need to balance cost and design. Lightweight wireless headsets struggle to match the pixel density of the Retina display needed for visual immersiveness, but the more powerful models are wired and often bulky. Another concern about the widespread adoption of this technology is cost, with consumer VR headset prices ranging from $ 300 to $ 3,500 as of 2022. Current hardware development focuses on overcoming the limitations of VR headsets and sensors and increasing the immersiveness of haptic technology. 

			• Software 

			The standardized technical specifications for Metaverse implementations have not been widely adopted, and existing implementations rely primarily on proprietary technology. Interoperability is an important concern in Metaverse development, driven by transparency and privacy concerns. Nevertheless, there were several standardization projects for virtual environments. In a January 2022 interview with Wired, Second Life creator Philip Rosedale described metaverse as a three-dimensional internet inhabited by living people. Universal Scene Description is a  3D computer graphics replacement specification created by Pixar and supported by Blender, Apple’s Scenekit, and Autodesk 3ds Max. Technology company NVIDIA announced in 2021 that it would introduce the US dollar into its Metaverse development tools. OpenXR is an open standard for accessing virtual and augmented reality devices and experiences. It has been adopted by Microsoft for HoloLens, Meta Platforms for the Oculus Quest, and Valve for SteamVR.  

			

			1.1.2 Criticism and concerns 

			• Feasibility 

			In a February 2022 article for The New York Times, Lauren Jackson argued that the metaverse is “stalled from achieving scale by a lack of infrastructure for both hardware and software, a monopolistic approach to platform development, and a lack of clear governance standards.” However, others such as Nick Bostrom have argued that future technological developments, such as “more realistic computer graphics” and improvements in artificial intelligence, will continue to incentivize user engagement which will lead to the “normalization” of the metaverse. In December 2021, Raja Koduri, senior vice president of Intel, said that “Truly persistent and immersive computing, at scale and accessible by billions of humans in real-time, will require even more: a 1,000times increase in computational efficiency from today’s state of the art.” 

			• Privacy 

			For metaverses, information privacy is an area of concern because related companies will likely collect users` personal information through interactions and biometric data from wearable virtual and augmented reality devices. In addition, Meta Platforms (previously Facebook) is planning on employing targeted advertising within their metaverse, raising further worries related to the spread of misinformation and loss of personal privacy. In 2021, David Reid of Liverpool Hope University argued the amount of data collection in the metaverse would be greater than that on the internet, stating, “If you think about the amount of data a company could collect on the World Wide Web right now, compared to what it could collect with the metaverse, there is just no comparison.

			• Using Social Media with Poisoning and Problems 

			User-dependent and problems social media use is another concern. Internet search disorder, social media,  video gambling, mental and physical, such as depression, anxiety, and other various damage related to the sesfur-style style, such as an increase in the risk of obesity and cardiovascular disorder, etc. You can have a different impact. The meter can be used in the same way as “escape” from reality to existing Internet technology. Metaverse can expand the social impact of the online room and the digital alien room, or it involves the misuse of a general social media engagement strategy for manipulating the user using the reserved content.  

			• User security 

			Virtual crimes, such as sex abuse and other user security issues, are quite challenging with current social virtual reality platforms and may be similar in metabase. The possible presence of children riders on the metaverse platform is another concern as well as the possibility of poor children’s depression and loneliness. In February 2022, the BBC News and  Washington Post had a minor. 

			[image: Forensic-chain: Blockchain based digital forensics chain of custody with  PoC in Hyperledger Composer - ScienceDirect]

			Fig. 1.2 Chain of custody

			1.1.3 Social topic 

			In 2022, Guardian Keza Macdonald criticized the optimalism of a technology company that claims that metaverse is a deployment of jobs, prejudice, and discrimination. McDonald’s is hidden if they were not dominated by “a company and catastrophic capitalist who are trying to find more money because the resources of the real world are dizzy. It explained that it became more positive in the direction of development. Markessing Andreas Kaplan shows the experience of studying the second lifetime. 

			

			1.1.4 Fiction

			Snowfall accident, 1992 

			The term metaverse is a programmable avatar, using a metaphor of a real-world as a programmable avatar, interacted with Stephenson Science Fiction Fiction Roman Crash, interacting with each other in a cooked virtual room. Stephenson used terms to explain the success of virtual Internet reality. Neal Stephensons Metaverse is called a street, as an urban environment developed along a 100-meter road called Street. Virtual real estate is owned, purchased, and built by the Global Multimedia Protocol Group, a fictitious part of the Real Association for Computing Machinery. 

			Metaverse users access personal terminals that project a high-quality virtual reality display onto the goggles they wear or through grainy black-and-white public terminals in the booth. Users experience it from a first-person perspective. Stevenson describes the subculture of people who choose to maintain a lasting connection with the metaverse. It is called a “gargoyle” because of its grotesque appearance. Individual users will appear as avatars of all forms within the metaverse, but the size limit is only “to prevent people from walking about a mile.” Transportation within the Metaverse is restricted to what is real on foot or by vehicle. B. A monorail that runs the entire road length and stops at 256 express ports 256 km away and local ports 1 km away. 

			Completed Player 1, 2011

			Ready Player One is a dystopian sci-fi franchise created by Ernest Cline that depicts the landscape of a collaborative VR  called OASIS. The first novel was released in 2011, made into a movie in 2018, and the second novel was released in 2020. The franchise describes 2045 as suffering from an energy crisis and global warming, causing widespread social problems and economic stagnation. The main sanctuary for humans is a shared VR landscape called The OASIS, which is accessed using a VR headset and wired gloves. OASIS acts as both a large-scale multiplayer online role-playing game and a virtual society.

			1.2  Different Shapes of Metaverse

			•The term “metaverse” has become commonplace, but there are still many ways to conceptualize and define it.  

			•The Metaverse is shaped by the technologies used to access the metaverse, such as virtual reality (VR), augmented reality (AR), and brain-computer interface (BCI).  

			•Leading technology companies such as Apple, Google, Meta Platforms (Facebook), Microsoft, Niantic, and Valve are developing technologies that will shape the future of the metaverse. 

			

			Throughout 2021, the word “Metaverse” became commonly used, creating a lively global debate about what it meant, whether it already existed, and who owns it. But in 2022, there is still no clear definition of it. This was satirized on the tech website The Verge: “You may have read that metaverse replaces the internet. Maybe we should all live there. Maybe Facebook (or Epic, Roblox, or Dozens of small businesses) are trying to take over, and maybe it has something to do with NFT? “ 

			To investigate the possible impact of the metaverse, you need to understand exactly what it is. Definition attempts can be divided into three ways of thinking. 

			1.2.1 Metaverse in theory 

			1. Metaverse as a product or service 

			In January 2020, author and investor Matthew Ball published the most cited description of the metaverse. , Each has its own unique presence. “ 

			The metaverse is a product or service with seven core attributes such as persistence, synchrony, and interoperability. However, technology strategist Ben Thompson argues that this explanation isn’t really far from what the internet has already done, just “there’s a 3D layer on top.” 2. Metaverse as a place 

			The metaverse is also described as a place where users can connect, interact, and transfer themselves and their belongings between multiple digital locations. An example of worrying includes ROBLOX, EPIC Games’ Fortnite, or MANCEORE GAMES ‘CORE, such as the creator platform. 

			[image: 1-Inside the Metaverse]

			Fig 1.3 How a metaverse looks inside.

			2. Melato Metaverse 

			Recently, startup entrepreneurs received Shaan Puri with another definition and explained metaverse as time. In particular, our digital life-our online identity, experience, relationships, and assets are at the end of the first moment of meaning than our physical life. This point of view focuses on the focus of human experience and transitions to the social shift metabar instead of technical initiatives. 

			3. Actual metaverse  

			The third definition is compelling because it focuses on the person who actually creates and uses the metaverse, the human. Answering questions about what the metaverse looks like and how it feels, rather than considering the characteristics of the metaverse, is useful in predicting the waves of socioeconomic change that the metaverse may unleash. May prove the point of view. After all, the future is built by ruthless practitioners. I’m not an armchair theorist who “wanders the forest of my words.” And if it is correct for engineers to separate thinkers and builders in 2022, recent technological advances will create the first step of the year towards realizing the metaverse. Much progress has been made with ever-improving graphics processing units (GPUs), photo-realistic 3D engines, faster content generation with volume video and artificial intelligence,  cloud computing, and 5G spikes, more sophisticated and understood. Due to the blockchain infrastructure. But from a human experience perspective, one development stands out from all others. It’s Extended Reality (XR) technology. These include virtual reality (VR), augmented reality (AR), and brain-computer interface (BCI), which together are positioned as the next computing platform in their own right. XR is rapidly progressing towards mainstream adoption, and VR and AR headsets are expected to outpace global game console shipments as early as 2024. And, as with the introduction of personal computers and smartphones earlier, the widespread consumer adoption of XR headsets could revolutionize the human digital experience and provide an entry point for choice into the metaverse. .. The question of which XR technology will eventually become widespread is the subject of enthusiastic board discussions, corporate chessboard movements, and increased investment activity. 

			1.2.2 Today’s Metaverse: Virtual Reality as “Digital Escape.” 

			In the coming years, metaverse is expected to appear in the first place by virtual reality. META PLATFORMS (formerly Facebook), Microsoft, Sony’s latest high-quality presentation announcement is that a headset such as metacost or SONY PSVR will be a consumer’s decision to navigate interactive and social 3D environments have proposed. Virtual reality integrates digital presence sensations that many experts agree to create attractive experiences and stop. Mark Zuckerberg is already here in the form of Metaverse-Popular video games. Many technical experts expect a big game franchise in 2022: Microsoft 68.7 billion activity snowstorm and $ 68.7 billion of $ 3.6 billion bangie. The Oculus app (which will soon be rebranded as Meta Quest) surpasses the App Store this holiday season, with Meta potentially selling as many as 2 million VR headsets.

			

			This site holds the separation between our digital and physical selves. Virtual reality only replaces only certain aspects of human experience. Critics claim that it is a handful of VR equipment and content manufacturers to build railways, and the “wall garden” existing on the internet has been strengthened or further enhanced. This is in contrast to the future future future. Web support provides these. It should be an opportunity to support the user (or citizens) and content creators and intensify the Internet experience, management, and profitability. 

			[image: How AI will shape the Metaverse. As different visions of the future… | by  David Pereira | Dec, 2021 | Towards Data Science]

			Fig 1.4 How AI will shape the metaverse

			1.2.3 Augmented reality for improvement-Do not substitute-human experience 

			 “Many people talk about recent” meta base. “ 18 months zoom, Netflix, and DOORDASH should not compete with physical reality, and most people are no longer enjoying the experience. Instead, the metabars improve and replace the human experience. He is not the only person who clarifies this debate: Philip Rosedale, introduced in the second life, the online social platform introduced in 2003, has recently argued that metaverse is not “not all.” However, Niantics Vision is not completely covered with VR, and it does not completely replace the user’s visible field and is located in augmented reality (AR). AR supporters claim that future lights are based on physical and digital world synthesis. The latest funding rounds assessed $ 9 billion Niantic and suggested that at least some investors agree. The launch of Google, Snap, Nreal, and Tilt Fire’s latest and future AR products and the limitations they need to be able to overcome what they have to stand out indicate the possibility of AR. However, companies in the technical talent war and the moment of ARP’s iPhone may not be far. 

			1.2.4 Long-term Metro: Brain-Computer Interface, “Last Platform” 

			Maybe Metaverse Brain-Computer Interfaces (BCIS) flossing vision is included. All models of XR  rely on screens and traditional control systems, even if they are working with touch and smell sinks. BCIS is intended to replace the screen and physical hardware completely. Neuralink technologies have been attracted to the brain neurosurgery of the implant device in the brain simultaneously, and many potential consumers were recommended. Researchers have also used nervous interfaces to restore their ability among those who suffer from language loss and restore the story. In connection with metaverse, the game and technical valve announced BCI exploration and last year’s OpenBCI. Applications range from games to health care. After partnerships are expanded with Media Lab and Tobii, OpenBCI has recently increased funding to build a “spiritual operating system.” Success is an important step to vision, and this technology is really integrated into the human experience. 

			1.2.5 Danger of predicting technology development 

			Depending on the research, innovation, investment, and political ecosystems, there are various ways metaverse may occur. Attempts to predict the winner are notorious for being unreliable. As the metaverse materializes, it can expand into unpredictable experiences, and anyone who can claim to know for sure what will happen will have the flexibility of curious optimism. It may be missing.

			1.3 Metaverse Tokens

			Mark Zuckerberg has taken advantage of the fast-growing industry, but it’s never too late to do the same. Well, how do you do that? Also, do you need your business to be fully integrated with the metaverse? You can definitely take advantage of it, but all you can do is invest wisely in Metaverse Coin. Why wait for someone like Elon Musk to suddenly appear, announce his interest in the metaverse, and finally consider investing in the metaverse? That way, you’ll pay a premium for what you should have been able to buy at a low price. Is that crap? To avoid regret, we’ve put together a list of the top Metaverse coins you can buy in no particular order.

			

			 1. Infinity of ax 

			What is Axie Infinity? Axie Infinity is one of the most popular latest sales games on the blockchain. Get the game `Pokemon sounds a bell? Like Pokemon, Axie Infinity will not be managed by the Krypto market, Crypto-Geeks, and attractive NFT pet games leaned by Laity. 

			How does Axie Infinity work? Users can play games and collect  Axie tokens. It was a large-scale success, and people are said to have completed the work in the “Playtoern” lifestyle persecution. It makes it possible to use that brand in its meta. AXT tokens are converted to ETH and used to purchase NFTs on Axie Marketplace. 

			2. Sandbox

			Sandbox is a virtual world where players can build, own, and revenue game experiences in the Ether blockchain in Sand Token. The player can create digital assets in the form of an inappropriate token (NFT), upload them to the market, and integrate them into the game manufacturer. Do you know that the sandbox price increased and finally climbed from his new AllimateHigh in July 2021? Sandbox, confirm the factor to determine the price Sandbox Rocket is a rocket at the latest time ever in history?  

			 How does the sandbox work? Sandboxes provide creators with actual properties of creating non-warehouse tokens (NFTs) and rewards transactions such as transaction charges, such as transaction charges. You can build any great 3D game for free using a game maker. If the user can create, publish and sell users using VxEdit, you can create visually high-ranking games, so you do not need coding.  

			3. DecentralLand 

			Decentralland is a virtual reality platform that can buy packages from the country. You can develop charts by building everything you imagine and monetizing. The DecentralLand, established in 2017, is one of the earliest participants to build an ETHEDEE-based distributed virtual reality. Each property is 16 square feet, and only the 90601 package is available. 

			How does DECENTALALAND work? MANA, a native token promoting ecosystems, has a 2.2 billion yen delivery. Currently, there are 1.9 billion tokens. Get Metaverse opportunities and reserve this platform for gamers, creators, companies, enterprises, entertainment. If the target audience is large, the demand for coins is high. This will make DecentralLand an attractive purchase. 

			4. Gala 

			Gala is a blockchain game platform established by Eric SC Hiermeyer on 21 July 2019. Create a blockchain game ecosystem that can be traded by a combination of Global-level transactions and their own transactions by combining Unfinchable TOKENS (NFT). The purpose of Gala Games is to bring the game industry to a completely new level by calling the game control for the player. According to the platform site, Gala Games’ goal is to create a blockcap game that you want to play. 

			How does Gala work? Gala, Gala’s native utility token, is used for network governance, node operator incentives, and Ingame awards for players participating in platform games. In addition, it can also be used as an INMAME currency to get Gala Store NFT and assets. Finally, Gala enables the user to use your own NFT character when playing the game as a blockchain-intensive game platform.  

			5. Engine 

			ENJIN COIN (ENJIN) is an ERC20 token built on the Ethereum blockchain. It is designed to be a game infinite currency purchase. Asset values are also added. 

			It can also be used as a medium currency for buying and selling in-game items. In addition, Enjin’s platform has another feature, the marketplace. This feature allows players and developers to trade items created on the marketplace without a referral fee.

			How does the engine work? Enjin Coins (ENJ) can be used in “mint” to create in-game items or assets, such as medicines that add HP points and weapons. Also, ENJs can increase the stats of their in-game characters. He can also create a name, shape, or appearance for each character, including the number of items in the game. All of these have equivalent values for ENJ. 

			6. High Street (HIGH) 

			What is High Street Game (HIGH)? Do I have to work hard to live a decent life? Anymore! Many gamers are interested in this coin as High Street allows you to play and earn money. If you think the hybrid working model is cool, I’m sure you’ll like this coin. What makes High Street special? What sets it apart from other coins is its hybrid virtual experience model. Half physical and half virtual is interesting and NFT plays a big role in this platform. Many leading brands are connected to their products can be used as NFTs. 

			Users can purchase and own physical items. The platform also applies an intelligent binding curve to solve the liquidity problems faced by token holders. The thrill lies in completing quests and earning game tokens, making High Street a welcome investment. 

			7. Somnium Space 

			Who doesn’t like the 3D experience? Somnium Space offers its users a unique 3D avatar. This avatar is used in many NFT collections as the NFT industry grows. Most interestingly, the Somnium WebXR platform allows anyone to access every nook and cranny of the metaverse. So why is the Somnium space special? This project is unique in that you can create any scene you want and set a battlefield avatar in your plot. Most Metaverse projects are based on the Ethereum chain, but polygons support Somnium. 

			CUBE tokens are the driving force behind this platform, allowing players to easily transfer their assets. If you want to diversify your investment in Metaverse Coin, we recommend adding it to your portfolio. 

			8. Meta Heroes 

			Meta Hero worked with Wolf Studio to bring modeling and 3D scanning to the metaverse. Wolf Studio is the Big Four in the 3D scanning industry. The partnership allows extensive testing of many of our most popular games, like CyberPunk 2077. How does the NFT metahero work? The slick technology allows users to convert real-world assets into NFTs. If you thought a 4k HD scanner was the way to go, you might be surprised to learn that there are plans to upgrade to a 16k UltraHD scanner. 

			The utility token HERO can be used to scan and pay royalties. Create, print, and scan playable characters in the metaverse using our unique meta scanner. 

			9. Red Fox Labs 

			Having a virtual retail space will disrupt the current retail ecosystem, and tech company Red Fox Labs is doing just that. It aims to be a standalone metaverse platform that provides an immersive shopping experience. The company is doing this by combining Callinova Auction with gaming elements from RFOX VALT. So how do I get  Red Fox Labs tokens? Two tokens are included in the Red Fox Labs ecosystem for different operational purposes. While  VFOX tokens are created for rewards, RFOX tokens can be used to purchase virtual assets and land. In addition, the company is working on creating its own financial and gaming platforms (RFOX Finance and RFOX Gaming, respectively), which will be the universal platform for the metaverse. 

			10. Blocktopia

			Despite being a metaverse baby, Bloktopia is listed on popular cryptocurrency exchanges like KuCoin and OKEx. 

			Funded by major investors in the gaming industry. The game uses a state-of-the-art engine to create real-time 3D, providing a stunning visual experience in virtual reality. One of the few metaverse projects supported by the Polygon network. How to buy 

			Bloktopia tokens? BLOK real estate can be purchased through the NFT mechanism and offers a huge return of 60% per year when staking BLOK utility tokens. The game gets exciting as you progress through  21 levels. The first level, Spawning, and Auditorium, is the main checkpoint. This will definitely be an investment worth considering. 

			

			11. Star Atlas 

			Star Atlas is a blockchain game that works to create the best AAA gameplay. After the trailer was released, the game became a huge hit among gamers. Madness is real in this metaverse of Solana. So how do get Star Atlas tokens? The game has two token models where you can bet on tokens. Tokens can also earn rare in-game items by participating in battles and forming alliances while exploring other worlds. Built on Unreal Engine 5, a real-time cinematic experience awaits you. The game is in its infancy, so it’s a perfect time to buy and capitalize on early investors. 

			12. Metacity 

			Virtual Reality MetaCity is an NFT-based blockchain multi-game platform. This is the world’s first free earning (F2E) game, model. Also, there is a connection with the engine, so we propose Playtoon (P2E). How does metacity work? In MetaCity, players can perform various activities and receive in-game rewards. This allows players to obtain NFT real estate and trade items through cross-game. Mostly known as the metaverse version of Minecraft.

			13. Theta Network 

			Theta Network was created for video streaming purposes. As a distributed network, users can share peer-to-peer bandwidth and resources without third parties. The project was started in March 2019 by game and video industry experts Mitch Liu and Jieyi Long. So how does Theta Network work? THETA and ThetaFuel (TFUEL) are native network tokens and are used to power and manage the ecosystem. It aims to solve the problems of today’s centralized video streaming platforms by providing more efficient, cheaper, and more equitable services to participants. 

			14. Wax (WAXP) 

			Wax (WAXP) was launched in 2017 to evolve e-commerce transactions by making them faster, safer, and easier to use. Using the platform’s blockchain-based tools, WAX is a decentralized application that can also be used in marketplaces and NFTs. 

			How does Wax (WAXP) work? WAX blockchain is run on the delegated proof of stake (DPoS) consensus mechanism with WAXP as the ETH bridge between WAXE, the utility token, and WAXG, the governance token. 

			It is strongly secured against any kind of corruption. Moreover, token holders can directly produce the blocks and vote for system approval. 

			15. Ultra (UOS) 

			Ultra was developed as a video game publishing platform. It aims to provide game developers and gamers with more choices while solving the problems of traditional game publishing platforms. Players can earn UOS, Ultra’s native token, through the platform. In addition, gamers and developers can also benefit from Ultra’s advertising space services. What is unique about the Ultra? Ultra’s software download technology allows gamers to participate in beta tests, display ads, curate games, and play games to make money. In addition, game developers can grow their business with referral bonuses and rewards programs.

			[image: Enabling the hardware for the metaverse - Embedded.com]

			Fig 1.5 Enabling the Hardware for the Metaverse

			1.4 Industries disrupted by Metaverse

			“The best way to understand the Metaverse is to experience it for yourself, but it’s a bit difficult because it doesn’t exist yet,” (Mark Zuckerberg). 

			 Today, everyone talks about the metaverse as the next revolutionary trend that will change our digital life. However, the definition of the metaverse is not very clear, and everyone seems to have different opinions about it. Meta .. what? Originally, the name “Metaverse” came from Neil Stephenson and his original 1992 cyberpunk novel “Snow Crash.” The term metaverse was “open to the public via fiber-optic networks around the world” and “painting place”. -Reality glasses are projected. In this way, developers can build a non-existent reality where 3D rules are ignored, and avatars meet in a virtual 3D environment. In addition, the term metaverse has been mentioned many times by Mark Zuckerberg, CEO of the rebranded Meta (formerly known as Facebook). In fact, in the Facebook Connect keynote, Zuckerberg’s implications for the Metaverse concept are very different from what he gave Stevenson in his science fiction novel. Still, the company’s new name was announced for the first time. However, some online games such as Fortnite, Minecraft, Roblox, and other online venues have already created a “real metaverse” consisting of extensions (AR) and virtual reality (VR), 3D holography, avatars, and video. Perhaps without even knowing what the concept of the metaverse is. So what does this super-real world called “Metaverse” mean?

			[image: We Have All the Time in the Virtual World: Why Brands Must Play the Long  Game in the Metaverse - Advertising Week]

			Fig 1.6 Metaverse World

			1.4.1 More immersive and embodied internet 

			“The best way to understand the Metaverse is to experience it for yourself, but it doesn’t really exist yet, so you need to be a little careful,” Zuckerberg said in a Facebook Connect keynote. In addition, he described the metaverse as “a more immersive and embodied Internet.” “You will be able to do almost anything you can imagine. Meet friends and family, work, study and play.”, Shopping, Creation — Metaverse looks like an incredible sci-fi fantasy place. However, the terms are still vague and difficult to understand and even imagine. Social space with shared avatars? A virtual world where interacting avatars live? People on social media are recognized by their username, but in the metaverse, they are represented by customizable avatars that move, talk, and interact. Like what we’ve already seen in online games, the metaverse is a permanent virtual world in which these VR avatars live and act throughout an online session while being supported by various virtual reality technologies. The metaverse is still an ideal and ongoing environment, but it can take five to ten years for the main functions of the metaverse to become mainstream and fully realized. Nevertheless,  the Metaverse aspect is already used in our “online life” such as B. Ultra-fast broadband speeds, virtual reality headsets, and we are always connected to the online world. You are (think of you as having an internet connection to read this article).
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