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VWWas ist dieses ‘Metaverse'?




Was verstehen die Medien als Metaverse!?
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Was versteht die Wissenschaft als Metaverse!?
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Technical Components Social Components
Paper Definition (direct quote) vw | P DI | sMm 1 SE | ES | PS | SI E
Metaverse refers to a kind of virtual reality that provides users with experiences
Technical Components Social Components Shin (2022) to become part of extended worlds. [..] It is generally viewed that metaverseisa | X X
current XR as metaverse is designed as an extension of the real world. (p. 69)
Paper Definition (direct quote) p | or | sm se | Bs | s | st | E Shin and Kim Metaverse is best defined as a 3D virtual space, in which numerous people can | x| x
(2022) inhabit, migrate, and make use of as a virtually physical environment. (p. 2)
e - —— p—
T: d Gorgili oo .
Akouretal, (zozz) | AloWing a more interactive environment in educational settings. The metaverse X x (aory B | No definition provided X | x| x b3 X [ x| x
- is an expansion of the synchronous communication that embraces an effective
number of users to share different experiences. (p. 1) Metaverse is a podium of user mesmerizing interactions in the virtual world with
Metaverses] are collective, online, persistent, three dimensional virtual worlds Tayaletal. (222) | the support of the Intemet, software, and hardware required to create the x X
Ayiter (2012) in which (unlike their gaming counterparts) all content is user-created. (p. 296) X X exceptional immersive user experience. (p- 1597)
Metaverses are wlly used for shring information, ceatng personal virua Vomuactal. | Metaverse s computer-generatd wordin which poplecan shareand interac | X
Boughzala etal. images (avatars), and manipulating virtual objects. They are immersive virtual x X ywere I Cieres wor
(2012) worlds (VWs) in which avatars interact with each other and with software agents. Metaverse is defined as an immersive and shared virtual world that allows
(b.715) Vidal-Tomés different activities for its users, which are represented by avatars. One of its main
features s econmmc governance and metaverse commerce, since this virtual [ X X X X X
Bourlakis et al. rse by adding new x X | x (2022) world has its own economy and currencies with which users can trade any ftem.
dimensions and domains for economic, social and Teisure activities (p.137) .2 Yy Y ttem.
Braud etal (2oaz) | Metaverse i characteised as a colletion of pesistent virtual worlds over which X Metaverse is a colletive virtual shared space, including the collection of virtual
users can share experiences at the intersection between physical and digital. (p. 1) workds, expanding rality and the Internet. I ves  variely of new genration
Metaverses are immersive three-dimensional virtual worlds (VWs) in which information achieve of
people interact as avatars with each other and with software agents, using the Wangetal. (z020) | technology, individual, organizaton, producton, e mual interaction, | X | X | X x [ x| x| x| x|x
‘metaphor of the real world but without its physical limitations. [...] Metaverses ote) entertainment, economy, a new immersive network social form,
provide virtual team members with new ways of managing and overcoming L which is parallel and mﬁermmgled wnh human society, and can be shared
Davis et al. (2009) i i ion. [...] X X X X 3)
metaphor of information technology to being a model of the real world and an Metaverse is the et acesed v VR and AR gases, which s boen
extension of users s actors. Metaverses exemplify this concept by allowing for a Yangetal. (2022) X
f 2l l: fc ki
Z:f.::ﬁe o a;n]vmes including play, information seeking, team interaction, and W¥GGive i i & minhlodeof yirtial iuehls that b ‘mobile computing platforms. (p )
here are human bei ing and interacting with Metaverse is a new sort of technological revolution that connects science and
Metaverseis s combinaton of peristnt, mult-wer, shred, 9D virtual spaes foming to be called “The Metaverse”. (p. 4) Yue (2022) human awareness. Metaverse [..] is the possibility for a new economic space to x x
. . ‘togethet to create a unif
:’1‘“?2‘;‘“’ and Cresei | (% perpetual virtual universe. Users enter v ‘metaverse with avatars, who can x | x X x | x X imensional, immersive virtual world that allows real time arise, and it s eritical o social networking. (- 41)
interact with each other and with the items, applications, services, and businesses feation and content creation by users. (p. 283) Zhaoetal (zozz) | Metaverse is a visual world that blends the physical world and digital world. |
that the metaverse contains. (p. 281) ) (. 56)
open, untethered, immersive environment that fools their
Dionisio et al. [MeI.Averses] are persistent m:l.line cmlv\p\llerrgel?euled e.'nvimnm.en's where into believing that the traditional barriers of time and space Total ) of 88% | 28% | 22% | 22% | 72% | 56% | 48% | 15% | 93% | 19%
faory multple users in remote physical locations can interact in real time for the X X X p. 116) et = 323 e =27 | @8) | @) | @) | @ | @3 | G5 | G2 | @ | @5 | &)
purposes of work or play. (p. 34:1)
- O — - il simulation that paricipants interet themselves with N
Wikipedia: “a collective periences or creating the second life in a 3D Table 1. Augmented Concept Matrix,
virtualshared space, created by the comvergence of virually enhanced physial imit; and space limitation by themselves. (. 429)
Falchuk et al. reality and physically persistent virtual space, including the sum of all virt - - - Dimensions (left to nym Virtual World (VW), Persistency (P), Distributed Infrastructure (DI, Synchronous Multi-User Facilitation (SM), Immersion (I);
- worlds,augmente relty,andthe Intenet” Wo uso thetem scil memverse x | x x x | x an_interoperated persistent network of shared virtual if-Expression (SE), Economic System (ES), Political System (PS), Social Interaction (S, and Entertainment (E)
(2018) 10 dosetibe the above Suits of virtual realitios in which a urpose & people can interact synchronously through their avatars with
Socalsation and Intoracion with ther avatars — nchuding both players and non: s, (p. 142)
player characters (NPC's). (p. 53) fers to an immersive, three-dimensional digital space. < % x| x
Gadatcal. . N M ‘02 virtual world where people can live, work, and play. (p. 1) r
3 an alternative platform for human interaction in the virtual
latform hlds few restrctons in changing the surrounding - -
appearance o platc
G TERTGTEL o evon dovtins o ook . the meraverse vd. (o)
Metaverses are 3D computer generated environments which users, often called
residents, populate through the proxy of an avatar. They allow people to interact
i i in new ways. [. i i i i
Oliver etal. (2010) | (0" ctivities and engage in pursuits which run the gambit from setting up their x [ x| X x
own bsines through staing o collboratve thesrcl nsallton o simply
playing a traditional computer game. (p. 305)
Metaverse has been defined as a dxgmal, or clectronic representation of our real
world. In these representations people can interact freely using the metaphor of
Orgazetal. (2012) |y eir veal lives in a non-limited world by physics, age, sex, or other real world & x
istics. (p. 1)
(VWs)
Owens etal. (2011) | interact with each other and their environment, using the metaphor of the real X X
world but without ts physical limitations. (p. 74)
f:g;g‘)a““‘d“ etal. | N definition provided X X x x
Park and Kim Metaverse is best defined as a 3D virtual space, in which numerous people can ]l xl x| x| x]x
(2022) inhabit, migrate, and make use of as a virtually physical environment. (p. 4211)
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Ein moglicher Losungsraum: Eine Technologie-Perspektive
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Connectivity
Interaction

User Autonomy

s MIETAGON

- Virtual World-

Immersion

J

. Technologische Aspekte wie
Physische | sicherheit oder Immersion sowie
Welt die Konnektivitat

I
Okonomische Aspekte zur
Inter- Abbildung von organisationalen
sektion Aspekten wie einer Wahrung und
K der Interoperabilitat
I
. Nutzungserlebnis und das Erleben
Virtuelle des Nutzers, was die Interaktion,
Welt seine Autonomie und alles rund um

(Serious) Fun ! "T“Um Interoperability

Creator  Transactional
Economy Value

das Spielerlebnis dreht

Basierend auf: 30 Interviews, 29 Umfrage-Teilnehmern und der Evaluation aus 31 Plattformen
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Aber wie kann man diesen Lésungsraum fullen?
Beispiel 1: Decentraland Beispiel 2: Pokemon Go
User Interaction User Interaction
User Autonomy Cyber Security Lot User Autonomy
Connectivity . Serious Fun
Creator Economy

Cyber Security
Connectivity Serious Fun
Immersion ::::.'.::""'"""""""".."' Creator Economy Immersion
Interoperability Transactional Value Interoperability Transactional Value
Dr. des. Edona Elshan & Fabian Tingelhoff 02. Mai 2023
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Wie stiften Unternehmen
Nutzen fUr End-Nutzer

im Metaverse!




Was fliir Nutzer-Werte konnen im Metaverse entstehen?
> Nutzer-Perspektive

Basierend auf: 69 YouTube Videos (22:19h lange, >67 Millionen Aufrufe)
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Was fliir Nutzer-Werte konnen im Metaverse entstehen?
> Nutzer-Perspektive

} Manager sollten die Entwicklung von zuganglichen und benutzerfreundlichen Schnittstellen
priorisieren.
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Was fliir Nutzer-Werte konnen im Metaverse entstehen?
> Nutzer-Perspektive

Manager sollten Funktionen und Werkzeuge schaffen, die die soziale Interaktion und Kommunikation
verbessern und ein Gefuhl der Zugehorigkeit und des Engagements fordern.
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Was fliir Nutzer-Werte konnen im Metaverse entstehen?
> Nutzer-Perspektive

Manager missen proaktiv ethische, rechtliche und regulatorische Herausforderungen angehen, um
eine funktionierende Umgebung sicherzustellen.
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Was fir Nutzer-Werte kdnnen im Metaverse entstehen!?

- Unternehmens-Perspektive

Herausforderungen Potenziale

Sozial

]

Nutzer

Technologisch
o
Organisation

Nutzer-Wert
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Wie konnen Unternehmen

erfolgreich ins Metaverse
expandieren?




Wie konnen Unternehmen ins Metaverse eintreten?

hoch
Kapital- .

mittel
aufwand I

gering
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|

I Metaverse

| Game
Metaverse |
Experience

C - Connected]
i I -Product
Metaverse
Space | I
NFTs | Metaverse
I 1 Events
: C )
Digitale | |
Produkte I I
gering mittel hoch

Komplexitit des
Angebots
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Wie kénnen Unternehmen ins Metaverse eintreten?

Start

Schltsselfragen

Das Unternehmen
erzeugt Wert ... Produkte
durch...?

... Services ... Erfahrungen

Steht der Vertrieb
oder die Werbung im Vertrieb!
Vordergrund?

Vertrieb!

Ist das Angebot simpel

in die virtuelle Welt

Ubertragbar?

Digitales Connected Metaverse Metaverse Metaverse Metaverse Metaverse
Produkt Product Event Space Experience Experience Experience

Basierend auf: 65 Metaverse Business Cases
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Wann sollte ein Use-Case ins Metaverse ubertragen werden!?

Entwicklung eines Metaverse Use-Case Assessments zur Bewertung, ob C I f e n O

Business Use-Cases sich fur ein Metaverse-Engagement eignen

E E Mit lhrer Hilfe wollen wir folgende Meilensteine erreichen:

" * Untersuchung einzigartiger Metaverse Dimensionen und deren
i 'E e Einfluss auf Business Use-Cases

e e e 20T o * Ableitung von Implementations-Richtlinien auf Grundlage der
E Metaverse Dimensionen
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Treten Sie doch gerne mit uns in Kontakt!

Dr. des. Edona Elshan Fabian Tingelhoff

Projektleiterin Innovation Consultant

edona.elshan@unisg.ch fabian.tingelhoff@unisg.ch
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