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Design Thinking

Y/ PESIGN THE RIGHT THING | B  DESIGN THINGS RIGHT

PROBLEM DEFINTION

PROBLEM SOLUTION

Solutions that Work
& Receive Feedback

Insight into
the Problem

Scope down Potential
the Focus Solutions

https://en.wikipedia.org/wiki/Double_Diamond_(design_process_model)
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BlGdata Decision

BIG DATA ANALYTICS DECISIONS

-
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Prescriptive
analytics

Predictive
analytics

Diagnostic

analytics

https://www.scnsoft.com/blog/4-types-of-data-analytics
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Some key historical moments of
Metaverse

* Origin
* Neal Stephenson’s novel Snow Crash in 1992
* Thinking
* Metaverse Roadmap, 2007
* Visualized
+ Steven Spielberg’s film Ready Player One in 2018
* Qasis
¢ Action
* Facebook = Meta, October 28, 2021
* Nvidia Omniverse. “The metaverse is coming” (Jensen Huang, 2021)

Neal Stephenson’s “Metaverse”

* Anurban environment
* The Street
* Owner of the virtual real estate: Global Multimedia Protocol Group
* Access provider: Through L. Bob Rife's global fiber-optic network
* Users gain access to Metaverse through:

* personal terminals

* low-quality public terminals in booths.
* Gargoyles
* User experience

* First-person perspective.

* Through avatars of any form

* with the sole restriction of height
* Transportation within the Metaverse is limited to analogs of reality by foot or vehicle, such as the
monorail that runs the entire length of the Street

https://en.wikipedia.org/wiki/Snow_Crash
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Deloitte Services v IndustriRCARIEEILH
* Deloitte's Unlimited Reality offering helps clients harness next generation

strategies, tools, and technologies to create and connect virtual worlds for
industrial, workplace, enterprise, and consumer contexts.

¢ Our new Dimension10 Studio provides both a physical and virtual
destination, an innovation space where Deloitte professionals and clients
can develop and test break-through capabilities that leverage virtual worlds
powered by enabling technologies (e.g., Al, blockchain, 10T, AR/VR, 5G) that
require the most advanced computational infrastructure and skills.

* Deloitte's Unlimited Reality offering allows clients to explore, and even
simulate, cross-industry Artificial Intelligence use cases outlined in "The Al
Dossier”in a virtual world to accelerate the innovation cycle.

¢ The Unlimited Reality offering and Dimension10 studios will extend
Deloitte's collaboration with NVIDIA, leveraging our Deloitte Center for Al
Computing and the power of NVIDIA's Omniverse Enterprise platform for
Press releases 3D design collaboration and virtual world simulation.

Deloitte Launches Unlimited Reality: An Experience

and Impact Offering for Virtual Worlds

Differentiated set of offerings, including a studio and innovation
space, is designed to help educate, inspire, accelerate and execute
on client goals for the metaverse

° ° o ° @ | (é)saveforlater
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S22 Walmart is quietly preparing to enter the metaverse

Walmart is quietly pr

the metaverse

PUBLISHED SUN, JAN 16 2022.10:32 AM EST

Lauren Thomas
ELAURENTHOMAS

KEY
POINTS

* Walmart appears to be venturing into the n
cryptocurrency and collection of NFTs.

® The big-box retailer filed several new trade
intent to make and sell virtual goods.

* In a separate filing, Walmart said it would o
non-fungible tokens, or NFTs.

UPDATED TUE, JAN 18 2022.9

SERIAL #:
97197301

OWNER:

USPTO TRADEMARK APPLICATION

SERIAL #:
97197298

FILING DATE:
DECEMBER 30, 2021

OWNER:
WALMART APOLLO, LLC

The praphic repeesets only a portion of the application. For the full pplic

FILING DATE:
DECEMBER 30, 2021

WALMART

IC 036: Financial services, namely, providing
a digital currency and a digital token of value
for use by members on an online community
via a global computer network

WALMART

IC 035: On-line r
namely, electroni
décor, toys, sporting goods, outdoor recreation, health, beauty and
personal care products, houschold essentials, apparel, patio, garden,
lawn care and landscaping products, home improvement products,
grilling products, entertainment recordings, video games, books
and publications, musical instruments, office supplies, arts and
craft supplies, holiday and celebration supplies, jewelry, and pet
products

vices featuring virtual merchandise,

indoor and outdoor furniture, home

visit bitps. /s uspto govécaseNumber ype=SERIAL NO&searchType=statusSearch

€h

Daily Business Briefing >

¢ New York Eimes

Microsoft will buy Activision

Blizzard, betting $70 billion on the

future of games.

With the deal, the largest in the software maker’s history,

Microsoft will acquire Activisions huge pool of users and access

to some of the world’s most popular games.

popular titles — and an employee 1

lt over accusations of sexual harassment

e maker of Call of Duty, Microsoft will inherit hugely
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VOGUEBUSINESS

TECHNOLOGY SUSTAINABILITY COMPANIES FASHION RETAIL BEAUTY DATA EVENTS ADVANCED

MAR 23, 2022

Metaverse Fashion Week is here!

Dive into four days of runway shows, after parties, shopping, panel talks, and more.

M vecentraland e WA

TECHNOLOGY

:
e ok oo o e sormnmonsecars . WV 1AL fAShion week
of March 24-27, Metaverse Fashion Week will be bursting at the seams with runway shows, after-parties,

s o o e s ot g looks like in the
metaverse

With 60+ participating brands, artists, and designers, #MVFW22 is a milestone event in the global

! fashion industry. A combination of legacy luxury fashion and digital-native brands will showcase their

Just after fashion month in the physical world, Decentraland will
host a four-day digital fashion week replete with virtual shows,
stores and events. Here’s what to know now.

BY MAGHAN MCDOWELL

FEBRUARY 2022

d2CNBC Search quotes, ne

= MARKETS BUSINESS INVESTING TECH POLITICS CNBCTV WATCHLIST CRAMER PRO#@

PROSPECTU El INVE

RETAIL

Best Buy could cash in from rise of the
metaverse, analyst says

PUBLISHED MON, JAN 31 2022.1:11 PM EST | UPDATED MON, JAN 31 2022.6:35 PM EST

Melissa Repko siare £ W in M
e @MELISSA_REPKO
KEY ® Best Buy could be a beneficiary as more consumers and companies dive into the
POINTS metaverse, according to a research note on Monday by Loop Capital Markets.

® The consumer electronics retailer could see a “massive PC upgrade cycle” and a
jump in sales of virtual reality headsets, microphones and other equipment, said
Managing Director Anthony Chukumba.

* Loop said it based its views on a conversation with an unnamed CEO and venture
capitalist who specializes in NFTs, blockchain, decentralized finance, gaming and
the metaverse.
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Metaverse mortgages are being issued to buy virtual land —
and one of the first ever was just signed for a property in

Decentraland

Phil Rosen 8 hours ago

Y TerraZero

VIRTUAL REAL ESTATE

Building Decentralized,

Anti-Hype and
Cooling Off




o F2(oflolE|Eet X|AQ| 7|sX Z2t=0|M

=
Ofo
N
Lo
oi

Our Services  Investing Basics v Stock Market v  Retirement v  Personal Finance v  About Us v Latest Stock Picks

The Motley Fool

Join Over 1 Million Premium Members And Get More In-Depth Stock Guidance and Research

Mark Zuckerberg's Metaverse povein ity |
Vision Is Costing Shareholders
Dearly. Can the Stock Survive?

By Keithen Drury - May 11, 2022 at 6:45AM (3.55%) $6.78 $198.02

May 13,2022, 3:39 p.m. ET

$5188

KEY POINTS
Meta Platforms' revenue is still growing, but profits are falling.
The stock has a low valuation compared to other companies.
A recession could hurt Meta's only profitable business segment.

Motley Fool Issues Rare “All In" Buy Alert

TECHSPOT Qwen. O Q

TRENDING ~ FEATURES ~ REVIEWS  THEBEST  DOWNLOADS  VIDEO  PRODUCTFINDER  FORUMS

[rois T icscoc T vere
Meta axes projects at Facebook Reality Labs, the
division behind its metaverse push

It's not clear which projects are being shuttered

By Rob Thubron May 12,2022, 7:37 AM

What just happened? Is Meta's dream of a metaverse turning into a
? The has d it will be making cutbacks within

the Reality Labs division, the business that is focused on Meta's hardware
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yahoo/finance

There's 'a very big question’
surrounding the metaverse, early
Facebook investor Reid Hoffman says

9 BrianSozzi - Anchor, Editor-at-Large
Tue, May 10, 2022, 6:55 AM - 3 min read

In this article:

FB w Performance Outlook ®
+384% Watchlist ~ @2w-6w Qsw-sm @sm+

Meta (FB) may be too early on investing so much to build the metaverse, says

early Facebook investor Reid Hoffman.

"Metaverse is one of the [technologies] where it's inevitable it happens, but
when and how is a very big question,” the LinkedIn founder and "The Startup of
You" author said on a new episode of Yahoo Finance Presents (video above),
later adding: "I don't see the signs yet that tell me that the metaverse is going

to happen.”

CN ET Your guide to a better future Tech Money Home Wellr

iPod Creator Tony Fadell Isn't

IGIE[] DontcallTony Fadell an Asshole—He Prefers ‘Mission Driven’

Buying the Metaverse Hype [ think the metaverse is wrgng. Yes, there are incredible uses for
AR, VR, and XR—if they're focused on a certain task. But in the
We need to fix the problems that already exist on virtual world, the meta world, whatever you want to call it, |

today's social platforms, he says.

*ﬁ Lisa Eadicicco

can't look into your eyes, I can't see your face, to build trust and
areal personal connection. There’s no dancing in the virtual
world when people don't even have bodies. When I'm actually
with someone, my hair stands up on the back of my neck,
because my body has a sensor for that.

sminread P

But there's another reason I say fuck the metaverse. We have
scarce brains, scarce resources, and very scarce time to fix the
climate crisis.
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Definition

What is the Metaverse anyway?

Based on:

8 Taylor. Francis Online

Home b All journals b Journal of Interactive Advertising b List of Issues » Volume 2 3 b Advertisingin the Metaverse: Research A

Journal of Interactive Advertising >
Volume 21, 2021 - Issue 3

ieractive
sing

tverts

19,639 ) Listen | >
2 Advertising in the Metaverse: Research Agenda
Jooyoung Kim &

Y o

66 Download citation B https/doi.org/10.1080/15252019.2021.2001273

Article metrics as of 5/13/2022

Routledge

Taylor & Francis Group

2021, VOL 21, NO. 3, 141-144

JOURNAL OF INTERACTIVE ADVERTISING é
hitps:/idoi.org/10.1080/15252019.2021.2001273

Advertising in the Metaverse: Research Agenda

Jooyoung Kim

Department of Advertising and Public Relations, Grady College of Journalism and Mass Communication, University of
Georgia, Athens, Georgia, USA

Metaverse is a term that has been gaining traction in the tech world since 2020. The term metaverse, a
three-dimensional virtual world inhabited by avatars of real people—and coined by Neal Stephenson in
his novel Snow Crash (1992)—became one of the hottest tech terms in 2021. In fact, a Google Trends
search shows the term has been actively searched since early 2021, starting around the time when
Roblox went public on March 10, then when Nvidia CEO Jensen Huang said in April that the
company’s next step was to create a metaverse (Shapiro 2021), and when Facebook CEO Mark
Zuckerberg announced his decision to rebrand the company with a new name, Meta, on October 28.
Zuckerberg also stated the change would come with a new logo (an infinity sign) and even a new stock
ticker, MVRS (Kelly 2021).

Some critics say that the metaverse is a vague concept or simply “the feel-good place of the exciting
future™ created by tech giants without enough applications of it that are useful to users (WORT 89.9FM
Madison 2021), or that it is simply a fantasy world created by the powers that be to control our lives and
drive us to the “black hole of consumption” (Bogost 2021). Many others, however, believe the
metaverse is not a buzzword but an evolution that is already under way (Lee 2021). In fact, the
metaverse is not a new concept that tech companies are just now beginning to actively consider. The
Metaverse Roadmap, published in 2007 (Smart, Cascio, and Paffendorf 2007), predicted that the
Internet in the 10 years that followed would see “an all-encompassing digital playground where people
will be immersed in an always-on flood of digital information, whether wandering through physical
spaces or diving into virtual worlds” (Terdiman 2007). The prediction was not simply fantasy but based
on the emerging technologies that were already being developed. The Metaverse Roadmap team in
2007 identified the four main scenarios of the metaversal world: augmented reality, lifelogging, virtual
arld:

and mirror avardde In lace than 15 yaare laading tach now cea th ies t
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Defining the metaverse

Core Elements

* Virtual Environment
* Embodied Actors

* Immersion

* Concurrence

* Interactivity

* Interoperability

* Continuity

Definition of metaverse

Table 1. Current definitions of the metaverse

Defining Elements Used
Source Definition
VE JA I0 IM CC CN EA
Smart et al. The convergence of 1) virtually enhanced physical reality and 2) physically persistent virtual ) S D
(2007) space. It is a fusion of both, while allowing users to experience it as either.
The space where virtual space and the real world actively interact. Also, it is another world
B
§e0(2008) 2+ is an intersection of the virtual world and the real world embodied by 3D technology. O e e e °
S Metaverse literally means a universe beyond the physical world. More specifically, this
Donisioetal. | . - " il i S =
@013) ‘universe beyond” refers to a computer-g world, it from p o
or spiritual conceptions of domains beyond.
A group of virtual shared spaces that makes up a universe, where the users choose their
Srushti IMX avatars, build homes and businesses, conduct meetings, attend classes, find partners, raid 3D 0 o o o o ) 0
(2018) villages, invade planets, fly to the sun, and do all sorts of real-life impersonations and
impossible stuff on a computer.
Herman & .
Browning (2021) A fully realized digital world that exists beyond the analog one in which we live. o o
Coltins (2021) :m n:assn‘: virtual world where millions of people - or their avatars - will interact in real o o o
Caufield (2021) A shared virtual 3D world, or worlds, that are interactive, immersive, and collaborative. 0 o 0 o
A massively scaled and interoperable network of real-time rendered 3D virtual worlds which
S can be experienced b 1y and persistently by an effectively unlimited number of
Ball 2021) users with an individual sense of presence, and with continuity of data, such as identity, 0 0.0 N 9 9 it
history, . objects, and payments.
Brown (2021)  The metaverse refers to an immersive digital environment where people interact as avatars. 2] 0 o 0
The “metaverse” is a set of virtual spaces where you can create and explore with other
Meta (2021) people who aren’t in the same physical space as you. The metaverse isn’t a single product 0O o o o o o
one company can build alone.
. An interoperated persistent network of shared virtual environments where people can
)
Kim Q02 ioteract synchronously through their avatars with other ageats and obiects. 0 00 e 0 00
Notes.
o VE = Virtual Environment, JA = Interactivity, I0 = ity, M =1 ion, CC = C: CN = Continuity, EA = Embodied Actors

® A capitalized O indicates the element or its synonym (e.g., = ) was used. A 1

O indicates the element was implied, though not

used, in the definition. E.g., For interoperability: convergence (Sman'e( al. 2007), intersections (Seo 2008), 2 group of virtual spaces (Srushti IMX 2018),

shared worlds (Caufield 2021), set of virtual spaces (Meta 2021).

“An interoperated persistent
network of shared virtual
environments where people
can interact synchronously
through their avatars with

other agents and objects.”
(Kim, 2021)
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Metaverse is about “connections” simulated

in reality

* Things and places
* Nvidia Omniverse
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ACTORY DIGITAL

* People
* Meta Horizon World

Metaverse Ecosystem Diagram
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How
“communication”

happens in the
metaverse

Structure & Function of
Communication in the Metaverse

Communication models

NOISE

Behave
COMMUNICATOR Encode 4= m e

Decode

L. e
As

Field of

Experience

Behave

Encode COMMUNICATOR

O EfE A2

Decode r

B's
Field of
Experience

CHANNEL(S)
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My Avatar Friend’s Avatar

Real me Real friend

Theoretical Perspectives

* Embodied source — not only for presentation but also for engagement
* Proteus Effect

* Presence, co-creation, imagination = Interactivity - Engagement >
Communication effectiveness
* Not always the case. Less is better, per media and engagement type
* Immersion
* The ability of a medium to provide users with multiple layers of sensory cues (Steuer, 1992)
* Depth and Breadth
* Somatosensory cues (additional s to 3s2t)
* How we perceive our body = embodied interactions with message and agents
* Presence

* Sense of being there
* lllusion of non-mediation (Lombard and Ditton, 1997)
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Cautions

@ wireD
Big Tech Needs to Stop Trying to Make Their Metaverse
Happen

The Metaverse is a fuzzy concept: It entered dictionaries via Neal
Stephenson's 1992 dystopian sci-fi novel Snow Crash, where the Metaverse
is.

1 day ago

(D) RetailWire e

|
Is the metaverse a bubble waiting to pop? — RetailWire {

The metaverse is the collective, persistent, parallel reality created by the
stitching of all virtual worlds to form a universe that we can

6 hours ago
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@ USAToday
FY 3
gmakeit s owr wom ue oo Sexual harassment in the metaverse? Woman alleges rape

She pays $1 NN in virtual world

—take alook inside from foreclosure

Awoman in the UK. wrote
sexually harassed and

1 day ago

HEALTH AND WELLNESS

‘This is creating more loneliness": The
metaverse could be a serious problem
for kids, experts say

Published Mon, Jan 312022:9:00 AM EST

‘THE WALL STREET JOURNAL. Subscrbe | Sinin

Tech Markets Opinion

e Tom Huddleston Jr.
suaee § W

Come the Metaverse, Can Privacy Exist?

Inimmersive w

technologies will siphon up data at an increasingly granular level—a person's gait, eye movements, emotions

and more—put!

r strain on existing safeguards ‘

THE CONVERSATION

Academic rigor, journalistic fair

COVID-19 Arts +Culture Economy +Business Education Environment + Energy ~Ethics +Religion Health Politics + Society Science + Technology

1. A boundless marketplace
2. Data
3. User interactions

The metaverse: three legal issues we need
to address

February 1, 20229 44am EST

CKA/Shutterstock

https://theconversation.com/the-metaverse-three-legal-issues-we-need-to-address-175891
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