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= TIME Davos 2023: Coming Together e SOMPO  AND CIRCLE SIGN IN Q
< DAVOS 2023: COMING TOGETHER

How the World Economic Forum Plans to
Bring Leaders Together in the Metaverse

The Forum, in partnership with Accenture and Microsoft, unveils a working prototype of its metaverse Global Collaboration Village.
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Is the metaverse already dead?

Six reasons why excitement over the metaverse is already fading—and (spoiler alert!) a
note of optimism at the end.

[Source image: LuckyStep48/Getty Images]

CRACKEN 5 MINUTE READ

This story is from Fast Company’s new Plugged In newsletter, a
weekly roundup of tech insights, news, and trends from global
technology editor Harry McCracken, delivered to your inbox every
Wednesday morning. Sit f




We always overestimate
the change that will occur
in the next two years and
underestimate the change
that will occur in the next
ten.

Don't let yourself be lulled
into inaction.

Bill Gates
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3 The metaverse is a vision for the future of the intérnet,
w7 where the boundaries between the digital and physical

1 worlds are blurred, and users can explore new forms of
4 social, eco omic, and creative activity.
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Metaverse
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Consumer Metaverse

e Gaming

e Entertainment

e Events

e Social interaction

e EXxperience
e Buying & selling goods/services

Source: Blue Shift Institute research
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Enterprise Metaverse Industrial Metaverse

e Training & education ¢ Design & development
e Meetings e Simulation & optimization
e Collaborative working e Operational improvement




Metaverse

XR + Al + Blockchain + 3D + loT



Extended Reality (XR)

AR, MR & VR



From disc...



- ..to space
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Virtual Reality (VR)
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Augmented Reality (AR)




AR in Google Suche

Suche nach «great white shark»

«View in 3D»

«Bei mir ansehen»

06:59 @ @& G& © - NRO®LJN

OVERVIEW VIDEOS PEOPLE ALSO SEARCH FOR

The great white shark, also known as the great white,
white shark or "white pointer’, is a species of large
mackerel shark which can be found in the coastal
surface waters of all the major oceans. Wikipedia

Meet a life-sized

great white shark
up close. 4

@ Viewin 3D

Mass: 520 - 1,100 kg (Adult)
Class: Chondrichthyes
Family: Lamnidae

Scientific name: Carcharodon carcharias
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Mixed Reality (MR)




XR

Extended Reality (XR)
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Reality Reality

AR MR VR

Augmented Reality Mixed Reality Virtual Reality




Presence

Feels real




3D Data

e User interaction in 3D

Data / Objects in 3D

* Avatars

Spatial understanding




Avatars




Blockchain

Blockchain is a system of recording
information in a way that makes it
difficult or impossible to change,
hack, or cheat the system.

Crypto Currencies like bitcoins are
based on Blockchain.

Invented in 2008

Unhacked
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What to Wear in the

Metaverse

Dressing for a virtual world is going to be both enormously
liberating and potentially very, very messy.







Artificial g
Intelligence (Al)
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Digital Humans —

Genrate virtual World




Internet of
Things (loT)

The Internet of things (1oT) describes
physical objects (or groups of such
objects) that are embedded with
sensors, processing ability, software,
and other technologies that connect
and exchange data with other
devices and systems over the

Internet or other communications
networks.

8.74 billion in 2020
25.4 billion 10T devices in 2030




Hype Cycle for Emerging Tech, 2022

3
Foundation Models
Web3 —
Computational Storage . _~Decentralized Identity
Superapps —_ 3 — NFT
w Industry Cloud Platforms — —Cloud Data Ecosystems
=
_2 Internal Talent Marketplaces —
[
S
[&] Digital Humans
[<F] Dynamic Risk
o Governance
x Observability-Driven
Ll Development —
Data Observability - Cloud Sustainability
Platform Engineering -
Causal Al - Metaverse
Open Telemetry \
Minimum Viable
Architecture Augmented FinOps
Digital Twin of Machine Learning
a Customer —"Code Generation
= Generative Design Al
ST Autorjor‘mc Systems Peak of
kﬂeﬁh Innovation Inflated Trough of Slope of Plateau of
rehitecture  Trigger Expectations Disillusionment Enlightenment Productivity
-
Time
Plateau will be reached:
C less than 2 years @ 2to 5 years @ 51to10 years A More than 10 years &) Obsolete before plateau As of August 2022
gartner.com

Source: Gartner r r
®© 2022 Gartner, Inc. and/or its affiliates. All rights reserved. Gartner and Hype Cycle are registered trademarks of Gartner, Inc. and its affiliates in the U.S. 1893703 G a t n e ®




Computing
Generations

Smartphone 2007 Ambient Computing 202X




Ambient Computing

(also: pervasive or ubiquitous computing)

Computer «disappears»

We interact in (3D) World

Digital & real world come together
Growing 30% / year




Early Stage

The next five years will still be the
emergent metaverse and pre-
metaverse stage.

(Tuong Nguyen, Gartner)
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Virtual Worlds
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Microsoft Mesh







Industrial Metaverse




XR Advertising




XR «Filter»






“This metaverse Is going to be far
more pervasive and powerful than
anything else. If one central company
gains control of this, they will become
more powerful than any government
and be a god on Earth.”

Tim Sweeney, Epic Games



Feels real




Spatial Mesh / Spatial Understanding
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Eye Tracking
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Photorealistic Avatars
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Trusted Metaverse

Security User-driven

Reputation

systems Interoperability Standards




Iris — sign-in

Scan successful

e
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You can remove your Windows Hello
iris sign-in data in Settings.

Done




W3C Candidate Recommendation Draft

13

13.1
13.2
13.2.1
13.2.2
13.2.3
13.2.4
13.3
13.4
13.4.1
13.4.2
13.4.3
13.5
13.5.1
13.56.2
13.5.3
13.6
13.7
13.8
13.9

13.9.1

W3C: WebXR Standard

13. Security, Privacy, and Comfort Considerations

Security, Privacy, and Comfort
Considerations

Sensitive Information
User intention
User activation
Launching a web application
Implicit and Explicit consent
Duration of consent
Mid-session consent
Data adjustments
Throttling
Rounding, quantization, and fuzzing
Limiting
Protected functionality
Immersiveness
Poses
Reference spaces
Trusted Environment
Context Isolation
Fingerprinting

Fingerprinting considerations of
isSessionSupported()

Considerations for when to automatically
grant "xr-session-supported"”

The WebXR Device API provides powerful new features which bring with them several unique privacy, security,
and comfort risks that user agents must take steps to mitigate.

13.1. Sensitive Information

In the context of XR, sensitive information includes, but is not limited to, user-configurable data such as
interpupillary distance (IPD) and sensor-based data such as XRPoses. All immersive sessions will expose some
amount of sensitive data, due to the user’s pose being necessary to render anything. However, in some cases,
the same sensitive information will also be exposed via "inline" sessions.

13.2. User intention
User intent for a given action is a signal from the user that such an action was intentional and has their consent.

It is often necessary to be sure of user intent before exposing sensitive information or allowing actions with a
significant effect on the user’s experience. This intent may be communicated or observed in a number of ways.

NOTE: A common way of determining user intent is by transient activation of a Ul control, typically an "enter
VR" button. Since activation is transient, the browsing context requesting an XR session must be an ancestor
or a same origin-domain descendant of the context containing the Ul control, and must recently have been
the active document of the browsing context.




XR APP/ XR APP / XR APP/
EXPERIENCE EXPERIENCE EXPERIENCE

l peMRm APPLICATION INTERFACE

VArdo 9 steamvr & oculus O VIVE

al \Vi magic n
O BE Windows  BA{0o9C  ame

Monado Hololens 2

OpenXR provides a single cross-platform, high-performance
APl between applications and all conformant devices.
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HoloLens 2
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Paul Affentranger
affentranger@afca.ch

www.afca.ch
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