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GAP 5: Definition of the metaverse according to companies worldwide that ¢
have already invested in the metaverse as of March 2022

Global business definition of the metaverse 2022

Share of respondents

0% 5% 10% 15% 20% 25% 30% 35% 40%

It's a virtual world (.57%

It's Facebook's new name

It's linked to web 3.0

20.63%
14.29%
14.29%

It's a crypto
6.35%
6.35%

It's a new Google

All of the above

| don't know B0.53%

63 I Description: According to a March 2022 survey of companies from selected countries that have already invested in the metaverse, over a third of businesses defined the metaverse as a virtual world. Additionally, Facebook's rebrand as Meta Platforms at the end of
2021 has also had an effect as 20.63 percent of survey respondents claimed that the metaverse was "Facebook's new name". Read more
Note(s): Worldwide; February 24 to March 1, 2022; 200 respondents; companies that have already invested in the metaverse; wider industry metrics may vary 2
Source(s): Sortlist


http://www.statista.com/statistics/1302150/business-definition-of-the-metaverse-worldwide
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5| FHJT : Subtransactional Data: Pushing the Limits of Business Performance, Technology, and
Information Value Mr. Doug Laney, Evalubase Research
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[ Metaverse application and standardization with autonomous mobile robots, bi-directional CDN and
autonomous network] Hideki Yamamoto, ITU-T SG16 Vice Chairman, OKI

- Origin server

Bi-directional CDN Beyond 5G
= Videoo service platform in B5G era Autonomous
= Cache server control, NW
+ delay management for synchronized comm.
+ video transcoding for old terminals,

+ AN communication.. ar 1 —

vF

\
" ;
»

2.

Fixed
NW

AMR terminal

(*) Hideki Yamamoto, et.al.,”Study on enabling video services with the use of an autonomous mobility robot connected to an autonomous network”, IEICE
Technical Report IN2022-32(2022-09) (in Japanese)
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NeRF: Representing Scenes as Neural
Radiance Fields for View Synthesis(2020)
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ITU Workshop on “Metaverse and multimedia”
10/18/2022’ Geneva ::/I_c;;averse SG16 Correspondence group on metaverse

"Current activities and future direction of Metaverse standardization”: Shin-Gak Kang, ITU-T SG16
Vice Chair | Metaverse CG Co-chair, ETRI

/ B METAVERSE STANDARDS FORUM

- Industry-wide forum to coordinate and encourage metaverse interoperability
- Open to all, no participation fee, no NDA, no IP framework
- Coordinated cooperation between industry and Standards Developing Organizations (SDQOs)

Q/y Metaverse
Use cases STANDARDS FORUM ™ Coordinated use
1 Reguirements cases and I
1 Resources Pragmatic, actionable, short-term requirements for _I
Expertise opportunities to enhance metaverse current or new
Industry and | Project funding ; interoperability l standards »| Standards
-{ | Academia Networking, Building Social Norms Organizations | L
Work with Industry-wide Interoperability prototypes, Accelerated development of
Advocacy/Lobbying Standards Register pilots, testbeds, plugfests, standards under existing SDO
Organizations and Terminology and tooling projects governance and IP Policies
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https://www.itu.int/en/ITU-T/studygroups/2017-2020/16/Documents/ToRCGmetaverse.pdf
https://www.itu.int/en/ITU-T/Workshops-and-Seminars/2022/1018/Pages/bios.aspx#Kang

Q

"Current activities and future direction of Metaverse standardization”: Shin-Gak
Kang, ITU-T SG16 Vice Chair | Metaverse CG Co-chair, ETRI

7§ BB What is the Metaverse ?

Some characteristics of the Metaverse

[by Matthew Ball] [by Mark Zuckerberg]
- Persistent - Presence
- Synchronous and Live - Avatare
- Without any cap to concurrent users, while also providing - Home Space
each user with an individual sense of "presence” - Teleporting
- Fully functioning economy - produces “"value” that is - Interoperability
recognized by others - Privacy & Safety

- Experience that spans both the digital & physical worlds - Virtual Goods

- Offer unprecedented interoperability of data, digital
items/assets, content, etc.

- Populated by “content” and "experiences” created and
operated by an incredibly wide range of contributors

- Natural Interface

26


https://www.itu.int/en/ITU-T/Workshops-and-Seminars/2022/1018/Pages/bios.aspx#Kang

Audio and video empower metaverse

"Audio and video empower metaverse”: Yuan Zhang, ITU-T SG16 WP3 co-Chair | ITU-T SG16
Question 12 Rapporteur | China Telecom

METAVERSE

Education, Smart city, Healthcare, Digital
Entertaimment

Integrated Application-1 Integrated Application-2 ... Integrated Application-N

Laver 3 backbone technologies

Identity Content

Interaction SRR e
Creation Creation

Layer 2 foundation technologies

e |

550ms Sub f2ms
round-trip time latency for latency for multi-player, fatency required for truly
video calling/cloud gaming complex games immersive Metaverse experlence

Audio Video

Layer 1 foundation technologies

Computing Storage Network Security

HEEREOLIVY—EEZITILRL, D BITEENSBKRE,
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https://www.itu.int/en/ITU-T/Workshops-and-Seminars/2022/1018/Pages/bios.aspx#Zhang

