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This class shows that the internet is evolving as any other 
technology, too.

The Internet is moving away from 
… just being a collection of simple websites …

… towards an interactive, immersive information space. 

Fundamental concepts, (interaction) paradigms, and technologies 
will be examined and discussed.

Goal
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Metaverse !
Direct origins of 
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Metaverse ! Direct origins

"You can think of the metaverse as a 
embodied manifestation of the internet.

In there you don’t just view content, ...
... but immerse yourself in it and 

exist within it."
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… the real world …

… will merge with …
… the virtual world."
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The digital 49ers !
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Avatars ? Embodying the …
The term ‘avatar’ comes from one of the 
Indian languages, Sanskrit:
अवतार (Avatāra)

The term means ‘descent’ and describes the 
descent of an (Indian) deity to Earth.



Avatars ? Embodying the …
An avatar is a character that represents 
the user in a digital world.

 The avatar can simply be a stand-in that
appears on a website in place of the
user’s picture.
 In that case, it is passive, like a picture.

 The avatar can be a game character that 
is controlled by the user through the 
game world.
 In that case, it is an active stand-in.         

It does things there that the
user would also do. 
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From Avatars … to Idols and Influencers
Even pop stars have their 
own avatars. 
Here, too, the avatar acts as the 
pop star’s representative. 

 It performs in places where
the pop star cannot. 

For example, Ariana Grande
gave a concert in Fortnite
through her avatar.
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Super Mario is an avatar

that reacts to what you say to him. 

The avatar of Ariana Grande
(and other pop stars)
are programmed and 

always do the same things.

But: visitors can move around the virtual 
concert and … 

… even interact with the pop stars’ 
avatars.



From Avatars … to Idols and Influencers
The example of Ariana Grande and 

her avatar still shows nothing more than…

… an avatar, …
…   even though it is possible to interact 

with it within certain limits.
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Now we are leaving 
the Avatars section. 

In this context now, 
we are dealing with 

Virtual Idols.
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Hatsune Miku, …

… was the mascot for 
a synthesizer software program, …

… and is now a
digital singer, …

… who performs concerts 
as a hologram.
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MAVE:

… is a virtual band 
from South Korea …

… that was created 
using 
• AI techniques and 
• 3D graphics.
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MAVE:

… but why a 
completely virtual 
band ?
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MAVE:

…easier to restyle

… no stress for
the artists 

… no stress with
the artists

… and they don’t get paid ;)



From Avatars … to Idols and Influencers
Virtual idols are essentially autonomous avatars, … 

… though they have a much more sophisticated technical foundation … 
… and are designed to be as realistic as possible –

both visually and in their behavior (due to the uncanny valley)!
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From entertainment into the politics: Diella



Now …
… its up to you :)

Thank you
&

have fun



From Avatars … to Idols  and Influencers

Dieser Schritt lässt den Avatar, der sich jetzt schon bewegt, auch 
sprechen.
Dazu erhält die Browser-Anwendung ein Eingabefeld, in das ein 
Nutzer Text eingeben kann, der in Sprache umgewandelt und über 
den Browser ausgegeben wird.
Parallel dazu bewegt der Avatar den Mund, sodass der Eindruck 
entsteht, dass er selbst spricht.


