Into the
Metaverse







Agenda

[ Metaverse ?
A bit of a history of immersive worlds

p
Metaverse |

i Direct origins of todays metaverse )

[ Metaverse !
State of ... art, business, technology

( Avatars ?
Embodying ...

rAvata rs |
Accepting ...

p
Avatars !
From Avatars to Idols and Influencers




Goal

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.
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Metaverse ?

100% Reality 100% Virtuality

Milgram & Kishino (1994):
Reality-Virtuality-Continuum
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Metaverse ?

100% Reality 100% Virtuality

Milgram & Kishino (1994):
Reality-Virtuality-Continuum
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Metaverse ? A bit of a history
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Metaverse ? A bit of a history
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Metaverse ? A bit of a history
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Metaverse ? A bit of a history

9 LiFeE

our World. Your Im‘gglnatio

The largest-ever 3D virtual World
reated entirely by its users.
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Metaverse ? A bit of a history

The largest-ever 3D virtual World

reated entirely by its users.
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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, ...
... butimmerse yourselfin it and
exist within it."
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Metaverse | Direct origins
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Metaverse | Direct origins
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Metaverse | Direct origins

"In the internet of the future, ...
... therealworld ...
... will merge with ...
.. the virtual world."
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Metaverse ! State of ... the theory

"In the internet of the future, ...
... the real world ...
... will merge with ...
... the virtual world."
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Peter Hoffmann

Next Generation
Internet

The Merging of Reality and Virtuality in
the Metaverse

" Tomtlie v
| And H' Ht‘wm
e tionize Everything
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Metaverse ! State of ... the theory

"In the internet of the future, ...
... the real world ...
... will merge with ...
... the virtual world."
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"In the internet of the future, ...
... the real world ...
... willmerge with ...
... the virtual world."
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Metaverse ! State of ... the theory

"In the internet of the future, ...
... the real world ...
... willmerge with ...
... the virtual world."
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Metaverse ! State of ... business

The digital 49ers !

LIRS
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Metaverse ! State of ... business

Produzent Distributor
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Metaverse

e

Plattform

(virtuelle Welt)

Produzent

| State of ... business

Alvin Toffler (1980)

Produzent Distributor
Feedback

Prosumtion

Distributor
(reale Welt)
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Axel Bruns (2007)
Produsage




Metaverse ! State of ... business

Werbung

The yet to

. be
Prozsse mit

Kunden

interaktion Ser\_lit_:e
Providing
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Immersive | Ve rs u m

Learning
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Bildung _ Tourismus
Soziale

Fiihrungen Galerie Erstellung
Konzerte & & von
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Metaverse | State of ... the art
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Avatars ? Embodying the ...

The term ‘avatar’ comes from one of the
Indian languages, Sanskrit:

3{ddR (Avatara)

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

An avatar is a character that represents
the userin 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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Avatars |

Kyoko Date
Horipro (1996)
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Avatars !
Lynn Minmay

“Super Dimension Fortress Macross”
(1982)
-> franchising music outside of the anime

Shiori Fujisaki

character in the video game ,,Tokimeki
Memorial®

(Konami, 1994)

- Musik-CDs

Fanclubs
Merchandise Kyoko Date

Radio events Horipro (1996)

Anime events
Live-Events
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Avatars !
Lynn Minmay

“Super Dimension Fortress Macross”
(1982)
—> franchising music outside of the anime

Shiori Fujisaki

character in the video game ,,Tokimeki
Memorial®

(Konami, 1994)

- Musik-CDs

Fanclubs
Merchandise Kyoko Date

Radio events Horipro (1996)

Anime events
Live-Events

Max Headroom
Channel 4 (GB, 1984)
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Embodying ... !
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Embodying ... !
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Embodying ... !
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Accepting the visuals !

Acceptance ,
(as a person)

The "Uncanny Valley":
A stage just before full photorealism,
in which the user is unsure whether a
figure is human or not.

comic-style realistic
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Avatars | State of ...

L4

Acceptance ,
(as a person)

The "Uncanny Valley":
A stage just before full photorealism,
5n which the user is unsure whether a
figure is human or not.

... more than just the
visuals !

n EPULITEBHIBU =\ L Te Vora UNIVERSIDAD Y recunica Gl
= TUS oe LEIRIA M T[] M ety 5“%0!" — f pEBURGOS b.gmng oF LiscREc

- TR G AREEARRALE e OF LAERE%L
———



N1us @

POLITECNICO
oe LEIRIA

PouTTEOBNC

ANOAVE

comic-style realistic
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The "Uncanny Valley":
A stage just before full photorealism,
in which the user is unsure whether a
figure is human or not.

... much more
than just the visuals !



The "Uncanny Valley":
A stage just before full photorealism,
in which the user is unsure whether a
figure is human or not.

... much more
than just the visuals !
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Accepti erything !

#

comic-style realistic

—>
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{\t’(\\"%m The "Uncanny Valley": '
nhe A stage just before full photorealism,
in which the user is unsure whether a
figure is human or not.
... much more
—> than just the visuals !
comic-style realistic
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Embodying the interaction !

LIRS
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to Idols and Influencers

From Avatars
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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 concertin Fortnite
through her avatar.
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From Avatars ... to Idols and Influencers

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.
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From Avatars ... to Idols and Influencers

The example of Ariana Grande and
f her avatar still shows nothing more than...
lfﬁ

.. 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 ldols.
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From Avatars ... to Idols and Influencers

Hatsune Miku, ...

.. was the mascot for
a synthesizer software program, ...

..andis now a
digital singer, ...

.. Who performs concerts
as a hologram.
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From Avatars ... to Idols and Influencers
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From Avatars ... to Idols and Influencers

MAVE:

.. iIs avirtual band
from South Korea ...

... that was created

using
* Al techniques and
* 3D graphics.
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From Avatars ... to Idols and Influencers

MAVE:

... but why a
completely virtual
band ?
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From Avatars ... to Idols and Influencers

MAVE:
...easier to restyle

.. ho stress for
the artists

.. ho stress with
the artists

.. and they don’t get paid ;)
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From Avatars ... to Idols and Influencers

Virtualidols 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)!

A3-Plattform A3-Plattform

UNIVERSIDAD
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From Avatars ... to Idols and Influencers
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From Avatars ... to Idols and Influencers

Kultur
Erzdhlungen
Asthetik
Fandom
Sinnstiftung
Real
Life
Connector
persénlich Technologie Wirtschaft
' Softwarearchitekturen Plattformen
Renderingsysteme Monetarisierung
temporal KI-Pipelines Markte

Nachhaltigkeit

gesellschaftlich
&
sozial
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From Avatars ... to Idols and Influencers

Selbst-
bil~d

¥

Kultur

Erzdhlungen
Asthetik
Fandom

Sinnstiftung

Technologie ? Wirtschaft

Softwarearchitekturen Plattformen

.-/~  Identitat ) s
Fremd_ w ( Rol Ie Nachhaltigkeit
bild ) L
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From Avatars ... to Idols and Influencers

Popkultur/ Bildung
Unterhaltun
9 Vertrauen
Fiktionalisierung Vermittiung
Emotionale
Bindung | Transparenz

Marke

Figuration

- Kunst/
‘ Diskurs

Briiche

Wiederer-

kennbarkeit Irritation
* - ,4?"5’[
\. Interaktion Ambiguitit /
PiTus [EFOUiNce e ) Ha E = [ - ‘@ howest it ﬁ
Lo oe LEIRIA T [FAX Ryt iy i R 5““"” oF rppiad Scences DEBURGOS ~ Sotusiid  oF LIGEREC g



From Avatars ... to Idols and Influencers

ISYNK vs. Real-Life-Connector

Real World

Menschliche Mitglieder
Korper
Performanz

fiktive, narrative reale, technische
Varbindung zwuschen Schnittstelle

realem Idol nrm zwischen Mensch
ae-Avatar und Avatar

Fragile Kopplung:

Daten Id 5 ErEas
i entitdtskopplun Aktivitdts-Layer
Bewusstsein Emoﬁon,pp 9 Sensorik & Aktorik,
Emotion nnerungen, Kontext,
Muster KI-Kopplung
narrah‘ve; technische
FLAT innerhalb SR in
der Lore Echtzeit
Persistenter

Datenraum: Metaversum

Heimat der ae-Avatare
ttform,
Portale & Objekte

ae-Avatar
rtuelle Sphére

P.O.S. REKALL

Portal/ Interface Akt des Transfers
zwischen relaer und zwischen realer und
digitaler Welt digitaler Welt

\___/

KWANGYA

| SMK | RealifeConnector
real implementierbares
Architekturmodell fiir
Metaversum-Identititen

Teil eines offenen
Metaversum-Stacks

Mensch und digitalen
Zwilling iiber Daten,
Sensorik und KI

Chaotischer Netzraum
Instabilitat
Entgrenzung
definiert technische Ubergénge
physische Welt - vituelle Welt -
hybride Welten

BLACK MAMBA

Storung
(in der digitalen Welt)

Ziel:
Embodiment, digitale Identitsit
&

immersive Interaktionsmodelie
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Now ...
... 1ts up to you :)

"t\\"’* T
o0 .
) Thank you
= o

have fun 7




From Avatars ... to ldols and Influencers

Dieser Schritt lasst den Avatar, der sich jetzt schon bewegt, auch
sprechen.

Dazu erhalt die Browser-Anwendung ein Eingabefeld, in das ein
Nutzer Text eingeben kann, der in Sprache umgewandelt und uber

den Browser ausgegeben wird.

Parallel dazu bewegt der Avatar den Mund, sodass der Eindruck
entsteht, dass er selbst spricht.
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