Maturity Model

The Corporate Metaverse —

Corporate Metaverse (CorpVerse) — is a scaled network of interoperable (3+N)-dimensional worlds and spaces which allow
organizations to achieve a radical performance boost by lowering the restrictions and requirements of physical presence through
virtual and hybrid experiences, resolving the synchronization hell through async, shadowed, and Al-assistant presence, increasing
individual and collective cognitive abilities of employees, democratizing corporate hierarchies and relationship patterns, and
introducing the possibility of reflective observation of oneself and the organization self.
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The Hype

Company leaders explore the Metaverse theme to assess
¥ potential, impact, and key scenarios for the new technology
stack.

Company employees explore the Metaverse theme through the

CONSUMER consumer perspective: entertainment and social scenarios.
@ Snapchat knows you want to see what you'd look like in

METAVERSE
Early experiments on using AR/VR solutions for corporate up-

,’ skilling and scenarios requiring 3D-modeling or remote

augmented presence.
Metaverse does not pose a threat; it is just yet another hype
topic. [Meta Hype]
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HAG TR g M' = Metaverse Office Twin
. Metaverse as
& aworkplace + . Hybrid rooms allowing specialized teleport experiences
2 alternative connecting with other "x-verses": login into your home,
"teleport” into remote facility/meeting, etc. [Meta Gates]
N

, Virtual live office presence/availability/interaction maps and
&= navigation based on digital facilities replicas embedded into
virtual worlds.
@ Gather make:

operations allowing async interactions with employee shadows.

pending time with your communities just as easy as real life

virtual experience as an extension of their facility offer.
@The v

office of the future might look a lot like your favorite.

’ Facilities vendors provide specialized rooms possible only in a

@ Viceverse: the offce in the metaverse designed by BIG
pose a threat to expose less secured elements/employees.
[

V2 = V1 + Virtual Portals / Rooms

> & Employees use virtual augmented effects and experiences

 to adjust interactive maps for your hybrid office

V1 = Virtual Open Space

s, Physical toy avatars represent remote employees, friends, family
& members or popular characters (as coaches or relaxants) [Meta
Dolls, Digital Voodoo]
@ Eli- Alttle Companion Bot

office facilities.

th Endless Fun

4+ Fist corporate designed and branded virtual rooms bookable
e from the calendar app (also as an advancement over branded
backgorunds for calls).
@ Eacebook gets VR meetings righ

N , Corporate-branded, secured, auto-generated virtual rooms
(including specialized ones) that preserve their state across
multiple meetings.

h Horizon Workrooms

Virtual shared space connected with offline facilities (e.g.
' corridors, lobby, kitchen) as a place for informal interactions.

e

@ This hologram-in-a-hox offers a ps

5 Metaverse-rooms/hw for offline facilities (physical rooms
> redesigned for collaboration with virtual avatars and hybrid

e e ) e N experiences as an advancement over conference rooms).

to the metaverse

Consumer Metaverse rooms provide unsecure space for
confidential discussions.

raise converns over extreme digital control. [Meta-Divine]

A" = Avatars A2 = A" + Al Assistants

Metaverse avatars spread into the corporate domain via N Communication vendors and startups provide "standard"
communication tools (video-conferencing, messaging) evolved . #_ Metaverse bots (e.g., meeting secretaries with built-in functions
for hybrid scenarios. and minor customization options). [Meta-NPCs]

@ NPC Conversations in the M

A3 = A2 + Async Shadows

> s 3pary NeCsbecome art of corporate metaverse
"2 %2 experience as a follow-up of training, upskilling events,
inspirational meetings. [Meta Coaches]

& vere

. Company experiments with all-hands meetings in Metaverse N ” HR departments build first Al-avatars with low/no-code for new N Employees use no/low-code to program their avatar's
&= and hybrid modes. employees onboarding. , shadowing behavior to allow async scenarios.

Bk

s learning, o your students can be too,

> Some employees are never seen by their colleagues as real
people (non-avatars).

@ Microsoft Teams enters the metaverse race with 3D avatars

First corporate courses are recorded with digital avatars of their
leaders.

@ Synthesia raises $50M to leverage synthetic avatars for corporate training

. 9 All-hands meetings, courses for onboarding, and kick-off
processes built as interactive Metaverse experience.

Digital avatars are overused by employees to express emotions 3rd-party bots added into corporate meetings pose security Avatars of NPCs and remote employees are hacked for social
° and protest. [First signs of using Metaverse for unionizing.] risks. engineering.

The First Challenges

, Employees as consumers explore the first massive media
mm CONtent created with avatars-framework (e.g, first Netflix series.
or Coursera course produced with "Metaverse avatars").

8 The Making of the GTC Keynot

Early experiments on augmenting office space using consumer
apps (mobile AR).

Advanced contractors begin using ARVR modeling for office
renovation, building, and maintenance.

Metaverse providers meet contr-reaction from government

officials requiring proactive regulation. [Meta-regulation]
s

Attribution-NonCommercial-ShareAlike 4.0
International (CC BY-NC-SA 4.0)

The live maps represent the state of business/employment and

&= through consumers apps for celebrations and other events in

@ Pokémon Go developer Niantic is making an AR pet game called Peridot

Office facilities require renovation for virtual-irst experience as
offline employees are less effective at certain tasks. Employees

Level 5
Transformational

- Companies build digital twins for facilities, corporate processes, and ~ Metaverse is a natural part of a hybrid corporate culture.
First businesses are officially registered in Metaverse only.

V3 = V2 + Virtual Experience Capsule
., Digital extensions of work-spaces boosting performance and
> +_ capabilities targeting specific functions or scenarios. [Pocket-
verse]

N Hybrid and virtual experience hardware as part of standard
, hardware set for employees.

@ Accenture purt Oculus Quests 2 headsets

N Personal virtual offices for every employee with customization
options available from cloud as next-gen "virtual machines" and
“remote desktops”.

@ "Hybrid Employee Capsule” becomes a single point of cyber-
attack on an employee.

A% = A3 + Animated Functions

> @ e with avatars/agents of 3rd-party partners and
% vendors for making a deal or negotiation instead of real
employees.

N ' "Boss shadows" — avatars trained on leaders thoughts to
suggest or work with (e.g, prepare for meetings) [Meta-
shadowing]

> a Async and shadow (programmed) interaction is a new norm for
most employees. Some programmed functions get avatar
interfaces, mimicking employees. [Meta Ghosts, Digital Animism]

The legal aspect of "shadowed" actions and interactions is not
regulated.

Drivers

Development driver: A
divine between business

e Sh———S
model.

Development driver: The
fear of missing the next
transformation.

Resistance driver: The
requirement to split the
business: fork a "metaverse”
spinoff.

Development driver: A
divine between operational  &----
model and operation mode.

Development driver:
Redefining the meaning of
office, organization structure
and business model.

Resistance driver: Person-
driven functions that are not
convertible into digital form.

Development driver: A
demand for seamless hybrid
experience.

Development driver: A
demand for next-gen
effectiveness boost.

Resistance driver: Internal
digital divine between "old-
fashioned" managementand
next-gen employees.

Development driver:
Compensate of personal
absence in the grown number
of dimensions and worlds.

Development driver:
Personalization of the virtual
self-replica: restoring
physicality.

Resistance driver: Losing
legal control over actions and
expanding threats surface.

Development driver:
Breaking constraints of the
reality: salvation and
exploration of one-selves and
new worlds.

Development driver: Create
new economy segment with
exponential growth.

Resistance driver: The fear
of losing control over society
and the next generations.


https://humanspectrum.io/
https://spectralthinking.org/
https://t.me/quantumquintum
http://ar-vr.org/
http://kalench.uk/en/
https://www.facebook.com/katia.filatova.9
https://techcrunch.com/2021/12/08/synthesia-raises-50m-to-leverage-synthetic-avatars-for-corporate-training-and-more/
https://www.technologyreview.com/2021/12/16/1042516/the-metaverse-has-a-groping-problem/
https://charisma.ai/blog/npc-conversations-in-the-metaverse
https://www.engadget.com/facebook-horizon-workrooms-oculus-vr-meeting-collaboration-110018369.html
https://www.youtube.com/watch?v=1qhqZ9ECm70
https://www.theverge.com/2021/11/2/22758974/microsoft-teams-metaverse-mesh-3d-avatars-meetings-features
https://blog.zoom.us/zoom-platform-enhancements-zoomtopia-2021/
https://www.protocol.com/workplace/virtual-office-metaverse
https://robinpowered.com/maps
https://hypebeast.com/2021/4/iwc-portl-hologram-beams-ceo-watches-wonders-shanghai
https://www.kickstarter.com/projects/energize-lab/eilik-a-little-companion-bot-with-endless-fun
https://www.inventiva.co.in/trends/snapchat-look-like-metaverse/
https://www.designboom.com/technology/portl-hologram-in-a-box-portal-metaverse-01-28-2022/
https://letsdivein.ru/
https://spectralthinking.org/corpverse/
https://www.epicgames.com/site/en-US/news/the-lego-group-and-epic-games-team-up-to-build-a-place-for-kids-to-play-in-the-metaverse
https://sifted.eu/articles/labster-edtech-raise/
https://www.soulmachines.com/use-cases/education/
https://www.gather.town/
https://www.theguardian.com/technology/2022/jan/09/uk-data-watchdog-seeks-talks-with-meta-over-child-protection-concerns
https://twitter.com/NicolaRosa/status/1448712075916742664
https://www.theverge.com/2022/4/13/23021722/peridot-niantic-ar-pet-game-iphone-android-pokemon-go
https://www.domusweb.it/en/news/2022/03/08/viceverse-the-office-in-the-metaverse-designed-by-big-for-vice-media-group.html
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Employees use consumers apps and toofs to experiment  Companies build digital twins for facilites, corporate
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¢ Analyze and mitigate risks

Metaverse is o el part of o hybrid corporate cutture,
First businesses ave afficiolly registered in Metoverse only.
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