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Real Virtual Worlds SOS (State of Standards) Q3-20®
By Yesha Sivan, Shenkar College of Engineeringlesign; Metaverse Labs. Ltd.

The purpose of this think piece is to call for itgpéor an emerging worldwide effort to
develop standards for virtual worlds. Such inpuité go into the build up of MPEG-V (Moving
Picture Experts Group Virtual Worlds Standard)ha text three years. The MPEG group is part
of the International Standards Organization (IS@his is a short summary of a presentation |
gave in the Virtual Worlds London conference in@betr, 2008).

Assumptions

Let’s establish a few assumptions:

1. Virtual worlds are destined to become big, in thense of meaningful,
influential, and making money for various currentianew players. Every aspect
of our lives will be affected by virtual worlds. Mial worlds are not only going
to be part of our lives, they are going to enhamoerove, and better our quality
of life. Much like the Internet, virtual worlds wiallow us to do “older” things
more effectively, and do other things anew.

2. Real virtual worlds are defined as an integratibfoar factors: 3D view of the
world, community, creation, and commerce (3D3)he more we have in
these factors the closer we get to real virtualldgonn that sense IMVU, Second
Life, and Entropia are more real virtual worldsrth@lub Penguin, World of
Warcraft, and SIMS online.

3. Standards, as a concept and mechanism, are ofeemderstood. People often
link standards with competing concepts: open ard tin one hand, propriety
patents and limitation of creativity on the othent. Like many other human
constructs, standards are not inherently good dr-bd is what you do with
standards that gives them value, be it good or bad.

4. Currently the virtual worlds industry operates mbke the computer gaming
industry than the Internet industry. Each develpper it private (e.g., Linden,
Forterra) or an open source (e.g., Sun DarkstaenSjn) is developing its own
server, client, and rules of engagement. The imteetionale of these efforts is
a combination of “we know best” and “we will congute world.” While this
may be the case (see Microsoft Windows, Apple iRwmdGoogle Search), the
common public good calls for a connected systere like Internet where
different forces can innovate in particular spdtthe value chain.

! See http://www.dryesha.com/2008/10/virtual-worlds-s@&20D08-state-of.htm(Retrieved October 11, 2008)
2 Sivan Y. (2008). 3D3C real virtual worlds definddie immense potential of merging 3D, communitgation,
and commercelournal of Virtual World Research, 1(1). Retrieved frontttp://jvwresearch.org/
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5. On a personal note: | have a specific take onvibik that should be disclosed. |
am part of the EU based Metaversel project. It i€oasortium of 35
organizations mostly based in Europe to set “Glait@hdards between real and
virtual worlds.” This work will feed into the premisly mentioned MPEG-V
effort. Having said that, the efforts to developrstards for virtual worlds are
just starting. It will take time. At this point, ware defining the path. We have a
long way to go.

The Promise of Standards for Virtual Worlds

| just got new 3D goggles (Vuzix iWear VR920 3D gtas for US$400). This relatively
inexpensive device allows you to view a virtual lddry simply turning your head around. When
you look up, you see the sky, when you look dowa gee your legs (your avatar’s legs). When
the item arrived, | had to install a special drif@r Second Life. Even then, it did not work with
the latest version of Second Life, which meanslderoversion had to be installed (not a simple
task if Second Life has mandated the latest veyskurthermore, it did not work with IMVU nor
with Sun’s Darkstar/wanderland.

In contrast, almost any computer screen that yownect to a computer works. Any
mouse works by simply plugging it in. Standards mbkatter connectivity, ease of use (no need
to install, follow versions, etc.) More so, starttamean more users will buy the 3D goggles and
prices could go down to perhaps $200 or $100. QGteedards are common, maybe other firms
will find it lucrative to go in, thus raising comgi#on, lowering cost, and gaining features and
quality (which may not such good news for Vuzix).

This is the most important value of standards. &edfs allow innovation in specific
points of the value chain, innovation that we nié@ge want to arrive the full potential of virtual
worlds.

Often, the first example that comes to mind whekirtg about virtual worlds standards
is the concept of “Travatar,” an avatar that allows to travel from one world to another. The
discussion about Travatars that travel from Sedafedto World of Warcraft and back is hiding
a much deeper issue. What | want is one avatar en&yo or three avatars), all mine, all
walking in worlds that share the same basic intesf#asic creation tools, basic friends list, and
basic commercial system. | want to use the momagke from selling songs in Second Life to
buy space to hold meetings in Qwagq. | want to baiklvord in Second Life and use it in World
of Warcraft. | want the same sword to be usedrehabilitation treatment for Parkinson patients.

Standards do not mean uniformity. In the same nratiia¢ we have specialized web sites
(Amazon, eBay, and YouTube) we will have speciahé that deal with specific aspects of
virtual worlds. These firms will compete on speedst, quality, service, and features. They

3 For 3D goggles sefttp://www.vuzix.com/Retrieved 10:59, October 11, 2008).
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could decide what to focus on. At this point a# firms have to develop all components; they all
develop avatar technology, access, servers, cliettisThe market is not efficient.

Could you imagine having to use a different browesasech time you need to go to eBay,
Amazon, or CNN? People will not even start using lbiternet. This is the current case with
virtual worlds. It is no wonder that Second Lifé,cae time, had 1 million new users a month —
only to keep less than 5000 of them 6 months Igtér?being generous here).

Today virtual worlds use thenonolith approach model. This model works for the
gaming worlds (World of Warcraft, etc.). Each gagiifirm develops its own stack. By
controlling the client, the server and the ruleshef world, the gaming firm used to gain value in
terms of game play. In contrast, the Internet hastaaked approachwith protocols (e.qg.,
HTML, TCP/IP, DNS, Flash).

One key benefit to a stacked approach is enharfoingvation points.” Each firm can
focus on specific points of the chain and innov@tee challenge: virtual worlds are much more
complex than the internet (x 100) and more interedi (Avatars need to wear clothing in
different islands and still communicate with thieiends).

Current Status of Standardsin Virtual Worlds

Thinking about standards for virtual worlds is aiagng task. The following set of charts
depicts some of the concepts, names, and effatsnted to be examined and their methods of
analysis. After | pressed this in the Virtual Warldondon Conference in October 2008, |
received even more concepts and additions. Thelgwalis not to present an exhaustive list but
more a method of thinking.

We list the concepts involved:
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How to present the issue?

Lively Microsoft Earth IBM Standards on
Standards
Yesha's
Earth VirWords as  Dimensions of
domain for standards Standards
Metaversel
MPEG-V
Croquet
ISO/TC/
MPEG Style Second Life Cobalt
Open GL OpenGrid Open Metaverse
khronos
Collada Open Sim LibSL - libopenmv
WwWow
OPENID

IBM / SL / Architecture Group
Sun Darkstar /

Wonderland

We cluster them in areas:

How to present the issue? — One Cluster Scheme

Microsoft Earth

Metaversel

IBM Standards on
Standards

Yesha's
Vir Words as Dimensions of
domain for standards Standards

Croquet

ISO/TC/

MPEG Style Second Life

Open GL OpenGrid Open Metaverse

khronos
Collada

Open Sim LibSL - libopenmv

OPENID

IBM / SL / Architecture Group

Sun DarkStar /
Wonderland
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The bottom line of this initial analysis is:

1. There are many players in the field, all with vasgoals and takes on the world. Some
of these players may have a direct and meaningfutibution to the field.

2. Standardization itself is shifting. The recent spatween IBM led OpenD8cand
Microsoft ECMA OpenXML (Blind, 2008) has exposed — again — the tension that this
process generates. | assume that tension meares Valthat regard see IBM Standards
on Standard$.

3. Currently the Open-second life ecosystem has patetat turn intothe standard. The
co-opetition (a new word that mark both a competitmal cooperation) between Linden
and Open source work seems to advance the sttte aft. Yet, some voices look at this
endeavor as Linden’s attempt (planned or not pldhrie stall the larger goal of
standards. (Standards are not always about te¢hratize; they are more often about
business models).

Conclusion: A Call for Participation in MPEG-V

MPEG-V is a new effort under I1ISO (the exact label ISO/IEC JTC 1/SC 29/WG
11/N9902). MPEG is a deadline driven process (ftedline is October 2010 for publication of
ISO standard). The current top level MPEG-V ardtitee is now in its third version. We do not
expect this to change much. Real work must takeept@w.

4 OpenDocument. (2008\Vikipedia, The Free Encyclopedia. Retrieved November 8, 2008, from
http://en.wikipedia.org/w/index.php?titte=OpenDo@mt&0ldid=250404349

® Office Open XML. (2008)Wikipedia, The Free Encyclopedia. Retrieved November 8, 2008, from
http://en.wikipedia.org/w/index.php?title=Office &p XML&oldid=250256848

® Blind K. (2008).A welfare analysis of standards competition: The example of the ECMA OpenXML standard and
the 1SO ODF standard. Paper submitted to the 6th ZEW Conference orictt@omics of Information and
Communication Technologies.

" Seehttp://www.research.ibm.com//files/standards_witiém| (Retrieved October 11, 2008)
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targets of MPEG-V
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Currently, the Metaversel projegtWw.metaversel.ojds a large contributor to MPEG-
V. In fact, one of the core goals of Metaverseloigmake the standards, and MPEG is the
channel for that. In some ways, Metaversel stiiodsuild the GSM of virtual worlds, allowing
both features, and business value to its partitgpdvietaversel includes about 35 organizations,
both big firms (Philip, Alcatel-Lucent, Telefoncahd small firms and research organizations
(like my own Metaverse Labs, Ltd).

In the weeks following the MPEG-V publication wevkareceived further inputs,
specifically from Wonderland  htps://Ig3d-wonderland.dev.java.net/  Web3d
(http://web3d.org/ Openmetaverse hitp://www.openmetaverse.ojg/ and various business
people in virtual worlds (“merchants”). We havecalsoked more closely at various building
blocks such as Openlbifp://openid.ne)/and Colladakttp://www.collada.or}y

There are many forces in this area, many compéagécgnologies, business models, and
personal, corporate, and public interests. Therteftodevelop standards is a political effort, in
the sense of relevant and not relevant forcesidrsénse of participation and leadership.

Let’s make virtual worlds relevant. Be a lead¢oin the standards effort.



