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Original Purpose of Survey

« The Virtual World Roadmap group Is a loose
coalition of firms and groups that were involved
In the development of Virtual World technology.

The group included: Intel, Samsung, IBM, Sun,

Electronic Sheep.

« The group hoped to promote greater awareness
of the technological innovations needed to
advance greater adoption of Virtual Worlds. This
survey was one part of the effort.

« The survey is at http://www.surveymonkey.com/
s.aspx?sm=Z8DOutL8NOOAcV2Fnbjvvg 3d_3d



Purpose of Survey

o To Illustrate changes that are expected to take
place In how businesses and other organizations
will use Virtual Worlds.

« The focus Is on identifying user requirements
that once met, will foster broader adoption.

« We expected these requirements would inform
technology and service providers interested In
VWSs. We hoped to identify areas where
cooperation may be needed to achieve results.

« The survey results are at: http://
virtualworldsroadmap.wikispaces.com/Survey
+Aug+09



Initial FIndings

« Users expect to pay far less per user by 2012
than they do today. In 2012, respondents
expect there will be tens or hundreds of
thousands and cost will be dollars per user.

« Survey responders indicated that for many
features, there are “clusters” of technical
requirements that are “absolutely necessary.”
For platform extensibility, this included: Open
APls, User Abllity to Extend the Platform, In-
World Scripting, Graphical Asset Creation by
Users using In-World tools as well as Importing
from tools, and Physics Simulation capabillities.
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How many users do you expect your virtual environment to serve?

20—

10+—

1-50

50-250

250-1,000

1,000-10,000

10,000-1 milion

1 million +

- 12
- 11
. 10
. 09
. 08



What is your organization's primary motivation for employing Virtual Worlds?
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Increasing Revenues Employee Productiity Product Development Other

Reducing Costs Training / Education Customer Interaction Process Optimization



How do you think your organization is going to improve productivity using
Virtual Worlds?

Scanano Based Training
I Reole Playing

Use Leaming Envicnments
(Pnmanly 1 to
many communications)

Increase Collaboration
(Pnmanly small group to
small group intaract...

Use Virntual Conferencas
(Pnmanly many
to many interactions)

Enhance Data Analysis
and Design through
3D/Spatial Visualzation

Improve Supply Chain Process or Manufactunng
Integration {Interaction Control / Remote Control
across organizational b... of Physical Objects

Enhance Customer
Interaction {B2C)
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How much money is your organization likely to spend on Virtual Worlds?
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Is your organization currently using or planning to use a virtual world
environment? If so, please identify the platform(s).

IBM Sametime 3D
Open-Sim

Fortarma

Project Wondedand

Proton Madiz

Qwag

Second Life

Sinkats

Other

Planning to Use
- Within 2 Years

B Using

B Filoting

Bl Exploring

B Not considering



Platform Extensibility: Many Users
Want a Cluster of 6 Features

. Key “Absolutely 158
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User Interactivity: Many Users Want
Five Main Features

. Key “Absolutely
Necessary” Features: Via
PC/Mac/Linux; Access via
WW\W —Extranet; Access
behind Firewalls; Access
across Firewalls; Access
via Browser

« 17 Respondents chose all
5 features. 8 Chose 4 of
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Graphics Quality: Many Users Want
Three Key Features

« Key “Absolutely i
Necessary” Features:
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Interoperabllity

. Large Share of Users

wanted 7 Characteristics:
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