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Other countries
are going ahead

Other countries

= identified economic &
societal potential and
= started initiatives

= some of the strategies
appear ambitious to almost
aggressive
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Inside South Korea’s wild plan to dominate the
metaverse

by Andrew Fenton | #min |
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Dubai’s
Metaverse
Strategy

South Koreans are obsessed with technology. More th I

plays video games, and crypto adoption is high — b
promising signs that its plan to dominate the Metz
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of the leading Metaverse economig
and a major hub for the global
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“Many years ago, it was Al. Now, it's mefaverse,” he says. “From th,
perspective, [...] as long as you don'’t have a coin itself. they re willi O 1 O 2
lot of these new technologies” — Doo Wan Nam from StableNode|

Cultivating Metaver
through education 3

Fostering Metaverse
innovation and economic
contribution

South Korea: The land of the me:

Metaverse Initiative by the Finnish
Ecosystem

Virtual Potential into Real-World Impact

This is an initiative created by the Finnish Metaverse industry for itself. The project was
initiated by Business Finland in order to understand better customer needs and business
possibilities in the Metaverse and increase cooperation in the field. Initiative does not create
binding obligations for Business Finland

Dubai Government

If you had to pick the one country that's most primed fo fake advantay
opportunities offered by the mefaverse, South Korea would be high o 3 4

) ) Developing metaverse use Adopting, scaling, and globally
It a technology-obsessed country that eagerly adopts new products o= O 4 m

for safe platforms
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countries with Metaverse strategies, September 2024
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Our Metaverse Options: time line
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Projected horizons of metaverse growth and adoption

Metaverses are
in the making

WORLD
ECONOMIC
FORUM

https://www.weforum.org/
agenda/2023/02/metaver
se-use-cases-industrial-
consumer-enterprise/

Now

Early adoption and traction

Today-2 years~

Initial enablement
and experiences

Early development and adoption of
worlds and spaces powered by major
investment in content production,
new tools and features, foundational
technologies, hardware, software
and identity solutions.

Near
Ecosystem maturity

2-5 years~

Mainstream products
and technologies

Development of standards for enabling
interoperability, mass adoption
of immersive technologies, new
business models based on content
distribution, new financial products
and services and the proliferation
of 5G and edge computing.

m VIRTUAL DIMENSION CENTER :

Next
Mass adoption

5-10+ years

Proliferation of worlds,
products and services

Maturity and adoption will set
future scenarios, with economic
models to be validated further in
future reports supported by the
identification of new value chains

and future growth scenarios.
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Our Metaverse Options: key players driving MV

Is there any opportunity for us?
advancement of the

industrial metaverse

‘ Big tech

Analysis by EY and NOKIA (2023)

Who will drive the industrial metaverse?

It will not only be

1. the big tech companies (1st place) and

2. existing metaverse platforms (2nd place) that will drive
future metaverse developments,

but also

3. industrial equipment suppliers (3rd place),

4. manufacturers of enterprise software (4th place) and
5. game developers (5th place).

These are industries that have a strong position and
tradition in Germany.

— we can be the drivers

New XR/metaverse platforms

Industrial equipment & technology

Industrial software & applications
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Key Players in driving the

57%

52%

52%

50%

50%

48%
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https://www.nokia.com/metavers
elindustrial-metaverse/the-
metaverse-at-work-research/

Big tech companies are already
engrained in the infrastructure of

the metaverse through their existing
cloud services and visualization tools,
while also investing heavily to create
new metaverse platforms and AR/VR
headsets.

Gaming companies and engines play

a key role in the early metaverse by
providing the technology needed to
make high-fidelity virtual environments
like digital twins. Many of the features
needed for the industrial and enterprise
metaverses like advanced 3D graphics
and physics engines have been in
development for over a decade in
gaming companies.

Web3 application providers, while
not ranked as highly as other players,
are still viewed as important by
nearly half of respondents for their
ability to handle many of the new
challenges metaverse technology
will bring. Challenges in user
authentication across companies, for
example, can be solved with the use
of decentralized identities (DIDs)
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Europe finds itself only desktop mobile smart VR game
at the sideline of a fight for hand helds glasses headsets consoles
global XR ecosystems. — 1l ;A\

problem:

» Europe does not provide a
huge, global platform provider

= platform providers aim
at vendor lock-in

NINTENDO
ﬂa SWITTi|

N

.

— standardization and regulation
could be valid options for us
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Global Metaverse Strategies Comparison

strategy goals

target groups

strategy key elements

discrete measures

Dubai .

European
Union

-

Finland )

Saudi
Arabia

Y g™ -
Q\.o%

South .
Korea -

world-leading industrial mature metaverse ecosystem
Metaverse as an important growth pole of the digital economy
establish three to five companies with global influence
establish a number of specialised SMEs

establish three to five industrial development clusters
establish yuan / renminbi universe

secure and efficient governance system for the metaverse

turn Dubai into one of the world’s top 10 metaverse economies
turn Dubai into a global hub for the metaverse community

= attract more than 1,000 companies

support more than 40,000 virtual jobs by 2030
foster innovation; promote advanced ecosystems
foster talent
invest in future capabilities
create new governmental work models

boost the EU’s technological capabilities
accelerate the uptake of new business models and solutions

= support access to finance to support creators and to scale up

innovative business models
support societal progress and improve public services

establish Finland as a leading architect and enabler for the Metaverse
Finland to be considered as a benchmark society

attract major foreign direct investments in all parts of the Metaverse
value chain

avoid domination by a single company or country

respond to rapidly growing demand for digital transformation (DX) for
enterprises and government agencies

enable interoperability and collaboration between Metaverse platforms
serve as new social infrastructure for enterprise DX and employee
experience (EX) transformation

promote metaverse business

expand the “Japan Metaverse Economic Zone" globally

respond to MV risks

gaming and e-sports market: USS$ 13.3 billion to gross domestic
product (GDP) and 39.000 jobs by 2030

= create digital MV twin of futuristic megacity NEOM

take the upper hand in the global metaverse market (5th largest
market share by 2026)

train metaverse experts (total of 40,000 people by 2026)
nurture metaverse service providers (220 companies by 2026)
discover metaverse best practices (total of 50 cases by 2026)

= industry
public administration
society

tourism

education
government services
retail and real estate
[health care]

industry
creative industry
society / consumers

society
healthcare
industry

society / consumers
government services
= enterprises

= e-games, e-sports
real estate
= society / consumers

society / consumers
government services
enterprises

= upgrade key technologies
= Promote an industrial ecosystem

.
I = strengthen the industrial base (incl. standardization) I

= XR and MV technologies

= foster MV innovation and economic contribution

= cultivate MV talent through education and training

= develop MV use cases and applications in Dubai government
= Adopting and scale globally

= Dubai as the “crypto-capital” of the world

= UAE as a “test bed” for new technologies

= foster a supportive business environment; support SMEs, start-ups
|- Interoperability, standardisation, open standards and interfacesi

= support open-source community

= build a talent pool of virtual world specialists

= empower and protect children in virtual worlds

= EU’s robust legislative framework

= |P protection

4

= Finish vision, values and strengths

= boost economic growth

= cross-boundary collaboration

= education for the Metaverse

= marketing and sales on a global scale
= advance metaverse research

= agreement of numerous companies using their respective
mature technologies to create an open Metaverse
infrastructure supporting authentification, digital twins,
NFTs, etc.

= analysis by the “Study Group on Utilization of Metaverse,
etc. for the Web3 Era” established by the Ministry of
Internal Affairs and Communications

= MV is key part of Vision 2030
= launch of national ,Gaming and e-Sports
Strategy"

= create world-class metaverse platform

= create and support MV ecosystem

= train Key players in the metaverse era

= nurture specialized corporations that could
= lead the metaverse industry

= build an exemplary metaverse world

= metaverse business parks

LI\Y/ infra ct e

= create MV best practices

= create MV applications for digital life

= over fifteen initiatives and strategies were
announced in the 2022 assembly

= MV virtual embassy

= Emirates Airlines training in the MV

= skills development for MV technologies (Digital Europe programme)
= guiding principles for virtual worlds through citizens’ panel

= research on impact of MV on people’s health through Horizon Europe
= develop a MV toolbox for the general public

= create European initiaive on Virtual Worlds

I = analysis of XR & MV standards landscape I

= Metaverse in Action Program (however just recommendations!):
o support technology enablers
o create / suport business Networks
o showcase industrial Metaverse
o showcase Metaverse society
o showcase Metaverse healthcare
= create Metaverse economic zone ,Ryugukoku
= media conference

= the USS$ 500 billion futuristic megacity NEOM
shall have ist own metaverse
= investment in metaverse gaming

= metaverse platform of the city of Seoul

= diverse types of funds to be provided

= "Expanded Virtual World" marketing campaign
= K-Metaverse pavillon: further showcases



positioning ourselves: XR & MV Standardization Living Lab vmmmmmsloncsm=
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Standardization in the EU

= official bodies Setting standards in China, Europe and the US 4f”

. tribution f tat *:
odindusy e B CHINA ¥ EUROPE E= lSJ!P%Eg

= strong system and process a state-driven process markgtsg#\?ctalrj\rg(rjocess a loosebmilgsest-dnven
= considering all relevant -~ mmm.sm S — o mrihee
stakeholders N \.J 0~ gt il - &g =
= basis for regulation s 4@ e /E.E. /_l] P = & & e
= but: slow
Coordinated by the Private industry actors coordinate o?(g)gn?;:;gi;d;%‘i\;lel?sgzxesr::y
Standardization Administration of largely under the auspices of S set' —— d)a,r ol or i
China (SAC), which lies under the non-governmental standards e t’he st of éorpetition
State Administration for Market development organizations (SDOs) at P P ’
Regulation (SAMR), an arm of the the national and European level. The American National Standards
State Council. ; ’ Institute (ANSI) represents US interests
This process typically respects a at the international level but plays a
clear hierarchy. comparatively limited role.

Source: John Seaman, “China and the New Geopolitics of Technical Standardization”, Notes de I'lfr, Ifri, January 2020
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Chris Kremidas-Courtney, senior fellow at
Brussels think tank , Friends of Europe” and
Lecturer for Institute for Security Governance
(ISG) in Monterey, California.

He said that China plans to “be the world leader in metaverse
development,” a technology that dovetails with its plan for a
state-controlled digital renminbi. Standard-setting is the
natural first step in that roadmap.

“If you want to seize the future,

you set the standards for it”
Chris said.
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POLITICO Enter keyword Q EXPLORE NEWSLETTERS & PODCASTS v PRO

FROM PRO

Beijing is coming for the metaverse

Proposals reviewed by POLITICO show China wants to assert state control over virtual environments.

BY GIAN VOLPICELLI

AUGUST 20, 2023 |4 00 PM CET ‘@ 5 MINUTES READ
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Standards Strategy China

“China Standards 2035"

= 15-year plan to shape the future, to
set the global standards for the next-
generation of technologies.

= pushing domestic firms and experts
to be part of the global effort to set
standards

= research on China Standardization
System, Method and Evaluation

= research on Supporting High-quality
Development Standardization
System

= research on Standardization Military-
Civil Integration Development

= start with the national standards of
virtual reality technology,
integrated circuit design, intelligent
health care and 5G key components,
and gradually expand to the
emerging areas of Internet of Things,
photovoltaic, information equipment
and other industries.

g FEARKNEADRARBR

“China Standard 2035 will be released
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Metaverse Strategy China
"“Three-year action plan for the innovative development of the metaverse
industry (2023-2025) in China"

Extensive publicising and promotion of
standards and their implementation
Identify the standardisation needs of
the metaverse value chain

Promote the establishment of
metaverse standardisation
organisations

Encourage industry to actively
participate in international
standardisation work

Organise and carry out the formulation
and preliminary study of national
standards, industry standards and
group standards.

Encourage application industries to

B EARMRETRARBR

Drei-Jahres-Aktionsplan fir die innovative Entwicklung der
Metaverse-Industrie (2023-2025) in China

6903023 htm

1. Leitsatze

VIRTUAL DIMENSION CENTER

I Prinzipien,

IV. vorrangige Aufgaben

(i) Aufbau eines fortschrittlichen di Systems fr das Metavers

1. Verstarkung der Integration und Innovation von

R R oL ow oM

Pradukts

2. Bereicherung des Angebots

3. Aufbau eines industriellen Okosyst

(i) Forderung eines interaktiven,

4. Forderung der der wichtigsten

5. Gestaltung d: Met;

6. Innovative fur das industriell rforschen

7. immersive und interaktive Lifestyls 2u fordern

(i) Schaffung immersiver und interaktiver Anwendungen far das digitale Leben. ...

9. die ds ios der icherheit.

8. Offentlich-rechtlichen Raum schaffen, die Realitat und Wirklichkeit miteinander verbindet ....................

NN Yo oo oo

d i iellen Unterstit;

(iv) Aufbau einer

promote the formulation of standarde‘—
in specific areas

focal points:

fundamental similarities

networking

security

10. das System der 2u verbessern.

|~ 1L den AUsbau der Kapazitaten 2ur InnovatGnSTorderung.

12. Erstklassige Infrastruktur schaffen.

(v) Aufbau eines sicheren und ver ysts

13. die Verbesserung des des Metavers

14. den Aufbau von Kapazitten fir Sicherheit und u

v.

(i) Verstarkung der Integration und

(ii) Optimierung der

(i) Vertiefung der

trustworthiness
privacy protection
industrial applications

O
O
O
O
O
O
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Standardization

We still hold a strong position

in official standardization
organizations such as DIN, ISO, IEC,
CEN, CENELEC.

But:

= in-official organizations such
as Metaverse Standards Forum
act much faster

= China is catching up quick

— we should use our strong
position the define the
future of technology

Li\/ing Lab VIRTUAL DIMENSION CENTER =
XR-Interakt

China’s growing clout in standardization organizations
(Number of secretariat positions by country)

ISO secretariats ‘ |EC secretariats

2011 1 2021 2012 [l 2021
: 130 34

Germany 132 36
us. : 117 2247
Japan 223
. 6
China 12

ISO stands for International Organization for Standardization, IEC for
International Electrotechnical Commission; includes twinned ISO secretariats
Source: ISO, IEC, U.S. National Institute of Standards and Technology
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A EU regulation compliant Metaverse platform

Shall the metaverse be requlated?

= senseless question:
it Is already requlated

= we need a fully compliant
MV platform

= We should take up the great
challenge of building local
platforms

NET NEUTRALITY

Digital Fairness -
Fitness Check on EU
Consumer Law
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VDC's XR and metaverse standards register

What we (VDC) achieved until now: Q search database
type ~ SDO v status v year d tags ~ N Defaultor...
Step 1 for Standard|sat|on standard (industry) X specification X 3GPP X  published X | plistions: g0 & constuction
= knowledge of Status Quo of MV standards o 1 soplctons bt
. _ . ) (] applications: marketing
= next expectable standards coming out TE N e TS et
= active standardisation working groups S p——
alge [J auralisation / audio / acoustics
Step 2 for Standardisation: :s%i?. Rl el 2P O basics /terms
= contributions to existing working groups et sttt et ™
. . T :2“;:; ;R Mobile stereoscopic 3D video type: specif.ication m
Step 3 for Standardisation: S e
= generate own activities and initiatives o
S— ::I;: ;R :"g;:l Reality (VR) media services over type: specif.ication m
= knowledge is prerequisite of steps 2+3 | i
virtual reality, mobile XR
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