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Times have changed and  
virtual worlds are 
expanding in 
subscriptions and 
beyond traditional games 
…

and IBM is getting in the 
game in a big way.
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Natural
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Multi-Dimensions to the Evolving User Experience
§ Natural Human Interfaces

• Virtual Interfaces
• Advanced Audio and Video
• Haptics 

§ Real-time
• Immediate Response
• Interactive or with content

§ Dynamically Created Content
• Policy and Personalization Driven
• Distributed/enabled via new business models

§ Interoperability
• The Promise of Anytime/Anywhere
• Hybrid devices WAN/LAN

§ Content Protection
• Manage end users and owners use of content

§ Content Driven Services
• Rich content access and broadband delivery

§ Interactivity
• Collaboration
• Social Environments
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The quality of the user experience in a virtual world is a combination of 
the fidelity of the world rendering,  the degree of real-time social 
interactivity and fidelity of the world model

§ The immersiveness of the experience for the user is a 
factor of all three qualities

§ Synchronous social interactivity in a natural and 
compelling environment is a major customer value of VWs
that was missing from the previous waves of 3D web and 
which may have contributed to its failure

§ The hardware and network is now capable of supporting a 
high level of experience 
for the user, and is expected by the consumer

§ Fidelity of rendering and social interactivity are 
increasingly commoditized

Fidelity of the 
World Model

Fidelity of
the Rendering*

Degree of Synchronous
Social Interaction

(collaboration)

1=low, 3=high

1
2

3

* rendering here means 
visual, aural and other 
senses such as haptic
feedback

2
3

2 31
1
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Function/Degree of Immersion
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Virtual Worlds

Semi Professional

In Time, we see that immersive solutions will drive to 
lower cost implementations

• Applications: Military, High-end 
Commercial, surgical training

• HDW/SFW:  High Performance 
Servers, 3D multi-wall Projection 
System, 3D Sound, High 
Resolution Graphics, Tracking 
system

• Full Immersion with 
Tactile/Haptics

• Cost: $3M to $5M

• Applications: 
Architecture/Engineering

• HDW/SFW: PC Clusters, 
Projection System, HMD, 
HAPTICS, Stereo sound

• Immersion, High Performance, 
Open Source

• Cost:  $20K to $1M

• Example: Second Life
• Applications:

Games/Collaboration
• HDW/SFW:  High Function PC
• Limited Immersion,

graphics, performance
• Cost: $2K Hardware

Technology migration
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3D Internet Application Areas
Online Gaming

Science and Healthcare Research

Learning and Training

Virtual Meeting and Collaboration

Simulation and Visual Design

Shopping, Commerce, Media & Entertainment
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IBM Today in the Virtual Universe

Innovation Island Complex 3D Models Greater IBM Alumni

SOA HUB 3D Jam at Almaden Sears Retail

Australian Open Forbidden City Help Desk
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Linden Lab January 2007
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% of Residents

Japan, 1.29%

Switzerland, 1.29%

Australia, 1.48%

Italy, 1.93%
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Canada, 3.30%

Brazil, 3.77%
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United Kingdom, 
8.09% Germany, 10.46%
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Key Press Coverage

3PointD.com

DecNovOctSeptAugJulJunMedia

3PointD.com

DecNovOctSeptAugJulJunMedia

IBM In The Virtual Universe

Google: IBM “v-Business” 27,000 hits  IBM “3D Internet” 41,600
Yahoo: IBM “v-Business” 9,800 hits  IBM “3D Internet” 25,100
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Technology 

Microsoft Sun Sony Intel

Harvard

Education 

New Media Consortium New York University
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Automotive

PontiacNissan Scion Toyota

BBH Leo BurnettCrayon

Marketing
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Charity and Government

FOX

NOAA

CNET

News and Media

BBC

Cancer Society

Infinite Mind Wired Magazine

UN Against Poverty

Popular Science

Reuters

Mark Warner

Big Brother
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Entertainment in the Virtual Universe

Duran Duran Suzanne Vega U2 MLB

Other areas we are using the Virtual Universe

Collaboration Education 3D JamMeetings
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Content Services Platform
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Create Manage Simulate & Interact
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Search
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World 
Editing
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Rendering State
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Platform Services
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World
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Animation
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Virtual World Platform Blueprint
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There is a common architectural pattern across all virtual world applications -
consisting of real-time event driven, parallel simulation engines

Scene
ManagementAI

User
Input

Clients
World
State

Local Physics
Simulation

A/V
Rendering

client

client

client

Collision
Detection

AI

State
change

requests
Region
World
State

World Physics
Simulation

State
Change
Events

server node n

Dead
Reckoning

Scene
ManagementW

AN
/LA

N

server 
node
n-m

server 
node
n-1

server 
node
n+1

server 
node
n+m

…

…

… …
…

LA
N/

Cl
us

ter

persistent
authoritative

world
state

Fundamentally different 
to Web Browsing

high frequency, low 
latency, synchronous 
interactivity

high frequency, low 
latency, synchronous 
interactivity
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Client requests currently fall into 3 categories

§ Phase 1
- Awakening awareness
- “What is it?”

§ Phase 2
- Increasing interest
- “Tell me more. . . “

§ Phase 3
- Virtual Visualization
§ “Show me how”
§ “Do it for me”
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Phase 1 addresses initial questions on virtual worlds

§ Awakening Awareness
- The “What” phase
§ “What is a virtual community”
§ “What is IBM doing in a virtual community”
§ “What are the things my company can do in/with a virtual community/world”
§ “Why should I care”

- Methods of awareness -
§ Media awareness
§ Word of mouth
§ IBM’s announcement

- How to handle -
§ Prepared handout or deck (short)
§ Short conference call to explain some of the details
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Phase 2 progresses to a deeper discussion  

§ Increasing Interest –
- The “Tell me more” phase
§ What are the different kinds of things I can do in a virtual community?
§ What are the specific things my company can do in the virtual community?
§ What would my company look like? 
§ Show me some examples of how this works

- Methods of Awareness
§ Media awareness
§ Additional interest from first phase 
§ More detailed conversations with interested clients

ü Face to face meeting
ü Second Life meeting

- How to handle 
§ More detailed document – paper or deck
§ Potential basic prototype that show how it works – (e.g. demo of how IBM is set up )
§ More detailed conversations with interested clients

ü Face to face meeting
ü Second Life meeting
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Phase 3  results in a virtual presence 

§ Virtual Visualization – this can be accomplished two ways
- “Show me how”
§ Develop a prototype for my company
§ Define strategy on developing a virtual community
ü Strategy engagement 
ü “How-to” plan on getting started 
ü Basic plan to give clients “big picture” activities, skills and dollars required (checklist)

§ Base SOW
ü Keep it simple 
ü Prototyping expense based on complexity of requirements, technology required, etc

- “Do it for me”
§ Develop prototype for my company 
§ Define strategy on developing a virtual community
ü Strategy engagement 
ü “How-to” plan on getting started 
ü Detailed plan to give clients “big picture” activities, skills and dollars required (checklist)
ü Set up project to establish virtual community and manage the implementation of it 


