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Abstract

Metaverse provides a simulated environment that can produce various values while conducting economic, social, and cultural
activities in a digital society where the virtual and real worlds are connected. In this paper, the direction of technological progress
is predicted by analyzing the characteristics of Metaverse services and their businesses. Technologies and latest researches for the
realization of the Metaverse service platform are also explored. In addition, Metaverse Ethics to construct a sustainable Metaverse
and Metaverse UX to increase users' service participation are also discussed. Moreover, the R&D promotion strategy for Metaverse
services are presented.
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Fig. 1. Forecasting the development direction of Metaverse services!"
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Phase-2, Phase-3.
Sustainable Digital Society

Value Creation Value Trading in Community

Standardization (especially, platform interoperability issues)
Virtual worlds/ objects production ——* Connection/synchronization

with the real world Multiverse

Issues to the systems and rules
for digital worlds

i 7 Cm\sider&g cost-effective characteristics of avatars by 'appiican'on domains
Avatar {Human avatar :ME Entl |
H | Al avatar [+ Advanced Conversation Engine for Task—Oriented Conversation

N
Similar issues s,

i sight, hearing — touch, smell — tas‘te\\-,_i
| . | Hardware interaction =
nteraction | (HMD, Suite, )
H W zerointerface
Latency issues

Artificial | Service &Infrastructure Support
Intelligence |

Identity authentication, data security,

Security transaction/distribution, etc,

T2 3. HEHHA R&D Xl Mt
Fig. 3. Metaverse R&D Promotion Strategy!"

The evolution of —s»| Software interaction |
i (gesture, voice, )

for multi-turn & multi-domain conversations

For a large demand fgur utilizing body interactions
Reslistic —L+ Interactions using multiple senses

For alarge demand for utilizing intent-based interactions

Recommendation System

§5vstem intelligence/automation ————— Decision-Making Systems

(DM - GDM/MPDM - MODM)

—— New economic system by application !
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Fig. 4. Changes in the roles of service providers and users for Metaverse: (a)
the existing general form; (b) a form in which user participation is possible; (c)
a form in which cooperation of users and service providers is possible.
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