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Gli elementi del metaverso

- Hardware and Equipment

- Frameworks, Libraries, and Platforms
« Avatars

« Object Modeling

- Environment Rendering

- Sessions and User Authentication

- Interactions (User to User, User to Business, User to Objects)
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Sfide aperte,
non solo tecnologiche

Avatars

Rendering

Realism

Shape Variation

Facial Representation

Performance

Scalability

Realistic Lighting

Interaction

Cross-Platform Compatibility

Realism v.s. Performance

Consistency

Security, Privacy & Ethics

Privacy

Environment Digitization Infrastructure

User Interactions

Metaverse Challenges

[ Hardware & Equipment }

{ XR Framework ]

[ Platforms & MaaS ]

= Cost and limited availability

= Usage

Computing and Network
Infrastructure

-l Resource/Technical

= Performance

Security and Privacy

= Standards and compatibility

= Cross-Framework Integration

l Trust

-l Support

Continuous upgrades

= Common standards

- Security and Privacy

= Legal and Regulatory

= Services Optimization

Different platforms and

- Accessibility = Realism vs Performance B
1 1 ‘ 1
[ Avatars } Rendering ] [ Sessions ]
= Realism = Performance = Performance and scalability
= Shape Variation o Scalability || Data representation and

Facial Representation

modeling

= Realistic Lighting

Dynamic environment and
data sharing

Governance and

ul Interaction = Realism v.s. Performance standardization
= Cross-Platform Compatibility ~ f= Consistency = Security and Privacy
o . + . Resource Heterogeneity and
= Security, Privacy & Ethics . - Privacy - N BT
’ 1 1 1
User-to-User User-to-Business User-to-Object
Interactions Interactions Interactions

Uncontrolled behaviors
and Toxicity

i Infrastructure and Resource
Allocation

_ Computing and Networking
Resource Overload

| Voice propagation Quality
and Accessibility

= Guidance and Regulations

o Trust and Security

- Identity Verification

Realism and Natural

p— "
Interaction

Object Tracking and
Ownership Management

Cultural and language
barriers

| Fair Pricing and Currency
Exchange

= |nteroperability and Security

= Disputes management

Freedom vs moderation

Payment Processing
Mechanism

= Advertisement and Marketing

| Real-Time Synchronization
and AR Mapping

Object Design and
Repository




Un mondo vero o finto?
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