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EXECUTIVEBUMMARY

The Immersive Internas a collection of emerging technologies combined with a social culture that has
roots invideo gamesnd virtual worldsSuccess in the consumeirtual worldand video game markets
hasdrivenexperimentationwith immersivetechnology in the workplacéuringthe past year, the idea of
using immersive technology at work has gaisethetraction and anecdotal success has led to question
about business value. Ty to answer these questiorsbout the business value of using immersive
technologies in thevorkplace ThinkBalm surveyed 66 Immersive Internet practitioners and conducted 15
in-depth interviews. This report contains our research findings and analysis.

Ealy investments in immersive technolodgr work are yielding business valuglore than 40% bthose
surveyed (26 of 66) saw a positive total econobgaefit from investments in immersive technologies in
2008 and 1Q 2009, and more than 50% of respondents (34 of 65) expect to obtain a positive total
economic benefit in 200Ruantification of thisvalue was all over the map, ranging from less than

$10,000 USD to more than $1 million. The number of respondents who expect to obtain economic benefit
of $25,000USDor morein 2009is more than double the number whndicatedthey achieved this level

for 2008 / 1Q 2009We found that many who have been implementing immersive technology in the
workplace did not even expect to achieve a return on their investment.

Ninety five percent of survey respondent2 @ 66) reported some level of success with tH&08 / 1Q
2009 immersive technology deploymenBeople who worked forayernment, nonprofitsand even
somecorporationsfocused on norfinancialbenefits whichsometimesmakes quantification of that
success difficultRegardless, over a third of those survey8€%, or 23 of 64aid their organization will
definitely expand investment in immersive technology in 2009 and 2010, and another 38% (24 of 64)
indicated that they might expand their investment.

The top motivatbns for investmentn this areain 2008 /1Q 200%vere enabling people in disparate
locations to spend time togetheimcreasednnovation and cost savings or avoidantewith each
reported as at least somewhahportant bythe vast majority ofespondentsUnsurprisingly, early
implementersare choosing thaimplestuse cases firstearning and training (80%r 53 of 66
respondent3 and meetings (76%r 50 of 6§ were the most commorlJsingimmersive technology for
internal meetings was more prevaleriidan using it for external meetings.

Immersive technology won out over a variety of alternatipeisnarily due to low cost anthe increased
engagementt delivers The leading alternatives were Web conferencing anddérson meetings,
followed by phone c#d. Nearly 60%f respondentg38 of 66)indicated that immersive technology was
less expensive than alternatives, and 1(I®6f 66)reported thatit was more expensive.

Work-related use ofthe Immersive Internet ig the early adopter phasd3eforeit can passnto the early

majority phase, practitioners and the technology vendors who serve them cm@INE2 & & ETR8y OKI &Y
facea number of issues sometechnological, such deadequateend user hardware and corporate
securityconcerns and others soal, such as raising awareness and providing traifign all significant
opportunity existsto extractbusiness/alue fromimmersivetechnology and experimentation now can lay

the groundwork for transformational initiativedown the road
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THEBIG QUESTIONWHATS THEROI?

As industry analysts,evhearit £ £ GKS GAYSY aL OFy &aSS K2¢ AYYSNBAGS
engagement, buhow do you measuréd KS 0 dza3 A Y S8 38 Ol fubaSmdediinladediad é ¢ K S
question of business value came gpeatedlyat the 3D Training,
Learning and Collaation (3DTLGjonference in Washington DC in
April 2009. It comes up in conversation at nearly evérinkBalm
Innovation Communitgvent andhas peppered mangommunity
discussios. The blog articlesve write that contain business value

Definition: Immersive
Internet

A collection of emerging
technologies combined
with a social culture that

numbers are the most widelyead ones wepublish® It is the following has roots in video games
question we set out to answer thisresearch@ dzZR& Y &2 K (] and virtual worlds.
odzarySaa QFtdz2S 2F dzaAy3 )\YYSNJi\ )Sé Ay G

EARLMNVESTMENSAREYIELDNGBUSINESSALUE

N2G SOSNEB2YS K2 Qimmeéss&ethndlogyidiths Woskylacdafid or even expects to

T quantify the business valugf the investmentsii K S @ Q @< fal¥ FeR 3008 or 1Q 2009 Immersive
Internet projectshadrigorous ROI numbers attacheBut various data points collected via survey and
interviews indicate that investments in immersive technologies in the workplace are in fact yielding value
As just one example, BP expects to deliver tens of millions USD in busihes$om its investments in
immersive technology. The company has already recouped the cost of many of the Immersive Internet
investments it made in 2008 and 1Q 2009, according to Brian Ralphs, a director in the IT chief technology
office.

More Than 40%of Those Surveyed Saw Positive Total Economic Benefit

More than 40% of th@ractitionerswe surveyed (26 of 66) said their organizaieaw a positive total
economic benefit from investments made in immersive technologies in 2008 and 1Q&aD&nore tkan
50% of respondents (34 of 65) expecitatain a positive total economic benefit in 20@9eeFigure 1 and
Figure 2. Quantification of this value ranged from less than $10,000 USD to more than $1 million. Our
assessment revesithree main reasons foihis extensive diversityt) business value depends heavily on
use case, and use cases varied widely, 2) business value depends on the maturity and breadth of the
rollout, and 3) our survey sample sizesaairly small due to the earstagenature of thisemerging

market Still, the number of respondents who expect to obtain economic benefit of $25,000 or imore
2009is more than double the number who said they achieved this level for 2008 / 1Q 2009.
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Figure 1: >40% of respondents saw positive economic benefit; 42%
don’t know
“MQ18. What is the total economic benefit your organization obtained by
using immersive technologies in 2008 or 1Q 2009, in US dollars?”
28
30 1 (42%)
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Source: ThinkBalm Enterprise Immersive Internet Business Value Study, April 2009

n = 66 respondents. Percentage may not total 100 due to rounding.
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Figure 2: >50% of respondents expect positive economic benefit in 2009

“MQ20. What is the total business value your organization anticipates getting
out of its investment in immersive technologies in 2009, in US dollars?”

30 1 24
”5 (37%)
20 -
Number of 15 - 10
respondents 7 6 6 (15%)

10 - (140
(11%)  (goy) (3 w 3 (%)

4
ol B R BN e
o O 0

KR 2 &9‘5‘5 qq‘fi‘ I R
0(\?’ S r_;L 5& ' r?‘?ﬁ ' D?_) ! gg ' 0( AL
S hd xO x0 xO ) 5 Q‘\ O(\
i r?\p*- c;f;‘*- 5@,0* 00%‘0 Q@%“’ o> ©
N 2
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Source: ThinkBalm Enterprise Immersive Internet Business Value Study, April 2009
= 65 respondents. Percentage may not total 100 due to rounding. )
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AlmostAll SurveyRespondentdndicatedSome Level ofProject Success
LY FyasgSN G2 GKS | dobvadidcassfutwasiiere yaardygahixdtidn's itni@exshie
G§SOKy2f 238 RSLI 2@ YSy loaeihird of rigspandents (221ofy68) saidtheiHprojeap K ¢

data shows succegsee Figur8). Another 61%of respondentg40 of 66) sal the projectd FSSt a t A1 Sé |
successfor a total of A%of respondents

Figure 3: One third of respondents said project data shows success and
another 61% reported that projects “feel like” a success

“MQ15. In general terms, how successful was/were your organization's
immersive technology deployment(s) in 2008 and 1Q 2009?”

Project data shows success [N 22 (33%)
Project ongoing, no data, but it "feels like" a success [ 40 (61%)

Project ongoing, no data, but it "feels like" a failure I 1(2%)

Project data shows failure - 3 (5%)

0 10 20 30 40 50

Number of survey respondents

Source: ThinkBalm Enterprise Immersive Internet Business Value Study, April 2009
n = 66 respondents. Percentage may not total 100 due to rounding. )

While we did not ask survey participants to define how they measured success, we gained insight into the

many wayghey are doing so through the interview process atswers taopen-ended surveyjuestions

hyS AYyUiSNIBASHESST 9ONRO I FO1FHGK2NYZ o5 2506 RSaAaAIYySNI g
g2dz Ry Qi RdvidRenekhVFeogitetettive marketingt Kelly Servicesi | ARZ  avdzl t AGF GA DG
have been successful. But we have not yet put the fmk measurement tools in place to prove it

lj dzi y G A (Thdse c@rniestebliowords we have heard from many people working in this area and
illustrates that #rict financial ROI is not the only measure of succBsactitioners are using a variety of
metricsto determinethe success of their projects:

1 Improved employee productivitySeventy two percent of survey respondents (46 of 64) rated
improvement in emplgee productivity through their organization's immersive technology

RSLIX 28YSydGa Ay Hnnykmv HnAd(sek Bigude dWherdBMVaheéld ¢ 42 YS 6 K

its Academy of Advanced Technology, an internal conference, in an immersive environment last
Octoter, the organizatiormeasured employee productivity gains as part of its ROl analysis
Karen Keeter, marketing executive in IBM's Digital Convergence business unit, and Neil Katz,
distinguished engineeisaid theyestimated that on average each attendeessdsixhours that

© 2009 ThinkBalm. All rights reserved.
ThinkBalm Immersive Internet Business Value Study, Q2 2009 6

5




would otherwise have been spent travelling had the event been heidmtysical meeting
location, as was typically dondJsing an average cost of $150 an hour per peraaliiplied by
150 people, the IBMeam calculated a savings df35,000 USD in productivity value.

1 Increased revenueOne third of survey respondents (21 of 8dportedthat increased revenue
from new sources, and 44% (28 out of 64) said increased revenue from existing products and

ASNBAOSAI ¢ SNB oKy ST MAvaLI2INTG I fySitéa oF 20Nd AKS A NI Hnny

technology deployments. An example of this is BAE Systems, which built and maintains a custom
immersive learning simulation for armed services personnel training. Kurt Steuck, director of
training technolgy at BAE Systems, San Antonio Operations, said the value his organization got
out of its investment in immersive technologies was measured by direct financial gain from
customer engagements, in particular by volume of repeat and increased business.

1 Increasedemployee retention ratesDavid Fenech, VP of interactive marketing at Kelly Services,

aFAR Al ¢SfttyYy atS2LIXS K2 INB Y2NB Sy3al ISR Ay

K

l.j

t S2LX S 6K2 I NBYyQli AYYSNASR Ay @2 NYXBNI &S{ SND L 08B

turning to immersive technology to increase employee retention rates by creating virtual places
where distributed workers can meet and build connectidtikewisea project manager we
interviewedsaid her team is measuring success of its deployment by retention rates of recent
master of business administration (MBA) graduates.

1 Improved counseling outcome$referred Family Healthcare delivers psychological counseling
to troubled adolescentDick Dillon, senior VP of planning and development at Preferred Family
Healthcare, said his organizatimmeasuing succes®f its deployment of immersive technology
by comparing a control group of clients (troubled adolescents) with a group that receive
counseling services delivered in an immersive environment. The client groups will be compared
on completion rates of counseling services, attendance rate at scheduled events, and the length
of time clients remain connected to a clinician.

© 2009 ThinkBalm. All rights reserved.
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Figure 4: Important benefits: face time, innovation, and cost savings
“MQ13. How important were each of the following business benefits for immersive
technology pilot(s) or deployment(s) your organization did in 2008 or 1Q 2009?”
Enabling people in disparate locations to 45 18 03
spend time together
Increased innovation 45 14 > 2
Cost savings or avoidance 36 20 7 . yery
important
Competitive differentiation 34 20 5 6
B Somewhat
Development of new business capability 34 18 9 4 important
Employee productivity improvement FE] FE] 11 7
o . . B Not very
Standardization of business practices over .
) . 18 21 11 15 important
wide geographical area
Streamlined business process(es) 11 24 22 7 = Not
Increased revenue from existing products 10 18 11 25 [nRotans
or services atall
New source of revenue 7 14 1> L
0 20 40 AN 80
Number of survey respondents
Source: ThinkBalm Enterprise Immersive Internet Business Value Study, April 2009
\n = from 64 to 66 depending on the business benefit in question ‘

A Primary Bnefit Is CostSavingsor Avoidance

2KSy Fal1SR a1l 26 AYLRNIFIYG wela O02aid al @dAay3aa 2N
RSLX 28YS8Syidoau @2dzNJ 2NBF yAT I (i Ad tfoseshireyeff56 of B4)saidyit 2 NJ MV

was at leastsomewhat importanté This breaks down into 5686 respondentq36 of 64) saying was
avery important andalmost a third(20 of 64) sayingit wasésomewhat important Based on our work
with our clients andur experiences witimembers of the ThinkBalm Innovation Communitg,well a®n
O2y@SNEI GA2ya &S QdbBmefsiveRnteinapiiaktitiokedgydiRihgBHR fastFehthis
comes as no surpriselere are just d&ew examples:

9 Virtual events cost much less than physievents.Zain Naboulsigeveloperevangelist at

Microsoft, demonstrated thahis companyvas able to reduce the pattendee cost of
developer conferencey more than a factor of 106rom between$40and $45 per person to

I @2 A

about $.35 pepersonUSDHia 2 NBF yAT I GA2yQa O2&ada N8B f26SNJ

community membersolunteered their time taevampthe needed digital assets (e.§D

meeting space, presentation tools, ettn)another examplereferenced abovekKaren Keeter of
IBMsaida conservative estimate dfavel costdor the 150 peoplattendingthe Academy of
Technology event would have bessughly$1,500 per persorHolding the evenin an

immersive environmentesulted inan estimated$225,000 in travel savings and $25,000 in venue
savings, for a total of $250,000.
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1 Machinima costs much legs producethan traditional videos Several survey respondents and
AYGSNDBASSE LI NLGAOALIYGa tA&GSR Y (s&slofimmersiveONS | G A 2y
technology in 2008 and 1Q 20(Rita J. King of Dancing Ink Productianis AARtRis stage in the
development of virtual platforms, machinima is the record of a shared experience. What you see
when you watch a piece of machinima iscll@borative effort to create a space in which people
from around the world can inhabit and enhance one another's iddasone example, United
Space Alliance needed to produce a training vithed required a complestageset The project
team found itcould create a digital set inexpensively in an immersive environment by acquiring
off-the-shelf assetsthis cost a fraction of what it would have cost to build a physical set.

Thelmmersivelnternet Presents an Innovatio®pportunity

Whenaskedd | 26 AYLRNII Yyl ool ada AYONBFASR Ayy20FGA2y6 FT2NJ A
RSLX 28YSydo6auv @2dzNJ 2NBIFYAT I GA2Y RAR Aysomewmy 2NJ mv HJ
importante or dvery important€ This breaks down intmore than two thirdsof respondentq45 of 66)
sayingit wasavery importan€ and 21% (14 of 6&ayingit wasésomewhat important This came as a
surprise to us: we thought few would select these answers, and that those who did would be part of a
formal innovation program itheir organizations. We also thought that at this early stagthe adoption

of immersive technology in the workplacand in this economy, respondents would be more focused on
cost savings than on innovation.

Somepractitionersare getting in the gameagly to gainvaluableexperience with an emerging technology
they believe will result i competitive advantageMark Dowmangdesignerat the United Space Alliance

aFrARX 428 | QhGdz2ttée aS8SS G(GKS OdNNBy(d (Stokopsd 238 | & Ayl F
GKSNB A& 42 YdzOK @l fdzS§ Ay SELSNAYSyiGAy3I SENIéeod 28 3S¢
Jankowskipresident and cdounderof Shapiro Negotiations Institufd | A R & hdzNJ 6dzaAy Saa A& F

negotiation seminars. Migrating deliveoy thisintellectual property (IPjo an immersive environment

will greatly expand our access to new sources of revenue and provide a significant competitive advantage.
Teaching negotiation skills is a faceface job. By removing the need for peoplelte in the same place

at the same time, we are fundamentally changing our business rdofieti David Fenech, VP of

AYGSNY OGAGS YIFENJSGAY3T +id YStte {SNBAOSax Lizi A4 GKA&
traditional. We have had more doo&sLJISY SR (2 dza &l &@Ay3Is W22gH |, 2dz 3dz2a |l
G2 2dzNJ 62N] 6A0GK AYYSNBAGS GSOKy2f23ASaodé

Nearly ¥of Respondent&aid TheyMight or Will hcreaselnvestment

Thirty eight percenbf respondents (24 of 64) saildeir organizationsnight increasetheir investment in
immersive techologiesin 2009 and 201(seeFigure 5. More than another one third (23 of 64) said that
based on their experiences with immersive technologies in 2008 and 1Q t@g3vill definitelyincrease
their investmen. In all, nearly % of survey participants indicated that they are leaning toward increased
investment in this areauring the next couple ofyeats hy f & p» 2F NBaALRYRSydGa 6o 27
increase their investment.

© 2009 ThinkBalm. All rights reserved.
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Figure 5: Nearly % say org’s investment might or will increase in ‘09/'10

“MQ23. How do the experiences your organization had with immersive technologies in 2008 or
1Q 2009 affect plans for increased investment in immersive technologies in 2009 and 2010?”

We will definitely increase our investment,

compared to 2008 and 1Q 2009 levels. _ 23 (36%)
We might increase our investment, o e - | - (35%)

to 2008 and 1Q 2009 levels.
We probably won't increase our investment, _ 10 (16%)
compared to 2008 and 1Q 2009 levels.

We won't increase our investment,
! 3 (5%
compared to 2008 and 1Q 2009 levels. - 22

Unknown - 4 (6%)

0 5 10 15 20 25 30
Number of survey respondents

Source: ThinkBalm Enterprise Immersive Internet Business Value Study, April 2009

Q = 64 respondents ‘

Through the interview procesandanswers tcopenended survey questions, it became apparent that the
main criterioninfluencingwhether or not an organization plans to increase investment in immersive
technologies in 2009 and 2010 is the ability to demonstrate business \due.s agreat example.Mark
Jankowskof Shapiro Negotiations Institute proposed immersive technology as one of what the company
Ortta GKS aFAylFt TF2dzNE i bBukinessinzha éomidgyede Ndipdagosed A Sa F 2 N
immersive technology asdS i K2R 2F RSt AGSNAyYy3a (KS O2YLIl yeQa Lt (2
cut. So ke worked on an immersive solution in his spare time, delivered it to a few select clients, and was

able to demonstrate that immersive technology was actually more \déuthan the technology the

O2YLJIl yeQa f S| REyNaykaettedite mahagémeRt team dropped the technology it had

originally selected, replacing it with immersive technology.

USECASE PEOPLAREPICKING THEDW-HANGINGRUITHRST

Inanera of ravaging travel cuts, people are looking for easy, inexpensive ways to meetheéth with
whomthey need to work. As social creatures, people créaee time& 1 time spent together with other
people, communicating and collaborating. Face timegipeople a chance to catch up on shared
projects, bounce ideas off each oth@nmdmake decisionsAlmost all survey respondents (95%, or 63 of
66) said enabling people in disparate locations to spend time togetheavs@smewhat important or
avery importanté benefit of their 2008 / 1Q 2009 projects

© 2009 ThinkBalm. All rights reserved.
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The Most Common Use Cadaxday Learningand Training Meetings

To gain a deeper understanding of how people are using immersive technologies in the workplace, we
asked survey participanté C 2 NJ gtKeAabdwing2uBe cases did your organization pilot or deploy

AYYSNEAGS (SOKy2t 238 Ay showthgteadydopters are plucking ¢he loWvK S | ya g S
hanging fruit first with (see Figure 6):

il
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Learning and trainingL Y | Yy & 6 S NJ (i ZForivtich of lhdZ8llawing @syg Gases did your
organization pilot or deploy immersive technology in 200&1or  H n80%d¢ Eespondent3

of 66) selected learning and trainingamersive learning environments allow trainers to conduct
sessions ithe style ofa lecture, handsn sessior(for familiarization with specific equipment or
tasks), or tourfor exampleto explore systems, places, buildings, body parts or even chemical
structures).

Meetings.Seventy six percent of survey respondents (50 ofs@@) their organizations used

immersive technology for meetings."&h we askedespondentso describetheir2 NBI YAT F GA 2y Q
deployment(s) of immersive technologies in 2008 and 1Q 2®@®e than twice as mangf

them (36%, or 24 of 66) indicated they ust@ technologyfor internal meetings as for external

meetings (15%, or 10 of 66) (see Figure 7). In all likelihood, it is easier to deploy the technology to

' ANRdzL) 2F LIS2LX S dzy RSNJ 2y S 2NHIyAT F A2y Qa dzYo N
wide range of end user hardware never mind provide support for external users.

ConferencesAt the last minute prior to launching the surviy this study we separated
meetingsfromconferences YR ¢ SQNB 3Jf I R 6S RA RangpSople dza S G KS 3
treat the two separatelyWe think of meetigs on the scale of a few tens of people and
conferences extending well into the hundreds or thousamdisarly half of respondents (49%, or
32 of 66) said their organizations used immersive technology for camfesein 2008/1Q 2009
As an example, the Risk and Insurance management Society, Inc. (RIMS), held a virtual
conference with over 700 registrants, of which more than 500 attended for an average of an
hour and a half each. A critical technology requiremeaswhe ability to scale to support this
large number of simultaneous users.

NE

Qe

dzl
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Figure 6: Common use cases in 2008 / 1Q ‘09: learning & training,
meetings

“MQ7. For which of the following use cases did your organization
pilot or deploy immersive technology in 2008 or 1Q, 2009?”

Meetings | 50 (76%)
Conferences S 3> (49%)
Collaborative 3D data visualization I 23 (35%)
Collaborative design and prototyping D 21 (32%)
Business activity rehearsal I 13 (20%)
Human resource management 12 (18%)
O — 12 (18%)

Remote system and facility management
¥ SR MENSE I 9 (14%)
r T

~

Learning and training N 53 (50%)

Number of survey respondents

Source: ThinkBalm Enterprise Immersive Internet Business Value Study, April 2009
Q = 66 respondents. Multiple answers accepted.

0 10 20 30 40 50 60

Figure 7: Internal meetings were more common than external meetings

“MQ8. Please briefly describe your organization’s deployment(s)
of immersive technologies in 2008 and 1Q 2009.”

Internal meetings I 24 (36%)
Learning and training I 24 (36%)
External meetings I 10 (15%)
Conferences NN O (14%)
Marketing GGG O (14%)
Social networking N S (8%)
Prototyping I S (3%)
3D data visualization or process design N 4 (6%)
Recruiting N 4 (6%)
Asset creation (e.g., machinima) I 3 (5%)

0 5 10 15 20 25 30
Number of survey respondents

Source: ThinkBalm Enterprise Immersive Internet Business Value Study, April 2009
n = 66 respondents. Open-ended question. Multiple answers accepted.
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Some Have Their Eye btore Complex Use Cases for 2010 and 2011

We expect the common use cases to rempnetty muchthe same for theemainderof 2009as they

were for 2008 1Q 2009 (see FiguBcompared to Figure 7purvey respondents on average expect to be

more likely to use immersive technology in 2010 or 2011 than in 2009 for potentially complex use cases

like business activity rehearsal and remote system and fanilityagemen{see Figure 9)n FHgure9,

each upwarepointing arrow represents a tenth of a point change in the rating average for each use case.
Aratnga O2NB 2F n YSIya aRSTAYAI( Brabearagd syore ofl2.5 méadsNBE 2 F o
respondants think they argust aslikely as not to use immersive technology for a particular purpose. For

the most common use cage learning and trainingt & dzNJS@é NBaLRyRSyGa R2y Qi T2 NJ
likely to focus on this use case a year or two down tredrthan they are to focus oniit 2009

/Figure 8: Common use cases for the remainder of 2009 will be learning
and training and meetings
“MQ21. For the remainder 2009, what is the likelihood of your organization

using immersive technology for each of the following use cases?”

Learning and training

Meetings
Conferences
W Definitely
Collaborative 3D data visualization m Likely
Collaborative design and prototyping H Unlikely

. L & Defini
Business activity rehearsal Definitely not

m | don't know
Human resource management

Remote system and facility management

20 40 60 80
Number of survey respondents

o

Source: ThinkBalm Enterprise Immersive Internet Business Value Study, April 2009
n =from 61 to 65 depending on the use case in question J
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Figure 9: Advocates eye more complex use cases for 2010-2011

“MQ21 and MQ22. For the remainder 2009, and for 2010 and 2011, what is the likelihood of
your organization using immersive technology for each of the following use cases?”
Rating Average (max = 4)

2009 2010-2011
Business activity rehearsal 2.7 3.1 “‘.“.“.‘
Remote system and facility management 2.0 2.4 'f'f
Collaborative 3D data visualization 3.0 33 ""
Collaborative design and prototyping 2.8 3.1 “‘.“.‘
Human resource management 2.1 242 e
Conferences 3.2 34 ‘.‘f
Meetings 3.4 36 “MB
Learning and training 3.6 3.6

1 = Definitely not; 2 = Unlikely; 3 = Likely; 4 = Definitely;' =.10 point increase in avg. rating

Source: ThinkBalm Enterprise Immersive Internet Business Value Study, April 2009
Q = from 58 to 64 depending on the use case in question ‘

Atypicaladoptionpath is to start with relatively inexpensive solutionsstoaightforwardbusiness

problems, create a cache of digital assets and develop a wealth of experience, and then leverage these

assets and experience tmlvemore complex business problems. For example, the team at United Space

Appliance started with one inexpensive yetjh-impact project: creatin@trainingvideo. Based on the

succes®f that project, the team now has its eye on business activity rehearsal, digital prototyping of new

products, conceptual prototyping, and ergonomics model#&dgBP, the company startedith virtual

internal meetings and conferences and some fairly basic training applications and has since moved into

sophisticated use cases in parts of the business like manufacturing, refining, and exploration. According to
NAFY wkilLKaORY dKEAA chDaoRIFRIapE RSGSNNYAYSR (KS

WHYIMMERSIVEECHNOLOGYERSUSHEALTERNATIVRS

Whenever the question dhe business valuef technology investment arises, one of the first challenges

is to compare it to existing optiond commonquestionA 4 X 52 ¢S Yy SSR G2 Ay@Said Ay
or can we get byith technology we alreadgwnK ¢ ¢ 2 3S0 4G GKS KSIFENI 2F GKAASZ
participantswhat alternative technologies or approachieir organization consided instead of
immersive technologiedor their 2008 / 1Q 2009 projectandwhy. For both of these questions,
respondents could choose or provide multiple answers.
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Leading Alternative®ffer CommunicatiorCapabilitiesand Presencdnfo

Qurvey lesults show thathe leading alternativeso immersive technologyere Web conferencing (58%,
or 37 of 64 respondentselected this answgy faceto-face meeting (55%, or 35 of 64); and video
conferencing45%, or 29 of 64) ¢& Figurel0). Thesenumbersmake perfect sense to us because these
alternativeapproaches are more similar to immersive meetings than, for example, asynchronous
collaborationtechnologies like docunm repositories and wikis. Thtree top-ranked alternatives
provide a higher levelfengagement than a simple telephone or conference call or an instastage
conversation (see Figure 11

Figure 10: Leading alternatives: Web conf., in person, videoconferencing

“MQ10. What alternative technologies or approaches did your organization
consider instead of immersive technologies for the projects you described?”

Web conferencing I 37 (58%)
Face-to-face meeting I 35 (55%)
Video conferencing I 20 (45%)
Telephone I 25 (39%)
Other I 21 (33%)
Wiki and/or blog mEEEE—— 21 (33%)
Document repository I 20 (31%)
Web-based team workspaces I 20 (31%)
Enterprise social networking software I ————— 16 (25%)
Instant messaging IEEEEEEE—————— 15 (23%)
Telepresence T 12 (19%)
Unified communications  m— 7 (11%)

0 10 20 30 40
Number of survey respondents

Source: ThinkBalm Enterprise Immersive Internet Business Value Study, April 2009
n = 64 respondents. Multiple answers accepted. J

We were surprised to see unified communications and telepresence at the bottom of the list, as
immersive technology solutions have a lot of oaerivith these alternatives (e.g., both feature, at

minimum, integrated voice communication, text chat, and presence awareness). Our explanation for this
is that relatively few of the survey respondemiobably hadunified communications or telepresence in

their enterprisest based in part on the fact that nearly 1/3 of the survey respondents (21 of 65) worked
for organizations that hafewer than 100 employees.
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Figure 11: Immersive meetings are more like in-person meetings than
like they are like Web conferences

Low High

Synchronous single- Synchronous multi- Synchronous multi-

channel
communication

channel
communication

channel plus rich
presence information

* Instant messaging * Combined voice and * In-person meeting
* Telephone text conference * Telepresence
*Video conference * Immersive meeting

* Web conferencing

\Source: ThinkBalm )

Implementers ChosknmersiveTechfor Low Cost, Increased Engagement

We asked the questioHow did the cost of implementing immersive technology compare with what it

g2dzZ R KI @S O2ai G2 4l Alrfostbopef tedpdin8eNty(38 df 56Phid thatILINE I OK K £
immersive technology was less expensive than alternatisesFigure 2). Eleven percen(7 of 66) saidt

was more expensivéVe also askethe openended questio Wiy did your organization choose to use
AYYSNEAGS (SOKy2t23ASa 20SNJ (KS | Twéngy Sdfdn jekcénSai T2 NJ (0 K
respondents (180 c 0 LINBPBARSR |y yagsSNI ¢S OFGiSaz2NAT SR +a ai

We bucketed 26%f the respondent® | y #s@E@®B yi2 | O 6 S3Iddkhses S OF f £ SR a4

engagemert (seeFigure B). As anexample, &United Space Alliang&aining videos were inexpengly
built by teams formed of people who had never met in persbine team leaer was able to sell the
immersivetechnology to budgeholderson the argument that he could allow geographically dispersed
people to feel like they were all together in the saplaced ¢ KS G SFY KFR GNARSR GSf SLN
meettheir needs.In another caseZain Naboulsideveloperevangelist at Microsoft, saidy 2 8ied phone

and Web conferencéor Microsoft developer events. Just as Web conferencing adds a layer eiexge

to a phone conversation, the next logical step is to move from a Web conference to an immersive event. It
IRRa YlIye& Y2NB fI&8SNAR 2F FdzyOlA2y d¢
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Immersive technology was less
expensive than alternatives

Immersive technology cost about the
same as alternatives would have

Immersive technology was more
expensive than alternatives

I don’t know

Figure 12: >50% of respondents: immersive costs less than alternatives

“MQ12. How did the cost of implementing immersive technology compare
with what it would have cost to take an alternative approach?”

0 10 20 30 40

Source: ThinkBalm Enterprise Immersive Internet Business Value Study, April 2009
n = 66 respondents. Percentage may not total 100 due to rounding. ‘

~

N : -
I 1 17%)

)

B 10 15%)

Number of survey respondents

To become geographically independent
For rich presence awareness

We can’t get the job done any other way
For the user experience

For 3D data visualization

Because of competitive pressure

To expand customer reach

Figure 13: Why immersive vs. others? Reduce costs, increase engagement

“MQ11. Why did your organization choose to use immersive
technologies over the alternatives for the project(s) you described?”

To reduce costs R 18 (27%)
To increase engagement S 17 (26%)
To assess this emerging technology mEEEEEE———————— 12 (18%)
To achieve more effective communication m——————————— 12 (18%)

Source: ThinkBalm Enterprise Immersive Internet Business Value Study, April 2009
n = 66 respondents. Open-ended question. Multiple answers accepted. J

\

I 11 (17%)
I 8 (12%)
I 8 (12%)
—— 4 (6%)

I 3 (5%)

2 (3%)

2 (3%)

0 5 10 15 20
Number of survey respondents
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ImmersiveMeetingsJust MayB& KS b Sg aCl OS ¢AYSE

Much gets lost in translation when the richness of appénrson meeting iflattenedinto a telephone
conversation or instant message exchanigemersive technology can be used to simulatgérson
meetings(see Figure 14We often hearinmersive technalgy compared to web conferencing or desktop
video conferencing, but our takeilmmersive meetings actually shamgore in common with irperson
meetings than with these other technologiescertainlywhen immersion is the kegomparison pointin-
person metings, telepresence sessions, and immersive meetings offer synchronbalsoration and
communicationwith shared context and experience, presence awareness, and a voice channel.

42 S |/ 2dzZRY Q® A KISNJ 2 | &¢
The Immersive Internet allowsustodoK A y3a ¢S OFy Qi R2 & 6Stfs 2NJ 64K
methods and much value can be derived from thike Immersive Internet also allows us to do things we
simply can't do at all in the physical world, and organizations willing to use thadtxdy to this end can
unlock even greater valu&xamples include

1 Creating complestage setdor videos United Space Alliance had to create a training video on a
very limited budgetin a sensehe project team wagpractically forced into using immersive
technology to assemble\drtual stageset, rather thartryingto build a physicabne. It would
have been impossible for the teatm deliver the training videaising traditional methodsn its
small budget

91 Bringing together people who had no other means of meetirig.the view of civil engineer Pam
Broviak formerly of the City of Lasalle (lllinois USAyestment in immersive technologiean
help closea gap in information sharing and knowledge transfer amontsttaction companies,
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