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EXECUTIVE SUMMARY 

The Immersive Internet is a collection of emerging technologies combined with a social culture that has 

roots in video games and virtual worlds. Success in the consumer virtual world and video game markets 

has driven experimentation with immersive technology in the workplace. During the past year, the idea of 

using immersive technology at work has gained some traction and anecdotal success has led to questions 

about business value. To try to answer these questions about the business value of using immersive 

technologies in the workplace, ThinkBalm surveyed 66 Immersive Internet practitioners and conducted 15 

in-depth interviews. This report contains our research findings and analysis. 

Early investments in immersive technology for work are yielding business value. More than 40% of those 

surveyed (26 of 66) saw a positive total economic benefit 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 2009. Quantification of this value 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 $25,000 USD or more in 2009 is more than double the number who indicated they achieved this level 

for 2008 / 1Q 2009. We 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 respondents (62 of 66) reported some level of success with their 2008 / 1Q 

2009 immersive technology deployments. People who worked for government, non-profits and even 

some corporations focused on non-financial benefits, which sometimes makes quantification of that 

success difficult. Regardless, over a third of those surveyed (36%, or 23 of 64) said 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 motivations for investment in this area in 2008 /1Q 2009 were enabling people in disparate 

locations to spend time together, increased innovation, and cost savings or avoidance τ with each 

reported as at least somewhat important by the vast majority of respondents. Unsurprisingly, early 

implementers are choosing the simplest use cases first. Learning and training (80%, or 53 of 66 

respondents) and meetings (76%, or 50 of 66) were the most common. Using immersive technology for 

internal meetings was more prevalent than using it for external meetings. 

Immersive technology won out over a variety of alternatives primarily due to low cost and the increased 

engagement it delivers. The leading alternatives were Web conferencing and in-person meetings, 

followed by phone calls. Nearly 60% of respondents (38 of 66) indicated that immersive technology was 

less expensive than alternatives, and 11% (7 of 66) reported that it was more expensive.  

Work-related use of the Immersive Internet is in the early adopter phase. Before it can pass into the early 

majority phase, practitioners and the technology vendors who serve them must άŎǊƻǎǎ ǘƘŜ ŎƘŀǎƳ.έ They 

face a number of issues τ some technological, such as inadequate end user hardware and corporate 

security concerns, and others social, such as raising awareness and providing training. All in all, significant 

opportunity exists to extract business value from immersive technology, and experimentation now can lay 

the groundwork for transformational initiatives down the road.  



 

© 2009 ThinkBalm. All rights reserved.  
ThinkBalm Immersive Internet Business Value Study, Q2 2009 4  

THE BIG QUESTION: WHATΩS THE ROI? 

As industry analysts, we hear it ŀƭƭ ǘƘŜ ǘƛƳŜΥ άL Ŏŀƴ ǎŜŜ Ƙƻǿ ƛƳƳŜǊǎƛǾŜ ǘŜŎƘƴƻƭƻƎƛŜǎ ƳƛƎƘǘ ƛƴŎǊŜŀǎŜ 

engagement, but how do you measure ǘƘŜ ōǳǎƛƴŜǎǎ ǾŀƭǳŜ ƻŦ ǘƘŀǘΚέ ¢ƘŜ 

question of business value came up repeatedly at the 3D Training, 

Learning and Collaboration (3DTLC) conference in Washington DC in 

April 2009. It comes up in conversation at nearly every ThinkBalm 

Innovation Community event and has peppered many community 

discussions. The blog articles we write that contain business value 

numbers are the most widely-read ones we publish.
1
 It is the following 

question we set out to answer in this research sǘǳŘȅΥ ά²Ƙŀǘ ƛǎ ǘƘŜ 

ōǳǎƛƴŜǎǎ ǾŀƭǳŜ ƻŦ ǳǎƛƴƎ ƛƳƳŜǊǎƛǾŜ ǘŜŎƘƴƻƭƻƎƛŜǎ ƛƴ ǘƘŜ ǿƻǊƪǇƭŀŎŜΚέ    

EARLY INVESTMENTS ARE YIELDING BUSINESS VALUE 

Nƻǘ ŜǾŜǊȅƻƴŜ ǿƘƻΩǎ ōŜŜƴ ƛƳǇƭŜƳŜƴǘƛƴƎ immersive technology in the workplace can τ or even expects to 

τ quantify the business value of the investments ǘƘŜȅΩǾŜ ƳŀŘŜ so far. Few 2008 or 1Q 2009 Immersive 

Internet projects had rigorous ROI numbers attached. But 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 business value from 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 the practitioners we surveyed (26 of 66) said their organizations saw a positive total 

economic benefit from investments made 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 2009 (see Figure 1 and 

Figure 2). Quantification of this value ranged from less than $10,000 USD to more than $1 million. Our 

assessment reveals three main reasons for this extensive diversity: 1) 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 size was fairly small due to the early-stage nature of this emerging 

market. Still, the number of respondents who expect to obtain economic benefit of $25,000 or more in 

2009 is more than double the number who said they achieved this level for 2008 / 1Q 2009. 

 

Definition: Immersive 

Internet  

A collection of emerging 

technologies combined 

with a social culture that 

has roots in video games 

and virtual worlds.  

http://www.3dtlc.com/
http://www.3dtlc.com/
http://www.3dtlc.com/
http://thinkbalm.com/community/
http://thinkbalm.com/community/
http://thinkbalm.com/community/
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Almost All Survey Respondents Indicated Some Level of Project Success 

Lƴ ŀƴǎǿŜǊ ǘƻ ǘƘŜ ǉǳŜǎǘƛƻƴΣ άLƴ ƎŜƴŜǊŀƭ ǘŜǊƳǎ, how successful was/were your organization's immersive 

ǘŜŎƘƴƻƭƻƎȅ ŘŜǇƭƻȅƳŜƴǘόǎύ ƛƴ нллу ŀƴŘ мv нллфΚέ one third of respondents (22 of 66) said their project 

data shows success (see Figure 3). Another 61% of respondents (40 of 66) said the project άŦŜŜƭǎ ƭƛƪŜέ ŀ 

success, for a total of 94% of respondents.  

 

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

many ways they are doing so through the interview process and answers to open-ended survey questions. 

hƴŜ ƛƴǘŜǊǾƛŜǿŜŜΣ 9ǊƛŎ IŀŎƪŀǘƘƻǊƴΣ о5 ²Ŝō ŘŜǎƛƎƴŜǊ ǿƛǘƘ bh!!Σ ǎƛƳǇƭȅ ǎŀƛŘΣ άLŦ ǿŜ ǿŜǊŜƴΩǘ ǎǳŎŎŜǎǎŦǳƭ L 

ǿƻǳƭŘƴΩǘ ƘŀǾŜ ŀ ƧƻōΦέ David Fenech, VP of interactive marketing at Kelly Services, ǎŀƛŘΣ άvǳŀƭƛǘŀǘƛǾŜƭȅΣ ǿŜ 

have been successful. But we have not yet put the back-end measurement tools in place to prove it 

ǉǳŀƴǘƛǘŀǘƛǾŜƭȅΦέ These comments echo words we have heard from many people working in this area and 

illustrates that strict financial ROI is not the only measure of success. Practitioners are using a variety of 

metrics to determine the success of their projects: 

¶ Improved employee productivity. Seventy two percent of survey respondents (46 of 64) rated 

improvement in employee productivity through their organization's immersive technology 

ŘŜǇƭƻȅƳŜƴǘǎ ƛƴ нллуκмv нллф ŀǎ ŀǘ ƭŜŀǎǘ άǎƻƳŜǿƘŀǘ ƛƳǇƻǊǘŀƴǘέ (see Figure 4). When IBM held 

its Academy of Advanced Technology, an internal conference, in an immersive environment last 

October, the organization measured employee productivity gains as part of its ROI analysis. 

Karen Keeter, marketing executive in IBM's Digital Convergence business unit, and Neil Katz, 

distinguished engineer, said they estimated that on average each attendee saved six hours that 
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would otherwise have been spent travelling had the event been held at a physical meeting 

location, as was typically done. Using an average cost of $150 an hour per person multiplied by 

150 people, the IBM team calculated a savings of $135,000 USD in productivity value. 

¶ Increased revenue. One third of survey respondents (21 of 64) reported that increased revenue 

from new sources, and 44% (28 out of 64) said increased revenue from existing products and 

ǎŜǊǾƛŎŜǎΣ ǿŜǊŜ ōŜƴŜŦƛǘǎ ŀǘ ƭŜŀǎǘ άǎƻƳŜǿƘŀǘ ƛƳǇƻǊǘŀƴǘέ ŦƻǊ ǘƘŜƛǊ нллу κ мv нллф ƛƳƳŜǊǎƛǾŜ 

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 technology 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.  

¶ Increased employee retention rates. David Fenech, VP of interactive marketing at Kelly Services, 

ǎŀƛŘ ƛǘ ǿŜƭƭΥ άtŜƻǇƭŜ ǿƘƻ ŀǊŜ ƳƻǊŜ ŜƴƎŀƎŜŘ ƛƴ ǘƘŜ ŎƻƳǇŀƴȅ ŎǳƭǘǳǊŜ ŀǊŜ ƳƻǊŜ ŜƴƎŀƎŜŘ ƛƴ ǿƻǊƪΦ 

tŜƻǇƭŜ ǿƘƻ ŀǊŜƴΩǘ ƛƳƳŜǊǎŜŘ ƛƴ ŎƻǊǇƻǊŀǘŜ ŎǳƭǘǳǊŜ ŀǊŜ ƳƻǊŜ ƭƛƪŜƭȅ ǘƻ ƭŜŀǾŜΦέ YŜƭƭȅ {ŜǊǾƛŎŜǎ ƛǎ 

turning to immersive technology to increase employee retention rates by creating virtual places 

where distributed workers can meet and build connections. Likewise, a project manager we 

interviewed said her team is measuring success of its deployment by retention rates of recent 

master of business administration (MBA) graduates.  

¶ Improved counseling outcomes. Preferred Family Healthcare delivers psychological counseling 

to troubled adolescents. Dick Dillon, senior VP of planning and development at Preferred Family 

Healthcare, said his organization is measuring success of its deployment of immersive technology 

by comparing a control group of clients (troubled adolescents) with a group that receives 

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. 
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A Primary Benefit Is Cost Savings or Avoidance 

²ƘŜƴ ŀǎƪŜŘ άIƻǿ ƛƳǇƻǊǘŀƴǘ ώǿŀǎ Ŏƻǎǘ ǎŀǾƛƴƎǎ ƻǊ ŀǾƻƛŘŀƴŎŜϐ ŦƻǊ ƛƳƳŜǊǎƛǾŜ ǘŜŎƘƴƻƭƻƎȅ Ǉƛƭƻǘόǎύ ƻǊ 

ŘŜǇƭƻȅƳŜƴǘόǎύ ȅƻǳǊ ƻǊƎŀƴƛȊŀǘƛƻƴ ŘƛŘ ƛƴ нллу ƻǊ мv нллфΚέ ƴŜŀǊƭȅ фл҈ of those surveyed (56 of 64) said it 

was at least άsomewhat important.έ This breaks down into 56% of respondents (36 of 64) saying it was 

άvery importantέ and almost a third (20 of 64) saying it was άsomewhat important.έ Based on our work 

with our clients and our experiences with members of the ThinkBalm Innovation Community, as well as on 

ŎƻƴǾŜǊǎŀǘƛƻƴǎ ǿŜΩǾŜ ƘŀŘ ǿƛǘƘ ƘǳƴŘǊŜŘǎ ƻŦ Immersive Internet practitioners during the past year, this 

comes as no surprise. Here are just a few examples:  

¶ Virtual events cost much less than physical events. Zain Naboulsi, developer evangelist at 

Microsoft, demonstrated that his company was able to reduce the per-attendee cost of a 

developer conference by more than a factor of 100: from between $40 and $45 per person to 

about $.35 per person USD. Hiǎ ƻǊƎŀƴƛȊŀǘƛƻƴΩǎ Ŏƻǎǘǎ ŀǊŜ ƭƻǿŜǊ ǘƘŀƴ ƳƛƎƘǘ ōŜ ŜȄǇŜŎǘŜŘ ōŜŎŀǳǎŜ 

community members volunteered their time to revamp the needed digital assets (e.g., 3D 

meeting space, presentation tools, etc.) In another example, referenced above, Karen Keeter of 

IBM said a conservative estimate of travel costs for the 150 people attending the Academy of 

Technology event would have been roughly $1,500 per person. Holding the event in an 

immersive environment resulted in an estimated $225,000 in travel savings and $25,000 in venue 

savings, for a total of $250,000.  
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¶ Machinima costs much less to produce than traditional videos. Several survey respondents and 

ƛƴǘŜǊǾƛŜǿ ǇŀǊǘƛŎƛǇŀƴǘǎ ƭƛǎǘŜŘ ƳŀŎƘƛƴƛƳŀ ŎǊŜŀǘƛƻƴ ŀǎ ƻƴŜ ƻŦ ǘƘŜƛǊ ƻǊƎŀƴƛȊŀǘƛƻƴΩǎ uses of immersive 

technology in 2008 and 1Q 2009. Rita J. King of Dancing Ink Productions ǎŀƛŘΣ άAt this 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 is a collaborative effort to create a space in which people 

from around the world can inhabit and enhance one another's ideasΦέ In one example, United 

Space Alliance needed to produce a training video that required a complex stage set. The project 

team found it could create a digital set inexpensively in an immersive environment by acquiring 

off-the-shelf assets; this cost a fraction of what it would have cost to build a physical set.  

The Immersive Internet Presents an Innovation Opportunity  

When asked, άIƻǿ ƛƳǇƻǊǘŀƴǘ ώǿŀǎ ƛƴŎǊŜŀǎŜŘ ƛƴƴƻǾŀǘƛƻƴϐ ŦƻǊ ƛƳƳŜǊǎƛǾŜ ǘŜŎƘƴƻƭƻƎȅ Ǉƛƭƻǘόǎύ ƻǊ 

ŘŜǇƭƻȅƳŜƴǘόǎύ ȅƻǳǊ ƻǊƎŀƴƛȊŀǘƛƻƴ ŘƛŘ ƛƴ нллу ƻǊ мv нллфΚέ ƴŜŀǊƭȅ фл҈ όрф ƻŦ ссύ ǎŀƛŘ ƛǘ ǿŀǎ άsomewhat 

importantέ or άvery important.έ This breaks down into more than two thirds of respondents (45 of 66) 

saying it was άvery importantέ and 21% (14 of 66) saying it was άsomewhat important.έ 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 in their organizations. We also thought that at this early stage in the adoption 

of immersive technology in the workplace, and in this economy, respondents would be more focused on 

cost savings than on innovation. 

Some practitioners are getting in the game early to gain valuable experience with an emerging technology 

they believe will result in a competitive advantage. Mark Dowman, designer at the United Space Alliance 

ǎŀƛŘΣ ά²Ŝ ŀŎǘǳŀƭƭȅ ǎŜŜ ǘƘŜ ŎǳǊǊŜƴǘ ǘŜŎƘƴƻƭƻƎȅ ŀǎ ƛƴŀŘŜǉǳŀǘŜ ƛƴ Ƴŀƴȅ ǿŀȅǎ ōǳǘ ǿŜ ǎǘƛƭƭ ǳǎŜ ƛt because 

ǘƘŜǊŜ ƛǎ ǎƻ ƳǳŎƘ ǾŀƭǳŜ ƛƴ ŜȄǇŜǊƛƳŜƴǘƛƴƎ ŜŀǊƭȅΦ ²Ŝ ǎŜŜ ǳƴƭƛƳƛǘŜŘ ǇƻǘŜƴǘƛŀƭΦέ Lƴ ŀƴƻǘƘŜǊ ŜȄŀƳǇƭŜΣ aŀǊƪ 

Jankowski, president and co-founder of Shapiro Negotiations Institute, ǎŀƛŘΣ άhǳǊ ōǳǎƛƴŜǎǎ ƛǎ ŘŜƭƛǾŜǊƛƴƎ 

negotiation seminars. Migrating delivery of this intellectual property (IP) to an immersive environment 

will greatly expand our access to new sources of revenue and provide a significant competitive advantage. 

Teaching negotiation skills is a face-to-face job. By removing the need for people to be in the same place 

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

ƛƴǘŜǊŀŎǘƛǾŜ ƳŀǊƪŜǘƛƴƎ ŀǘ YŜƭƭȅ {ŜǊǾƛŎŜǎΣ Ǉǳǘ ƛǘ ǘƘƛǎ ǿŀȅΥ ά¢ƘŜ ŎƻƳƳƻƴ ǇŜǊŎŜǇǘƛƻƴ ƛǎ ǘƘŀǘ YŜƭƭȅ {ŜǊǾƛŎŜǎ ƛǎ 

traditional. We have had more doors ƻǇŜƴŜŘ ǘƻ ǳǎ ǎŀȅƛƴƎΣ Ψ²ƻǿΗ ¸ƻǳ Ǝǳȅǎ ŀǊŜ ŘƻƛƴƎ ǘƘŀǘΚΩ ƛƴ ǊŜŦŜǊŜƴŎŜ 

ǘƻ ƻǳǊ ǿƻǊƪ ǿƛǘƘ ƛƳƳŜǊǎƛǾŜ ǘŜŎƘƴƻƭƻƎƛŜǎΦέ 

Nearly ¾ of Respondents Said They Might or Will Increase Investment  

Thirty eight percent of respondents (24 of 64) said their organizations might increase their investment in 

immersive technologies in 2009 and 2010 (see Figure 5). More than another one third (23 of 64) said that, 

based on their experiences with immersive technologies in 2008 and 1Q 2009, they will definitely increase 

their investment. In all, nearly ¾ of survey participants indicated that they are leaning toward increased 

investment in this area during the next couple of yearsΦ hƴƭȅ р҈ ƻŦ ǊŜǎǇƻƴŘŜƴǘǎ όо ƻŦ спύ ǎŀƛŘ ǘƘŜȅ ǿƻƴΩǘ 

increase their investment.  
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Through the interview process and answers to open-ended survey questions, it became apparent that the 

main criterion influencing whether or not an organization plans to increase investment in immersive 

technologies in 2009 and 2010 is the ability to demonstrate business value. Here is a great example. Mark 

Jankowski of Shapiro Negotiations Institute proposed immersive technology as one of what the company 

Ŏŀƭƭǎ ǘƘŜ άŦƛƴŀƭ ŦƻǳǊέ ǘŜŎƘƴƻƭƻƎȅ ƻǇǇƻǊǘǳƴƛǘƛŜǎ ŦƻǊ ƎǊƻǿƛƴƎ its business in the coming year. He proposed 

immersive technology as a ƳŜǘƘƻŘ ƻŦ ŘŜƭƛǾŜǊƛƴƎ ǘƘŜ ŎƻƳǇŀƴȅΩǎ Lt ǘƻ ŎƭƛŜƴǘǎΦ Iƛǎ ǇǊƻǇƻǎŀƭ ŘƛŘƴΩǘ ƳŀƪŜ ǘƘŜ 

cut. So he 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 valuable than the technology the 

ŎƻƳǇŀƴȅΩǎ ƭŜŀŘŜǊǎƘƛǇ ǘŜŀƳ ƘŀŘ originally selected. The management team dropped the technology it had 

originally selected, replacing it with immersive technology. 

USE CASES: PEOPLE ARE PICKING THE LOW-HANGING FRUIT FIRST 

In an era of ravaging travel cuts, people are looking for easy, inexpensive ways to meet with others with 

whom they need to work. As social creatures, people crave άface timeέ τ time spent together with other 

people, communicating and collaborating. Face time gives people a chance to catch up on shared 

projects, bounce ideas off each other, and make decisions. Almost all survey respondents (95%, or 63 of 

66) said enabling people in disparate locations to spend time together was a άsomewhat importantέ or 

άvery importantέ benefit of their 2008 / 1Q 2009 projects.  
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The Most Common Use Cases Today: Learning and Training, Meetings 

To gain a deeper understanding of how people are using immersive technologies in the workplace, we 

asked survey participants: άCƻǊ ǿƘƛŎƘ ƻŦ the following use cases did your organization pilot or deploy 

ƛƳƳŜǊǎƛǾŜ ǘŜŎƘƴƻƭƻƎȅ ƛƴ нллу ƻǊ мv нллфΚέ ¢ƘŜ ŀƴǎǿŜǊǎ show that early adopters are plucking the low-

hanging fruit first, with (see Figure 6): 

¶ Learning and training. Lƴ ŀƴǎǿŜǊ ǘƻ ǘƘŜ ǉǳŜǎǘƛƻƴΣ άFor which of the following use cases did your 

organization pilot or deploy immersive technology in 2008 or мv нллфΚέ 80% of respondents (53 

of 66) selected learning and training. Immersive learning environments allow trainers to conduct 

sessions in the style of a lecture, hands-on session (for familiarization with specific equipment or 

tasks), or tour (for example, to explore systems, places, buildings, body parts or even chemical 

structures).  

¶ Meetings. Seventy six percent of survey respondents (50 of 66) said their organizations used 

immersive technology for meetings. When we asked respondents to describe their ƻǊƎŀƴƛȊŀǘƛƻƴΩǎ 

deployment(s) of immersive technologies in 2008 and 1Q 2009, more than twice as many of 

them (36%, or 24 of 66) indicated they used the technology for 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 

ŀ ƎǊƻǳǇ ƻŦ ǇŜƻǇƭŜ ǳƴŘŜǊ ƻƴŜ ƻǊƎŀƴƛȊŀǘƛƻƴΩǎ ǳƳōǊŜƭƭŀ ǘƘŀƴ ǘƻ ƻǇŜƴ ŦƛǊŜǿŀƭƭ ǇƻǊǘǎ ŀƴŘ ŘŜŀƭ ǿƛǘƘ ŀ 

wide range of end user hardware τ never mind provide support for external users.  

¶ Conferences. At the last minute prior to launching the survey for this study, we separated 

meetings from conferences τ ŀƴŘ ǿŜΩǊŜ ƎƭŀŘ ǿŜ ŘƛŘ ōŜŎŀǳǎŜ ǘƘŜ ǎǳǊǾŜȅ ǎƘƻǿǎ many people 

treat the two separately. We think of meetings on the scale of a few tens of people and 

conferences extending well into the hundreds or thousands. Nearly half of respondents (49%, or 

32 of 66) said their organizations used immersive technology for conferences in 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 requirement was the ability to scale to support this 

large number of simultaneous users. 
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Some Have Their Eye on More Complex Use Cases for 2010 and 2011 

We expect the common use cases to remain pretty much the same for the remainder of 2009 as they 

were for 2008 / 1Q 2009 (see Figure 8 compared to Figure 7). Survey 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 facility management (see Figure 9). In Figure 9, 

each upward-pointing arrow represents a tenth of a point change in the rating average for each use case. 

A rating ǎŎƻǊŜ ƻŦ п ƳŜŀƴǎ άŘŜŦƛƴƛǘŜƭȅέ ŀƴŘ ŀ ǎŎƻǊŜ ƻŦ о ƳŜŀƴǎ άƭƛƪŜƭȅΦέ An average score of 2.5 means 

respondents think they are just as likely as not to use immersive technology for a particular purpose. For 

the most common use case τ learning and training  τ ǎǳǊǾŜȅ ǊŜǎǇƻƴŘŜƴǘǎ ŘƻƴΩǘ ŦƻǊŜǎŜŜ ōŜƛƴƎ ŀƴȅ ƳƻǊŜ 

likely to focus on this use case a year or two down the road than they are to focus on it in 2009. 
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A typical adoption path is to start with relatively inexpensive solutions to straightforward business 

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

assets and experience to solve more complex business problems. For example, the team at United Space 

Appliance started with one inexpensive yet high-impact project: creating a training video. Based on the 

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

products, conceptual prototyping, and ergonomics modeling. At BP, the company started with 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 

.Ǌƛŀƴ wŀƭǇƘǎ ƛƴ ǘƘŜ /¢hΩǎ ƻŦŦƛŎŜΣ ά¢Ƙƛǎ ƛǎ ǿƘŜǊŜ ǿŜ ŘŜǘŜǊƳƛƴŜŘ ǘƘŜ value layΦέ   

WHY IMMERSIVE TECHNOLOGY VERSUS THE ALTERNATIVES? 

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

is to compare it to existing options. A common question ƛǎΣ ά5ƻ ǿŜ ƴŜŜŘ ǘƻ ƛƴǾŜǎǘ ƛƴ ǘƘƛǎ ǘŜŎƘƴƻƭƻƎȅ ƴƻǿΣ 

or can we get by with technology we already ownΚέ ¢ƻ ƎŜǘ ŀǘ ǘƘŜ ƘŜŀǊǘ ƻŦ ǘƘƛǎΣ ǿŜ ŀǎƪŜŘ ƻǳǊ ǎǳǊǾŜȅ 

participants what alternative technologies or approaches their organization considered instead of 

immersive technologies, for their 2008 / 1Q 2009 projects, and why. For both of these questions, 

respondents could choose or provide multiple answers. 
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Leading Alternatives Offer Communication Capabilities and Presence Info  

Survey results show that the leading alternatives to immersive technology were Web conferencing (58%, 

or 37 of 64 respondents selected this answer); face-to-face meetings (55%, or 35 of 64); and video 

conferencing (45%, or 29 of 64) (see Figure 10). These numbers make perfect sense to us because these 

alternative approaches are more similar to immersive meetings than, for example, asynchronous 

collaboration technologies like document repositories and wikis. The three top-ranked alternatives 

provide a higher level of engagement than a simple telephone or conference call or an instant message 

conversation (see Figure 11).  

 

We were surprised to see unified communications and telepresence at the bottom of the list, as 

immersive technology solutions have a lot of overlap with 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 respondents probably had unified communications or telepresence in 

their enterprises τ based in part on the fact that nearly 1/3 of the survey respondents (21 of 65) worked 

for organizations that had fewer than 100 employees.  
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Implementers Chose Immersive Tech for Low Cost, Increased Engagement 

We asked the question, άHow did the cost of implementing immersive technology compare with what it 

ǿƻǳƭŘ ƘŀǾŜ Ŏƻǎǘ ǘƻ ǘŀƪŜ ŀƴ ŀƭǘŜǊƴŀǘƛǾŜ ŀǇǇǊƻŀŎƘΚέ Almost 60% of respondents (38 of 66) said that 

immersive technology was less expensive than alternatives (see Figure 12). Eleven percent (7 of 66) said it 

was more expensive. We also asked the open-ended questionΣ άWhy did your organization choose to use 

ƛƳƳŜǊǎƛǾŜ ǘŜŎƘƴƻƭƻƎƛŜǎ ƻǾŜǊ ǘƘŜ ŀƭǘŜǊƴŀǘƛǾŜǎ ŦƻǊ ǘƘŜ ǇǊƻƧŜŎǘόǎύ ȅƻǳ ŘŜǎŎǊƛōŜŘΚέ Twenty seven percent of 

respondents (18 of ссύ ǇǊƻǾƛŘŜŘ ŀƴ ŀƴǎǿŜǊ ǿŜ ŎŀǘŜƎƻǊƛȊŜŘ ŀǎ άǘƻ ǊŜŘǳŎŜ ŎƻǎǘǎΦέ 

We bucketed 26% of the respondentsΩ ŀƴǎǿŜǊǎ (17 of 66) ƛƴǘƻ ŀ ŎŀǘŜƎƻǊȅ ǿŜ ŎŀƭƭŜŘ άǘƻ increase 

engagementέ (see Figure 13).  As an example, at United Space Alliance, training videos were inexpensively 

built by teams formed of people who had never met in person. The team leader was able to sell the 

immersive technology to budget-holders on the argument that he could allow geographically dispersed 

people to feel like they were all together in the same placeΦ ¢ƘŜ ǘŜŀƳ ƘŀŘ ǘǊƛŜŘ ǘŜƭŜǇǊŜǎŜƴŎŜ ōǳǘ ƛǘ ŘƛŘƴΩǘ 

meet their needs. In another case, Zain Naboulsi, developer evangelist at Microsoft, said, ά²Ŝ tried phone 

and Web conference for Microsoft developer events. Just as Web conferencing adds a layer of experience 

to a phone conversation, the next logical step is to move from a Web conference to an immersive event. It 

ŀŘŘǎ Ƴŀƴȅ ƳƻǊŜ ƭŀȅŜǊǎ ƻŦ ŦǳƴŎǘƛƻƴΦέ 
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Immersive Meetings Just May Be ǘƘŜ bŜǿ άCŀŎŜ ¢ƛƳŜέ 

Much gets lost in translation when the richness of an in-person meeting is flattened into a telephone 

conversation or instant message exchange. Immersive technology can be used to simulate in-person 

meetings (see Figure 14). We often hear immersive technology compared to web conferencing or desktop 

video conferencing, but our take is immersive meetings actually share more in common with in-person 

meetings than with these other technologies τ certainly when immersion is the key comparison point. In-

person meetings, telepresence sessions, and immersive meetings offer synchronous collaboration and 

communication with shared context and experience, presence awareness, and a voice channel.  

 

ά²Ŝ /ƻǳƭŘƴΩǘ 5ƻ Lǘ !ƴȅ hǘƘŜǊ ²ŀȅέ 

The Immersive Internet allows us to do ǘƘƛƴƎǎ ǿŜ ŎŀƴΩǘ Řƻ ŀǎ ǿŜƭƭΣ ƻǊ ǿƛǘƘƛƴ ōǳŘƎŜǘΣ ǳǎƛƴƎ ŀƭǘŜǊƴŀǘƛǾŜ 

methods, and much value can be derived from this. The Immersive Internet also allows us to do things we 

simply can't do at all in the physical world, and organizations willing to use the technology to this end can 

unlock even greater value. Examples include: 

¶ Creating complex stage sets for videos. United Space Alliance had to create a training video on a 

very limited budget. In a sense the project team was practically forced into using immersive 

technology to assemble a virtual stage set, rather than trying to build a physical one. It would 

have been impossible for the team to deliver the training video using traditional methods on its 

small budget.  

¶ Bringing together people who had no other means of meeting. In the view of civil engineer Pam 

Broviak, formerly of the City of Lasalle (Illinois USA), investment in immersive technologies can 

help close a gap in information sharing and knowledge transfer among construction companies, 


