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	I. ANNOTATION


The work of science “BEYOND REAL Metaverse Concept” is an exceptional social experience where users can bring their ideas into life. It is a Metaverse concept where the end users can experience the platform in four (4) ways: 

· Exploring and sharing Chat/Video Rooms

· Immersive classes: Engineering, Yoga, Meditation

· Playrooms: Play-to-earn-games

· Influencer’s Platform

Currently, the developers had created 3 worlds: Solarpunk Open World, Mars 1.0 Shooter Game and Immersive Learning Classes. However, the focus here is on Education. 

Everybody says education will create a better future, but if that is true, it must change with the times. If education is stagnant, there is no better future, it should be fluid to move with tomorrow’s world. For the success of tomorrow, we need to know what the fundamental problem of today’s education is. 

Reality check, it involves many issues, i.e.-

Time-it takes a tremendous amount of time visiting somewhere for education just to satisfy one’s curiosity. Also, it has many issues as well like weather, security and moving procedures.

Another issue is Space. Hands on learning is a great system. Let’s suppose a student wants to study with a real car to be able to know how car engines work. But the school/university he/she currently enrolled lacks training equipment due to unavailability of large space and inadequate management to maintain it. 

Hence, having the best training equipment cost huge amount of money wherein Cost will be an additional issue. 

Significantly, this work of science “BEYOND REAL Metaverse Concept” focuses more on education as an integral part of our platform. The immersive visual experience will be the future of education.

	II. BASIC DEFINITIONS


	Work of Science

	is a type of intellectual property, published and registered as copyright work according to the Berne Convention for the Protection of Literary and Artistic Works and United Kingdom Copyright, Designs and Patents Act.



	Metaverse
	In futurism and science fiction, the metaverse is a hypothetical iteration of the Internet as a single, universal and immersive virtual world that is facilitated by the use of virtual reality (VR) and augmented reality (AR) headsets. In colloquial use, a metaverse is a network of 3D virtual worlds focused on social connection.


	Immersive learning
	is a learning method which students being immersed into a virtual dialogue, the feeling of presence is used as evidence of getting immersed. Most of the immersive learning activities are supported by virtual tools including augmented reality (AR), virtual reality (VR), and virtual learning environment (VLE).


	Immersive VR
	refers to the occasions where participants feel "being there" in a virtual place.



	Virtual reality (VR)
	is a simulated experience that can be similar to or completely different from the real world.


	Augmented reality (AR)
	is an interactive experience of a real-world environment where the objects that reside in the real world are enhanced by computer-generated perceptual information, sometimes across multiple sensory modalities, including visual, auditory, haptic, somatosensory and olfactory.



	Virtual learning environment
(VLE)
	is a web-based platform for the digital aspects of courses of study, usually within educational institutions. They present resources, activities, and interactions within a course structure and provide for the different stages of assessment.


	Solarpunk
	is a literary genre and art movement that envisions how the future might look if humanity succeeded in solving major contemporary challenges with an emphasis on sustainability, human impact on the 
environment, climate change, and pollution. It is a subgenre within science fiction, aligned with cyberpunk derivatives, and may borrow elements from utopian and fantasy genres.


	Avatar
	is an image that represents you in online games, chat rooms, etc. and that you can move around the screen.




	III. ANALYSIS OF CLOSEST ANALOGS


Analogue1 
CREATING AND DISTRIBUTING INTERACTIVE ADDRESSABLE VIRTUAL CONTENT
Patent No. US20210056750A1
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Systems and methods create and distribute addressable virtual content with interactivity. The virtual content may depict a live event and may be customized for each individual user based on dynamic characteristics (e.g., habits, preferences, etc.) of the user that are captured during user interaction with the virtual content. The virtual content is generated with low latency between the actual event and the live content that allows the user to interactively participate in actions related to the live event. The virtual content may represent a studio with multiple display screens that each show different live content (of the same or different live events), and may also include graphic displays that include related data such as statistics corresponding to the live event, athletes at the event, and so on. The content of the display screens and graphics may be automatically selected based on the dynamic characteristics of the user.
Description 

This application is a continuation-in-part of U.S. application Ser. No. 17/033,496, titled “Systems and Associated Methods for Creating a Viewing Experience”, filed Sep. 25, 2020, which is a continuation of U.S. patent application Ser. No. 15/994,840, filed Jan. 1, 2018, which claims priority to U.S. patent application Ser. No. 62/513,198, filed May 31, 2017. Each of the above referenced applications are incorporated herein by reference in their entirety.
Background

Media companies, education entities, gambling proprietors and government organizations have historically broadcast live content in a variety of contexts, including news, entertainment, sports, education, documentaries, dramas, weather, and so forth. The nature of live broadcasts continually changes with newly developed technology, including wireless broadcast, video broadcast, and internet streaming. As the internet has become more accessible, media companies have transitioned to streaming live and on demand content to consumers over the internet. In some situations, one or more media companies may broadcast the same event using different broadcast mechanisms, such as cable television, internet streaming, and as content (e.g., a concert) within a videogame.
Gaming and associated betting has increased in popularity and competitiveness. Livestreams of video game events (e.g., Fortnite concerts) and video game competitions (e.g., thee International, an annual esports world championship tournament for the video game Dota 2, which is hosted and produced by the game's developer, Valve) have increased in popularity, with millions of people participating in the largest of these events. These events attract commentary, betting, and, analysis, including one or more of news commentary, sports analysis commentary, betting lines on the competition, interviews with competitors, interviews with coaches, interviews with experts, and so on.

Summary

Media transmission, including television, cable, satellite, and internet, occurs with a delay of at least 2 seconds, and at times more than 40 seconds, resulting in a delay between when the event occurs and when the consumer watches the event. Causes of this delay include processing of media, data transmission, data compression and expansion, data formatting, other processing of data, and combinations thereof. Delayed broadcasting results in many challenges, including spoilers for live events communicated over other, faster transmitting, media (e.g., text messaging), remote live commentary and discussion, an inability to perform betting activities due to limiting of in-event transactions at real-time, and so forth.
Furthermore, live media streams, such as news, sports, and other broadcasts, are often recorded in professional physical studios invested with millions of dollars of infrastructure and/or in studios with LED panels that create scene visuals, including equipment, props, backgrounds, and furniture. This makes professional broadcasts expensive to set up and produce. Moreover, where many employees may work from home, or where members of an organization are located at different geographic locations, such infrastructure becomes inflexible and prohibitively expensive.

In addition, conventional virtual streaming platforms are inflexible and complicated to operate, because a producer may encode live media into a first input pipeline, graphics into a second pipeline, and a commentator into a third pipeline. The producer then manually compiles the pipelines into a single broadcast. However, changing any of the streams, or adding a new one, is often impossible or involves substantial production time, thus reducing the flexibility of more expensive platform.

Although content creators have large amounts of data and metadata pertaining to the elements of a production, the location, the actors, the participants, the materials, the commentary, the background, the clothing, the articles, and everything that is composited in the content, current systems and methods limit sending and sharing of this information to/with the viewing public due to differences in how content is presented (e.g., in theaters, on TV's, on smartphones and other devices). This inability to deliver metadata limits user interactivity and reduces the ability of content creators to monetize their product.
Most video streaming and video production culminates in single images flashing at a frame rate of 24, 29, 30, 50, or 60+ frames per second to present moving images to a user. However, generation of such content requires transmission of the entire scene (image) each time, thereby redrawing elements that do not need to be re-drawn, and is therefore inefficient.

Further, to make revenue for the creators, most streaming sites mandate pre-rolling of videos (e.g., advertisements, paid content, etc.), which takes consumers away from the content they want to see until they are released from the pre-rolled video after a timed duration or when it ends. Embodiments herein provide an alternative approach where content creators customize content delivery by associating content that plays alongside the desired content, creating a symbiotic relationship between consumer and consumed content.

In the prior art, advertising is also transmitted/embedded within the content and forces any customization of the advertising to require an overlay or a pixel replacement process (e.g., like replacing the green screen behind the batters made popular by SportVision/SportsMedia Technology), where advertising is inserted into a content stream, or requires multiple streams where multiple advertising paths or content paths are used. This replacement approach impedes advertisers reaching audiences with custom content, since individual streams with individual placements are required, and customizing replacement are required down the line. A one to many approach with placements from server nodes is not possible in the prior art.

As a result of the increased prevalence of online streaming content, there is a need for a user-friendly production platform that is easily modified with input from different formats, including video, livestream, and so on. Furthermore, there is a need for low-latency livestream broadcasting. Furthermore, there is a need for a system where content may be distributed as a single feed that may be split into multiple feeds without requiring additional bandwidth. There is also a need for systems and methods where advertising, messaging, and commerce (bets/transactions) occur inside the content experience such that the consumer is not required to leave their desired experience to make a transaction and/or to view custom content.

The embodiments herein describe systems and methods for creating and distributing low-latency interactive addressable virtual content, where the virtual content depicts a live event that is customized to address each individual user based on interaction with that user. The virtual content is dynamically generated from a live event and customizable to meet a user's needs and habits. Further, the embodiments disclosed herein allow the user to interact with the virtual content by facilitating communication channel to a third party associated with the virtual content. The embodiments disclosed herein also make the virtual content addressable whereby at least one third party may target specific users with preferred content.

Brief Descriptions of the Figures

FIG. 1 shows one example system for generating live content of a virtual environment for display on client devices, in embodiments.
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FIG. 2 shows one example 2D first perspective view of the virtual environment of FIG. 1, in embodiments.
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FIG. 3 shows one example screenshot from the live content of FIG. 1, where actions of the user select a different viewing perspective of the virtual environment, in embodiments.
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FIG. 4 shows one example production graphical user interface (GUI) that allows the production controller to define broadcast parameters that control the virtual environment and the live broadcast generated by the system of FIG. 1, in embodiments.
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FIG. 5 is a functional block diagram illustrating example workflow implemented by the system of FIG. 1, in embodiments.
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FIG. 6 is a flowchart illustrating one example method for displaying a virtual environment on a client device, in embodiments.
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FIG. 7 shows one example system for generating live content of a virtual environment including nodes for content placements and with low latency for display on client devices, in embodiments.
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FIG. 8 is a block diagram showing the server of FIG. 7 in further example detail.
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FIG. 9 is a block diagram showing the client device of FIG. 7 in further example detail.
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FIG. 10 is a schematic diagram illustrating the metadata of FIG. 7 in further example detail and illustrating use of the metadata in media streams to generate the live content to facilitate advertising, betting, and consumer behavior, in embodiments.
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FIG. 11A is a flowchart illustrating one example method for creating and distributing interactive addressable virtual content, in embodiments.
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FIG. 11B is a flowchart illustrating one example method for displaying interactive addressable virtual content on a client device, in embodiments.
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FIG. 12 shows one example screenshot of the live content of FIG. 7 at a first time (time A), in embodiments.
FIG. 13 shows one example screenshot of the live content of FIG. 7 at a second time (time B), later than the first time of FIG. 12, in embodiments.
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FIG. 14 shows one example screenshot, generated by the system of FIG. 7, showing the virtual environment representing a virtual stadium with virtual fan interaction via remote streams, in embodiments.
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FIG. 15 shows four example live content screenshots simultaneously generated by the system of FIG. 7 for a single live event, illustrating customization for three different users, in embodiments.
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FIG. 16 is a schematic illustrating one example generic virtual environment with surrounding display screens generated from the 3D model of the server of FIG. 7, in embodiments.
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FIG. 17 is a schematic illustrating example node workflow performed by the interactive input engine and the content fill engine of the content player of FIG. 7, in embodiments.
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Claims (16)
What is claimed is:
1. A system for creation and distribution of addressable virtual content with interactivity, the system comprising:

· a server having:

· at least one first processor;

· a first memory communicatively coupled with the first processor and storing machine readable instructions that, when executed by the first processor, cause the first processor to:

· receive at least one media stream of a live event;

· generate a server 3D model defining a virtual environment with at least one display screen associated with a virtual channel;

· associate an empty node, representing a placeholder where content may be added, with the virtual channel;

· generate, within the server 3D model, an avatar representative of a person within the virtual environment;

· animate, in real-time, the avatar within the server 3D model based upon movement data captured from an actor;

· generate metadata to define only changes to the server 3D model, the empty node, and addresses for each of the at least one media stream; and

· send the metadata in a live broadcast to a client device; and

· a content player implemented as machine readable instructions downloadable into a second memory of the client device that, when executed by at least one second processor of the client device, causes the second processor to:

· receive, within the client device, the live broadcast from the server;

· decode, from the live broadcast, (a) the metadata defining only the changes to the server 3D model defining the virtual environment, (b) the empty node associated with the virtual channel of the display screen, and (c) the addresses for each of at least one media stream;

· assign one of the at least one media streams to the empty node based on dynamic characteristics of a user detected by the client device;

· update a local 3D model in real-time based on the metadata, the local 3D model defining the virtual environment similar to the server 3D model;

· add, in real-time, media content from the media stream assigned to the empty node to the display screen in the local 3D model;

· render a view of the local 3D model in real-time; and

· output the view of the local 3D model from the client device.
2. A method for creation and distribution of addressable virtual content with interactivity, comprising:

· receiving at least one media stream of a live event;

· generating a 3D model defining a virtual environment with at least one display screen associated with at least one virtual channel;

· interactively receiving an assignment of the media stream to the virtual channel;

· adding, in real-time, media content from the media stream to the display screen in the 3D model based, at least in part, upon the assignment;

· rendering a view of the 3D model in real time; and

· outputting the view of the 3D model in a live broadcast to a client device.

3. The method of claim 2, further comprising:

· generating, within the 3D model, an avatar representative of a person within the virtual environment; and

· animating, in real-time, the avatar within the 3D model based upon movement data captured from an actor; and

· wherein the avatar appears within the view of the 3D model.

4. The method of claim 2, further comprising:

· determining dynamic characteristics of a user of the client device;

· updating the assignment of the media stream to the virtual channel based upon the dynamic characteristics; and

· wherein the live broadcast is automatically customized for the user based on habits and desires of the user captured in the dynamic characteristics based on behavior of the user.

5. The method of claim 2, further comprising presenting, to a production controller, a graphical user interface with at least one tab and at least one pull-down control that enables the production controller to select the media stream from a plurality of different media streams.

6. The method of claim 2, the 3D model defining a volumetric space that resembles at least one of newsroom, a classroom, a conference room, a sports studio, a stage, a sports court, a poker table, a studio LED wall or enclose, and a virtual dungeon.

7. A method for creation and distribution of addressable virtual content with interactivity and low-latency, comprising:

· receiving, within a server, at least one media stream of a live event;

· generating a 3D model defining a virtual environment with a display screen associated with a virtual channel;

· associating an empty node, representing a placeholder where content may be added, with the virtual channel;

· generating metadata to define only changes to the 3D model, the empty node, and addresses for each of the at least one media stream;

· sending the metadata in a live broadcast to a client device; and

· wherein the live broadcast causes a content player running on the client device to generate a local 3D model based upon the metadata, assign at least one of the media streams to the empty node, add, in real-time, media content from one of the media streams to the display screen in the local 3D model based on an assignment of the media stream to the empty node of the virtual channel.

8. The method of claim 7, further comprising:

· generating, within the 3D model, an avatar representative of a person within the virtual environment; and

· animating, in real-time, the avatar within the 3D model based upon movement data captured from an actor.

9. The method of claim 7, the generating the metadata further comprising generating the metadata to include a wagering opportunity received from a third-party server and an address of the third-party server, wherein the live broadcast causes the content player running on the client device to include the wagering opportunity in the local 3D model.

10. A method for creation and distribution of addressable virtual content with interactivity and low-latency, comprising:

· receiving, within a client device, a live broadcast from a server;

· decoding, from the live broadcast, (a) metadata defining only changes to a server 3D model defining a virtual environment, (b) an empty node associated with a virtual channel of a display screen in the virtual environment, and (c) an address of each of at least one media stream captured from a live event;

· assigning one of the at least one media streams to the empty node based on dynamic characteristics of a user detected by the client device;

· updating a local 3D model in real-time based on the metadata to represent the virtual environment with a local display screen;

· adding, in real-time, media content from the media stream assigned to the empty node to the local display screen;

· rendering a view of the local 3D model in real-time;

· outputting the view of the local 3D model from the client device; and

· wherein the view of the local 3D model shows content from the media stream displayed on the display screen within the virtual environment with low-latency.

11. The method of claim 10, further comprising animating, in real-time, an avatar within the local 3D model based upon movement data received from the server.

12. The method of claim 10, the display screen in the local 3D model having a first size, the method further comprising updating the local 3D model to include a dynamic display screen having a second size and including a message from a third-party, the second size being greater than the first size at a first time and the first size being greater than the second size at a second time later than the first time.

13. The method of claim 12, the first size and the second size changing smoothly during a period between the first time and the second time.

14. The method of claim 10, the step of assigning one of the at least one media streams to the empty node comprising assigning one of the at least one media streams to the empty node when the dynamic characteristics indicate a preferred interest in content of the at least one media stream.

15. The method of claim 14, wherein the preferred interest indicates one or more of a sports team, an athlete, and a product and wherein the metadata defines the content as including one or more of the sports team, the athlete, and the product.

16. The method of claim 10, the step of assigning one of the at least one media streams to the empty node comprising using artificial intelligence to learn, from the dynamic characteristics, preferences, and habits of the user.
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A metaverse system includes a client computer coupled to a network, a metaverse server coupled to the client computer, the metaverse server to host a metaverse application, and a group link engine coupled to the server. The engine opens a group link connection in response to a request from a user. A linked group associated with the connection includes at least two linked users, and at least one of the linked users is designated as a leader, and each of the at least two linked users is associated with an avatar different from the avatar associated with the other. The engine includes a group link controller to allow the leader to control an action of a second avatar of a second user. The action of the second avatar can be viewed separately from each avatar associated with the at least one linked users that are designated as the leader.
Description
This application is a continuation of U.S. application Ser. No. 11/971,575, filed on Jan. 9, 2008, which is incorporated by reference herein in its entirety.
Background of the invention
The term metaverse is widely used to describe a fully immersive 3D virtual space, which includes a virtual environment where humans are represented by an avatar. In this way, users may interact with other users, both socially and economically, through their respective avatars and with software agents in a cyber space. The virtual environment in a metaverse is built upon a metaphor of the real world, but in most cases, without the physical limitations of the real world. In a metaverse application, such as Second Life®, users are allowed to have friends, create groups, and talk and mingle with strangers, fly, and teleport to different locations, and different metaverses.

On occasion a user may want to group together with other users and travel through the metaverse application as a group. For example, avatar A, avatar B, and avatar C may want to go to an event together. Each user's avatar can travel to the event under the control of the individual user. Alternatively, the user of avatar A can control their avatar to go to the event and then send invitations to the users of avatar B and avatar C, asking them to teleport to the event to join them. Once an avatar teleports to an event at the request of another user, the avatar lands next to the other user that sent the teleport invitation. Once all of the avatars are together at an event, they may want to remain together at the event. This may include moving around at a particular location, for example, browsing a shopping mall within the metaverse.

Conventionally, each user controls his or her avatar independently of the group. In some instances, remaining as a group can be difficult to do because each user must keep track of the movements of the other user's avatars to determine the direction the group is heading. This becomes more challenging when a user in the group controls their avatar to fly or teleport to a new location. In order for the remaining users to regroup with the target avatar that teleported or flew away, each user determines the location of the target avatar that departed the group, and then each user controls their avatar to travel to the same location, although the target avatar that first departed may have since moved from that location. Alternatively, a user could request a teleport invitation, from the user that departed from the group to teleport to the location of the user that departed. For a group of avatars to remain as a group, each avatar keeps track of the movements of everyone else in the group, in addition to what the group is doing at the time, such as shopping. Thus, the current solution to maintain a group of avatars in a metaverse application is limited because each member independently tries to track the locations of the other members of the group.
Summary of the Invention
Embodiments of a system are described. In one embodiment, the system is a metaverse system to allow a user to control a group of avatars in a metaverse application in a group. An embodiment of the system includes a client computer coupled to a network, a metaverse server coupled to the client computer, and a group link engine coupled to the metaverse server. The metaverse server hosts a metaverse application over the network. The group link engine opens a group link connection in response to a request from a user to open the group link connection. A linked group associated with the group link connection includes at least two users linked in the group link connection. At least one of the linked users is designated as a leader of a linked group associated with the group link connection. Each of the at least two linked users is associated with an avatar different from the avatar associated with the other at least one linked user designated as the leader. The group link engine includes a group link controller to allow the leader to control an action of a second avatar of a second user. The action of the second avatar can be viewed separately from each avatar associated with the at least one linked users that are designated as the leader.
Embodiments of a method are also described. In one embodiment, the method is a method for controlling a group of avatars in a metaverse application. An embodiment of the method includes opening a group link connection in response to a request from a user to open the group link connection. A linked group associated with the group link connection comprises at least two linked users. At least one of the linked users is designated as a leader of the linked group associated with the group link connection. The method also includes controlling an action of a plurality of avatars of the linked group associated with the group link connection in response to an input command by the leader of the linked group. Other embodiments of the method are also described.

Embodiments of an apparatus are also described. In one embodiment, the apparatus includes means for establishing a linked group of metaverse users, each metaverse user associated with an avatar of a metaverse application, wherein one of the metaverse users is designated as a leader of the linked group. The apparatus also includes means for controlling an action of all of the avatars of the linked group in response to an action of the avatar associated with the leader of the linked group of metaverse users, wherein the action of each avatar of the linked group can be viewed separately. Other embodiments of the apparatus are also described.

Brief Description of the Several Views of the Drawings
FIG. 1 depicts a schematic diagram of one embodiment of a computer network system.
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FIG. 2 depicts a schematic block diagram of one embodiment of a client computer of the computer network system of FIG. 1.

[image: image21.png]1 ~_|

112

GLENT COMPUTER

10 ETAVERSE CLERT
S T 120
NeTwoRK
GROU LK ..{
NTERFACE cLenT
oispLAY
DEPLAY PROCESSOR \ wewoRY
-
T

e

FIG. 2

22

e




FIG. 3 depicts a schematic diagram of one embodiment of the metaverse server of the computer network system of FIG. 1.
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FIG. 4 depicts a schematic diagram of one embodiment of a group link configuration interface for use with the metaverse client viewer FIG. 2.
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FIG. 5 depicts a schematic diagram of one embodiment of a group link invitation interface for use with the metaverse client viewer of FIG. 2.
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FIG. 6 depicts a schematic flow chart diagram of one embodiment of a group link connection method for use with the group link engine of FIG. 3.
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FIG. 7 depicts a schematic flow chart diagram of one embodiment of a group link reconnection method for use with the group link engine of FIG. 3.
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FIG. 8 depicts a schematic flow chart diagram of one embodiment of a group link leader transfer method for use with the group link engine of FIG. 3.
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Claims (13)
What is claimed is:
1. A metaverse system comprising:
· a client computer coupled to a network;

· a metaverse server coupled to the client computer, the metaverse server to host a metaverse application;

· a group link engine coupled to the metaverse server, the group link engine to open a group link connection in response to a request from a user to open the group link connection, wherein a linked group associated with the group link connection comprises at least two linked users, and at least one of the linked users is designated as a leader of the linked group associated with the group link connection and at least one user of the linked group is designated as a follower of the linked group associated with the group link, wherein each of the at least two linked users is associated with a different avatar, the group link engine comprising:

· a group link controller to allow the user designated as the leader to control an action of the avatar of the at least one follower based on an action of the leader to control the avatar of the leader, wherein the action of the avatar of the at least one follower mimics action of the avatar of the leader to control the avatar of the leader without input by the at least one follower, wherein the action of the avatar of the at least one follower can be viewed separately from the avatar associated with the leader,

· wherein the group movement comprises a delayed teleport, wherein the leader teleports to a new location apart from a remainder of the linked group, and after a predetermined delay, the remainder of the avatars in the linked group are then teleported to the new location without input from the users in the linked group not designated as leader.

2. The metaverse system of claim 1, the group link engine further comprising a group link configuration engine coupled to the group link controller, the group link configuration engine to send a group link invitation to the second user to join the linked group.
3. The metaverse system of claim 2, wherein the group link configuration engine terminates the group link invitation in response to a user's rejection of the group link invitation.

4. The metaverse system of claim 3, wherein the group link configuration engine is further configured to disconnect temporarily a linked user from the group link connection and reconnect the linked user, that was temporarily disconnected from the group link connection, to the linked group.

5. The metaverse system of claim 1, wherein the group link controller stores a plurality of group movements on a storage device in response to a request from a user in a linked group to save the plurality of group movements.

6. The metaverse system of claim 1, the group link controller further configured to control a group movement in response to an input command by the leader of the linked group, wherein the group movement comprises one or more of:
· a cascaded group movement, wherein a user in the linked group is ranked in a predetermined order to allow a movement initiated by the leader to be performed by the avatar of the leader first, and then after a predetermined delay for each avatar, each additional avatar separately performs that movement according to the rank of each user in the linked group not designated as leader without input from the users in the linked group not designated as leader; and

· a verified teleport, wherein the leader teleports to a new location apart from the remainder of the linked group, and the remainder of the avatars of the linked group teleport to the new location in response to a verification by the leader to travel to the new location without input from the users in the linked group not designated as leader.

7. The metaverse system of claim 6, wherein the group link controller stores a plurality of group movements on a storage device in response to a request from a user in a linked group to save the plurality of group movements.
8. The metaverse system of claim 1, wherein the group link controller allows the second user to decline the action that one of the users designated as the leader initiates to control the avatar of the second user.

9. A method comprising:
· opening a group link connection in response to a request from a user to open the group link connection, wherein a linked group associated with the group link connection comprises at least two linked users, and at least one of the linked users is designated as a leader of the linked group associated with the group link connection; and

· controlling an action of a plurality of avatars of the linked group associated with the group link connection in response to an input command by one of the users designated as the leader of the linked group, wherein the action of one or more avatars of the linked group not designated as the leader mimics an action of the avatar of the user designated as the leader without input by the users of the linked group not designated as the leader, the action of the avatar of the user designated as the leader in response to the input command, wherein the action of each of the plurality of avatars can be viewed separately, wherein the group movement comprises a delayed teleport, wherein the leader teleports to a new location apart from a remainder of the linked group, and after a predetermined delay, the remainder of the avatars in the linked group are then teleported to the new location without input from the users in the linked group not designated as leader.

10. The method of claim 9, further comprising:
· sending a group link invitation to another user to join the linked group;

· linking the other user to the group link connection in response to the other user accepting the group link invitation to join the linked group; and

· saving a group link connection profile.

11. The method of claim 9, further comprising:
· disconnecting at least temporarily a linked user from the group link connection; and

· reconnecting the linked user, that temporarily disconnected from the group link connection, to the linked group.

12. The method of claim 9, further comprising:
· requesting a transfer of the designation of the user as the leader of the group link connection; and

· transferring the designation of at least one of the users designated as the leader of the group link connection to another user of the group link connection.

13. An apparatus, comprising:
· means for establishing a linked group of metaverse users, each metaverse user associated with an avatar of a metaverse application, wherein one of the metaverse users is designated as a leader of the linked group; and

· means for controlling an action of all of the avatars of the linked group in response to an action of the avatar associated with the leader of the linked group of metaverse users, wherein the action of one or more avatars of the linked group not designated as the leader mimics the action of the avatar of the user designated as the leader designated as the leader without input by the metaverse users not designated as the leader, the action of the avatar of the user designated as the leader in response to the input command, wherein the action of each avatar of the linked group can be viewed separately, wherein the group movement comprises a delayed teleport, wherein the leader teleports to a new location apart from a remainder of the linked group, and after a predetermined delay, the remainder of the avatars in the linked group are then teleported to the new location without input from the users in the linked group not designated as leader.

Analogue 3

METAVERSE PLATFORM FOR FUSING ACTUAL FEELING AND METHOD FOR PROVIDING SERVICE USING THE SAME 
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Purpose
A reality-fused metaverse platform device and a service providing method thereof are provided to support an asynchronous behavior and a synchronous behavior by recognizing the behavior of wire and wireless network technology and reality sensor technology. CONSTITUTION: A sensing information receiving unit(310) receives sensing information sensing a user behavior from clients. A user behavior storage unit(320) stores behavior information. A behavior recognition processing unit(330) divides the user behavior into an asynchronous behavior and a synchronous behavior based on the sensing information. If the user behavior is the synchronous behavior, a metaverse management unit(370) directly applies the behavior to the movement of an avatar in a metaverse virtual space. If the user behavior is the asynchronous behavior, the metaverse management unit applies the asynchronous behavior to the movement of the avatar. [Reference numerals] (310) Sensing information receiving unit; (320) User behavior storage unit; (330) Behavior recognition processing unit; (340) Social network processing unit; (350) User information storage unit; (AA) Content providing unit; (BB) Metaverse management unit
Description
The present invention relates to a sensory convergence metaverse platform device and a service providing method using the same, and more specifically, to provide a realistic entertainment game service, the user's actions are recognized and reflected in the service, and social networking of multiple users is established. The present invention relates to a sensory convergence metaverse platform device and a service providing method using the same.
Recently, Second Life, Nintendo, Google, Microsoft, etc. have been actively attempting to induce game users' interest by effectively expressing and inferring relationships between game users.

Platforms to which unit technology including the prior art Massively Multiplayer Online Game (MMOG) server technology are applied are difficult to apply to realistic converged entertainment services, and there is a problem in that they cannot support convergent services such as user behavior recognition and social networking.
The present invention has been proposed to solve the above-mentioned conventional problems, and reflects user's behavior data to an avatar in the metaverse engine, which is a virtual space, and creates a social network between users. An object of the present invention is to provide a device and a service providing method using the same.
In order to achieve the above object, a sensory convergence metaverse platform apparatus according to an embodiment of the present invention includes: a sensing information receiver configured to receive sensing information that detects a user's behavior from a plurality of clients; A processing unit for recognizing a user's behavior by classifying it into a synchronous behavior and an asynchronous behavior based on the received sensing information; And if the perceived user behavior is a synchronous behavior, it is directly reflected in the avatar's movement in the metaverse virtual space. If the perceived user behavior is asynchronous, the cumulative asynchronous behavior is directly reflected in the metaverse virtual space's movement. It includes a metaverse management unit.

The social network processor detects a communication partner by calculating an intimacy of a client connected with other clients in the metaverse virtual space.
The social network processor detects a communication partner by calculating an intimacy of a client connected with other clients in the metaverse virtual space.

In order to achieve the above object, a service providing method using a sensory convergence metaverse platform device according to an embodiment of the present invention includes: receiving, by a sensing information receiver, sensing information that senses user behavior from a connected client; ; Recognizing, by the behavior recognition processor, the user behavior based on the received sensing information by classifying the user behavior into a synchronous behavior and an asynchronous behavior; Controlling by the metaverse manager to directly reflect the movement of the avatar in the metaverse virtual space if the recognized user behavior is a synchronous behavior; And controlling, by the metaverse manager, the accumulated asynchronous behavior by directly reflecting the movement of the avatar in the metaverse virtual space if the recognized user behavior is an asynchronous behavior.

In the step of detecting and providing the communication partner to the connected client, the social network processor detects the communication partner by calculating the intimacy of the client connected with other clients in the metaverse virtual space.
In the step of detecting and providing the communication partner to the connected client, the social network processor detects the communication partner by calculating the intimacy of the client connected with other clients in the metaverse virtual space.

According to the present invention, the sensory convergence metaverse platform device and the service providing method using the same can be applied to various fields based on collected behavior information while enabling the recognition of sensory sensor technology and wired / wireless network technology. It can support not only recognition but also asynchronous behavior.

In addition, the sensory convergence metaverse platform device and the method of providing the service using the same method analyzes the behavior of many anonymous persons simultaneously through distributed inference, rather than centralized inference, to control the behavior of the metaverse avatar, so that the user feels and realizes It has the effect of enhancing the impression.

In addition, the sensory convergence metaverse platform device and the service providing method using the same are utilized in analyzing the user's disposition, behavior pattern, and lifestyle through the data mining technique, and the analyzed user's disposition is similar to the user. There is an effect that can be utilized as a parameter, such as social network configuration, individual individual services.

In addition, the sensory convergence metaverse platform device and the service providing method using the same establish a social network of each user by analyzing log information of users in the metaverse environment, and establish a communication partner of the user based on the established social network. By recommending, you can support interactive social networks and promote user-centric engagement. Supporting the next generation user community based on social networks in the virtual space, there is an effect that can be applied to the development of context-aware technology based on this.

Brief Description of the Drawings

FIG. 1 is a block diagram illustrating a sensory fusion metaverse platform device according to an embodiment of the present invention.
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FIG.2 is a view for explaining an application example of the sensory fusion metaverse platform device according to an embodiment of the present invention.
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FIG. 3 is a block diagram illustrating a configuration of a sensory fusion metaverse platform device according to an embodiment of the present invention.
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FIGS. 4 and 5 are block diagrams for explaining the action recognition processor of FIG.
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FIG. 6 is a block diagram illustrating a social network processing unit of FIG. 3.
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FIG. 7 is a flowchart illustrating a service providing method using a sensory convergence metaverse platform device according to a first embodiment of the present invention.
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FIG. 8 is a flowchart illustrating a service providing method using a sensory convergence metaverse platform device according to a second embodiment of the present invention.
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Claims (1)
A sensing information receiver configured to receive sensing information from the plurality of clients, the sensing information being detected by the user;

A processing unit for recognizing a user's behavior by classifying it into a synchronous behavior and an asynchronous behavior based on the received sensing information;
And

If the perceived user behavior is a synchronous behavior, it is directly reflected and controlled in the movement of the avatar in the metaverse virtual space. If the perceived user behavior is asynchronous, the cumulative asynchronous behavior is directly reflected in the avatar movement in the metaverse virtual space. Realistic fusion metaverse platform device comprising a metaverse management unit for controlling.

	IV. RELEVANCE AND SUMMARY OF WORK


Generally, the goal of this work of science “BEYOND REAL Metaverse Concept” is to provide an exceptional social experience where users can bring their ideas into life. This “BEYOND REAL Metaverse Concept” is a virtual world where the end users can experience the platform in four (4) ways: 

· Exploring and sharing Chat/Video Rooms

· Immersive classes: Engineering, Yoga, Meditation

· Playrooms: Play-to-earn-games

· Influencer’s Platform

To date, the developers had already created 3 worlds: Solarpunk Open World, Mars 1.0 Shooter Game and Immersive Learning Classes. However, the main focus here is on Education. 
Significantly, this work of science focuses more on education as an integral part of the platform. The immersive visual experience will be the future of education.

It will focus mainly on E-learning wherein someone is learning through a new dimension. Imagine someone had a virtual jet engine he could disassemble, zoom in and out freely to see what he wants more clearly, and check how the engine is composed. It sounds surreal, but that’s how the end users will learn through a new dimension with VR. 
In addition, it will be having an open world wherein inside the open world, end user will experience the immersive learning. End users such as but not limited to students will feel “being there” in a virtual place and can attend the classes and join the discussion. 
Hands on learning is a great system. The best way to learn engineering is to study theory with a real engine. But such models take a lot of space to keep and maintain them. 

The implementation of a hands-on learning is idyllic but could never be implemented. The current education system has already collapsed. 

In 2014, 53% of public schools needed additional funds for renovations and repairs to buildings in order to restore them in good condition (air-conditioning system, energy management system, etc.). The total amount needed was estimated to be approximately $197 billion. The average dollar amount needed for repairs was about $4.5 million per school. When an economically wealthy nation spends nearly 5% of its GDP on education but its school still have no space and need an additional $197 billion for basic repairs, something must change. 

This is the reason why education will be the focus of this work of science “BEYOND REAL Metaverse Concept”. It focuses mainly on E-learning where students, schools and universities experience learning through a new dimension. Imagine a student had a virtual jet engine he could disassemble, zoom in and out freely to see what he wants more clearly, and check how the engine is composed. It sounds surreal, but that’s how end user will learn through new dimension with VR.
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Immersive learning is not only going to a new space. It’s about changing the whole environment. The best way to learn about engines is to go to a manufacturing plant or airfield. Then you can truly get into the atmosphere of the field you are learning. It’s like a theme part. 
Schools and universities will be assisted to build their own world and integrate their education system. In this way, their respective students can attend and join in the discussions in their classes. 

These environments make your brain more excited and more focused on what you are learning. 

Basically, the business model is about subscription from each student to be paid by the school/university. For example, if there are classes, students can attend each course if they wish. 

School/university will be assisted to build their own world and integrate their own education system and at the same time, developers are planning to make the API platform by the end of 2023 wherein schools/universities’ own developers can build their own world inside. 

Business Model:
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The target audiences of this work of science “BEYOND REAL Metaverse Concept” are online communities, gamers, influencers and mainly, students, schools, and universities wherein they can open their world inside the Immersive Learning platform.
The project’s portal is currently in prototype and is available only in windows and it will be available in web page soon. 

End-users like schools and universities can go to the E-learning portal wherein they can build their world and integrate their education system. Thereafter, students can be able to talk and attend for each course they wish. 

Meanwhile, for Mars 1.0 shooter games, gamers will go to the portal in the Mars 1.0 shooter games where players can play the shooter games and then some part of the open world, there are other portals where gamers can learn and can go to another games. 

Moreover, end-users can create avatars from selfie picture. They can create a customized Beyond Real avatar with a selfie and customize it with hundreds of options by following the below steps:

1. Take a selfie or pick from a selection of pre-made avatars.

2. Customize your avatar. Choose from 300+ customization options and import your NFTs in the future.

3. Export your avatar. Use your avatar in all our supported apps and games. 

	V. LEGAL BASIS


Examination of the current Work of Science “BEYOND REAL Metaverse Concept” was held by the Intellectual Property Expert Dr. Sandjar Muminov based on following international (WIPO) and the normative legal acts of the United Kingdom:
1. Berne Convention for the Protection of Literary and Artistic Works of 9 September 1886 in Paris, complemented by 4 May 1896, revised in Berlin on 13 November 1908. Supplemented in Bern on March 20, 1914, and revised in Rome on June 2, 1928, in Brussels on June 26, 1948, in Stockholm on July 14, 1967, and in Paris on 24 July 1971, as amended September 28, 1979 (the UAE acceded to the Berne Convention in 2004)
2. United Kingdom Copyright, Designs and Patents Act (1988)
3. United Kingdom Copyright, Designs and Patents Act (1988) Part I 'Copyright' Chapter I, Article 1. and Article 143

4. Arbitration Act 1996 (Chapter 23, updated up to January 27, 2021) 

5. Competition Act 1998 (Chapter 41, updated up to March 26, 2021)  

6. Crime and Courts Act 2013 (Chapter 22, updated up to June 4, 2021) 

7. Digital Economy Act 2017 (Chapter 30, updated up to February 4, 2021) 


Enterprise and Regulatory Reform Act 2013 (Chapter 24, updated up to May 15, 2021) 

8. Legal Services Act 2007 (Chapter 29, updated up to August 4, 2021) 

9. The Community Design Regulations 2005 (S.I. 2005/2339, updated up to May 15, 2021) 

10. The Copyright and Performances (Application to Other Countries) Order 2016 (S.I. 2016/1219, updated on November 26, 2021) 

11. The Criminal Justice Act 2003 (Chapter 44, updated up to March 17, 2021)

12. The Design Right Regulations 2018 (S.I. 2018/1052) 

13. The Designs and International Trademarks (Amendment etc.) (EU Exit) Regulations 2019 (S.I. 2019/638)

14. The Enterprise Act 2002 (Chapter 40, updated up to February 16, 2021) 

15. The High Court and County Courts Jurisdiction Order 1991 (S.I. 1991/724, updated up to February 22, 2021) 

16. The Intellectual Property (Copyright and Related Rights) (Amendment) (EU Exit) Regulations 2019 (S.I. 2019/605)

17. The Intellectual Property (Exhaustion of Rights) (EU Exit) Regulations 2019 (S.I. 2019/265)

18. The Patents, Trademarks and Designs (Address for Service) (Amendment) (EU Exit) Rules 2020 (S.I. 2020/1317)

19. Trade Marks Act 1994 (Chapter 26, updated on  August 13, 2021) 

20. Tribunals, Courts and Enforcement Act 2007 (Chapter 15, updated up to April 26, 2021) 

21. Copyright and Related Rights (Marrakesh Treaty etc.) (Amendment) Regulations 2018 (S.I. 2018/995, updated on October 22, 2020)  

22. The Electronic Commerce (EC Directive) Regulations 2002 (S.I. 2002/2013, updated up to August 15, 2020)

22. The Collective Management of Copyright Regulations 2016 (S.I. 2016/221) 

	VI. SOURCES OF REFERENCES


1. Patent No. US20210056750A1 - Creating and distributing interactive addressable virtual content
2. Patent No. US10326667B2 - System and method for group control in a metaverse application
3. Patent No. KR20130068593A - Metaverse platform for fusing actual feeling and method for providing service using the same
4.
Wikipedia - www.wikipedia.org - a multilingual, web-based, free-content encyclopedia project supported by the Wikimedia Foundation and based on a model of openly editable content.
5. Cambridge Dictionary - https://dictionary.cambridge.org/dictionary/english/avatar
	VII. INFORMATION ABOUT THE EXPERT



Dr. Sandjar Muminov has 25 years’ experience in intellectual property industry. 
His professional merits and achievements include:
- Eurasian Commissioner on Law Supremacy and Intellectual Property of EECO (Eurasian Economic Cooperation Organization), head offices in Russia, China and UAE, regional offices in 50 countries (www.eurasianeconomic.org);

- President of SANDJAR GROUP Business Consortium (GCC, Dubai, UAE)
- Expert of Dubai Silicon Oasis Authority (UAE);
- Speaker of the University of Dubai (UAE);
- Authorized Expert of INTEROCO Copyright Office (Germany);
- Member of International Intellectual Property Law Association (USA);
- and others.
Expert Specializations of Dr. Sandjar Muminov:

- Private advisor on all issues concerning IP legal protection (patent, commercial
  & Copyright law).

- Startup and investments projects.

- Commercialization & capitalization of intellectual property. 
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- Protection of copyright, know-how, trade secrets etc. 
In 2018 and 2019 Dr. Sandjar Muminov was recognized World TOIP-5 Intellectual Property Expert (International Intellectual Property Law Association, US-UK).
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