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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?”

Learning and training s 53 (80%)

Meetings N 50 (76%)
Conferences  p e — 32 (49%)
Collaborative 3D data visualization D 23 (35%)

Collaborative design and prototyping D 21 (32%)

Business activity rehearsal I 13 (20%)
Human resource management oy . (18%)
e — 1) (18%)

Remote system and facility management O (14%)
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Number of survey respondents

Source: ThinkBalm Enterprise Immersive Internet Business Value Study, April 2009
n = 66 respondents. Multiple answers accepted.
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Figure 1. Hype Cycle for Emerging Technologies, 2009

expectations

Social Network Anal

3.0 Flat-Panel Displays Cver-thie-Aar Mobile ﬁ!e Payment Systems,
HimanAugpesn_ | L RFID (Case/Pallet) | Asdl.uiy 28
Peak of
Technology
Triaer Irflated

Years to mainstream adoption:

Clessthan 2years ©2toSyears @ 5to10years & more than 10 years & before plateau
Source: Gartner [July 20049)




Halfway around the learning curve,
Bob lets go.
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Alaskans Of SecondLife
Art Gallery Owners
Athena Isle Residents
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Virtual Worlds

are cool
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