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Designing for the Metaverse

If the transition from human-computer design to UX marked the change from computers as separate from the
“real world” to computers becoming an intrinsic part of our world, the metaverse describes the next stage in
this evolutionary journey: computers as portals to new worlds entirely. And as technology shifts, so will the
terminology we use to describe the person who interacts with said technology. So rather than design being
focused on the user,; design will instead reorient itself around the player — the person who occupies this
virtual world.

This will force a reimagining of good design. Today, good design is intuitive, easy-to-use, and aesthetically
pleasing. But in the metaverse, good design is something else entirely — it’s wholly immersive. “When a
player and character merge 1o become a persona, that’s immersion,” wrote Richard Bartle in Designing
Virtual Worlds. "That’s what people get from virtual worlds that they can’t get from anywhere else. That’s
when they stop playing the world and start living it.”

In the metaverse, design is not as concerned with how quickly someone accomplishes their goal — it’s more
concerned with whether a player is immersed enough to pursue a goal in the first place. That could mean
traveling to meet friends, rather than instantly meeting them in a Zoom room; or going to a marketplace,
rather than having access to online storefronts where anything can be purchased at any time.

Because designing for the metaverse means designing for an entirely new, immersive world, designers will
have to broaden their skills to include a host of new disciplines. As Bartle points out, designers will need to
study subjects from economics to urban planning to anthropology.

The reason is because virtual world designers are ultimately designing human societies. As Raph Koster, a
leading virtual worlds designer, said in a 2017 talk, “When you pick up those tools — connectivity,
persistence, identity — you are either going to design that society on purpose, or by accident.”

To create a healthy society in a virtual world, designers will not only need to understand how societies work

in the real world, they will also need to understand what threatens them.

Goldman, B, Bertram, July 13, 2021, The Metaverse Will Give Designers the Chance to Create a Better World
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1. AR battle in Pokemon Go ([ 378 : Niantic)

2. Google glass (B F %38 : https://zh.wikipedia.org/wiki/Google BR %)

[ 3. RTFKT studio and Seattle artist FEWOCIOUS Bi&BIfE 621 SR gk MEHE - HEEN 6 BENEERFE

https://www.scmp.com/lifestyle/fashion-beauty/article/3163424/fashion-industry-looks-online-metaverse-test-lab)

4. VR Remote Surgery Concept ([ 5 2£iR : https://www.designpartners.com/vr-remote-surgery-concept-logitech-collaboration/)
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