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well as user preferences and characteristics. Metaverse
applications span across various sectors, each with

( User-inherent characteristics )

———————————————————————————————————————————

| |
 ooO @6 1wk EEE [evr] |
| te |

| spuewap punsia | [ sonsuarceseys msn | [ saxnap ux |

. [ . . k

different levels of computation and communication || S weOwsr SSURineS  Shseay wksete: |

o) ( Various applications and characteristics lead to distinct user demands)
demands. g e e
. - e m ©
To meet the computation and communication demands ; e T R st ARER o SR

of users, a Unified, User, and Task-centered Al-based &) (" Multiple tasks to fulfill ifferent demands of users )

. . Q) [ e e v e i e R R e S e e o e et e \
MEC for Metaverse applications must be enabled. § | [Virtua service Provider | [Computation Resource | [ Decision on Mobile || Resolution | |
' ) . ' g gl Selection Allocation Edge Computing Allocation :
Several MEC mUSt be Opt|m|ZEd tO prOVIde UserS Wlth a g : Feature Extraction for Channel Access Tracking Vectors Power Energy :
@ : Semantic Communication Allocation Prediction Selection :

personalized, seamless, and hyper-realistic experience.
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Conclusion:

By combining both approaches, a Unified, User, and Task-centered Al-based MEC for Metaverse
applications can be built, which can optimize the user’s experience while simultaneously achieving the
desired task or objective. The system can adapt to the user’s preferences and behavior while ensuring
the task is performed efficiently and effectively.
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