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Second Life (SL)
 A new tool
 Not quite ready for prime time
 Pioneers are now exploring it
 Faculty Learning Community

Getting ahead of the curve
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What is Second Life?
 Virtual world, not a game
 Online 3D graphical environment
 Inhabited by multiple avatars
 Mimics real life (RL) in limited ways
Gravity, topography
Communication
Economy

Some higher ed applications
 Online meeting or discussion
 Exhibition
 Creativity - build or design
 Simulation or demonstration
 Serious gaming

Business in SL
 RL business

 Information and public relations
 Demonstration and prototyping

 SL business
 Merchandise - clothing, furniture, etc.
 Service - trainer, guide, programmer, etc.
 Real estate - buy and sell or lease land
 Currency - buy/sell “Linden dollars”
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Population and geography

Growth in premium accounts

Usage hours by country
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Usage hours by age & gender

42% female

58% male

August economic indicators

$US exchanged on the Lindex
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Business opportunities
 Nightclub owner
 Real estate speculator
 Tour guide
 Event planner
 Dancer or Musician
 Fine artist
 Builder or Landscaper
 LSL scripter

Designer of
 Buildings
 Special effects
 Animation
 Avatars
 Jewelry
 Tattoos
 Clothing

Learning Community goals
 Foment discussion
 Develop demonstration projects
 Share information
 Produce a public presentation
 White paper on opportunities and

challenges

Chris.Clark@nd.edu
631-7434

To follow up






