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The next major iteration of the Internet

Barco, Geosim Systems Ltd., Technical University Eindhoven, Utrecht University, Technical 
University of Twente, Fraunhofer Rostock, Nazuka and Bertelsmann.

Metaverse 1.0 will provide a standardized global framework enabling the interoperability 
between various Virtual Worlds  (e.g., Second Life, HiPiHi, Google Earth, and many others) and 
between them and the Real world (sensors, actuators, vision and rendering, social and welfare 
systems, banking, insurance, travel, real estate and many othersɂcfȢ Ȭ-ÉØÅÄ 2ÅÁÌÉÔÙȭ ÃÏÎÃÅÐÔɊȢ

The Metaverse 1.0 framework will be mainly driven by a set of selected application domains, 
including training, learning and simulation, eInclusion, and support for elderly, disabled and 
minorities, among other domains.
(Adapted from http://www.lostinthemagicforest.com/blog/?p=43)

http://domino.research.ibm.com
/comm/research_projects.nsf/pages/
virtualworlds.index.html

Metaverse 1.0 Consortium 
includes over 40 participants of large 
and small/medium enterprises as 
well as several research institutes 
and universities from 8 participating 
countries. Among the participants 
are IBM, Philips, Forthnet, Alcatel-
Lucent, Telefonica I&D, Siemens IT, 
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http://domino.research.ibm.com/comm/research_projects.nsf/pages/virtualworlds.index.html
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Second Life: virtually endless 
educational possibilities (1)

Real Hope in a Virtual 
World
(Washington Post ɀ
6 October 2007):

Ȱ"ÅÃÁÕÓÅ ÔÈÅ ÆÕÌÌ-colour, 
multifaceted nature of the 
experience offers so much 
ÍÏÒÅ ȬÅÍÏÔÉÏÎÁÌ 
ÂÁÎÄ×ÉÄÔÈȭ ÔÈÁÎ 
traditional Web sites, e-
mail lists and discussion 
groups, users say the 
experience can feel 
ÁÓÔÏÎÉÓÈÉÎÇÌÙ ÒÅÁÌȢȱ



Second Life: virtually endless 
educational possibilities (2)

4ÈÅ Ȭ3ÅÃÏÎÄ ,ÉÆÅ ÉÎ %ÄÕÃÁÔÉÏÎȭ ×ÉËÉ (http://sleducation.wikispaces.com/educationaluses) 

lists 32 educational uses of 3-D virtual worlds, including but not limited to 
(italicsours): 

1. Distance and Flexible Education 

2. Presentations, Panels and Discussions (unlike conventional video 
conferencing over the Web, virtual worlds offer and add: (a) emotion/pseudo-
body language communication to meetings (thanks to sophisticated, highly 
customisable avatars ɂcloser to face-to-face contacts, but less 
ȰÔÈÒÅÁÔÅÎÉÎÇȱȾ×ÉÔÈ ÍÏÒÅ ȰÐÒÏÔÅÃÔÉÏÎȱ ÆÏÒ ÔÈÏÓÅ ÎÅÅÄÉÎÇ ÔÈÉÓɊȟ ÁÓ ×ÅÌÌ ÁÓ ɉÂɊ Á 
shared pseudo-physical 3-D space that can be used in a variety of ways) 

3. Training and Skills Development 

4. Self-paced Tutorials 

5. Displays and Exhibits 

6. Immersive Exhibits 

7. Roleplaysand Simulations 

http://sleducation.wikispaces.com/educationaluses


8. Data Visualisations and Simulations 

9. Libraries, Art Galleries and Museums 

10. Multimedia and Games Design 

11. Machinima (video clips produced entirely in Second Life) 

12. Treasure Hunts and Quests 

13. Virtual Tourism, Cultural Immersion and Cultural Exchange 

14. Language Teaching and Practice, and Language Immersion 

15. Awareness/Consciousness Raising and Fund Raising  (e.g., the American 
Cancer Society)

16. Support and Opportunities for People with Disabilities 

17. Business, Commerce, Financial Practice and Modelling 

18. Real Estate Practice 

19. Product Design, Prototyping, User-testing and Market Research 

20. !ÎÄ ÍÕÃÈ ÍÏÒÅȣ

Second Life: virtually endless 
educational possibilities (3)



The University of Plymouth Sexual 
Health SIM project in Second Life

ÁLead investigator: Maged N. Kamel Boulos (UoP 
Faculty of Health and Social Work)

ÁCo-investigators: Steve Wheeler (UoP Faculty of 
Education) and Susan Toth-Cohen (Thomas Jefferson 
University, USA)

ÁLand grant provided by: Education UK (July 2007 ɀ
31st July 08) http://sleducationuk.net/?q=node/14

ÁProject Web site:
http://sl-sexualhealth.org.uk/
(Web site hosting also provided by Education UK Island)
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Avatars attending a seminar at the University of Plymouth 
Sexual Health SIM in Second Life

CommunityÊIn-world seminars

ÊSexual Health SIMGroup in-world



Wear a skin disease!

$ÏÎȭÔ ÍÉÓÓ ÏÕÒ AIDS-related Kaposi Sarcoma Experiencein Second 
Life: Now you can now wear a special clothing layer to see and 
experience on your own avatarhow Kaposi Sarcoma looks/feels in 
AIDS patients ɀread more at http://sl-sexualhealth.org.uk/?p=84

Independent 
learning
Exploration and 
discovery

ÊInteractive objects
ÊSpecial experiences
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