Types of Networking Communities, Their Specifics and Evolution:
 

 

Virtual Communities Definition:

A Virtual Community, as described by Rheingoldin his book “The Virtual Community: Homesteading on the Electronic Frontier (1993) is a "social aggregations that emerge from the Net when enough people carry on those public discussions long enough, with sufficient human feeling, to form webs of personal relationships in cyberspace"

There are certain minimum requirements for a social aggregation to take place:

· a minimum level of interactivity- which enables the meaning of the word community as it allows for sharing of ideas and discussions 

· a variety of communicators- to enable the inactivity to take place, mediums are required to enable communication 

· a minimum level of sustained membership- these will be the people who would use the communicators a virtual common-public-space where a significant portion of interactive group-CMCs occur- a central location would enable easy access or search of other people within the memberships with common interests
Types of Networking Communities:

There are various types of virtual communities nowadays; the most widely used community is the IRC or Internet Relay Chat. These include live online conversations with people around the world and are available in 20 different countries. One can join an existing or create their own and most have little or no topic, are just random rooms were people could go and talk in endless streams. Because of its wide availability, this community more than any have helped to bring the world closer. Then there is another alternative type of virtual community widely used, which is the MUDs or multi-user dungeons (also known as multi-user devices). These were originally created for the early players of the widely known game Dungeons & Dragons, enabling them to players around the world. Nowadays they have spread to other mediums. They have even been used in classrooms, bringing the virtual world into our educational foresight. 
The human race consists of many communities that have evolved over thousands of year. Whether it is your school, you religion, you hobbies, people are more capable when they work together than when they work alone.   

Communities arise due to the following reasons:

1. Communities of interest 
People who have probably never met come together because of some common interest or concerns.
2. Organisation communities 
This is similar to an Intranet, in that it is an internal communications system. It is typically used for communication that focuses on the organizations, such as people working on the same project. 

3. Communities of inspiration 
Communities of inspiration provide access to role models and leader, and provide participants of the community with insight, motivation and inspiration. 
4. Communities of support 
This type of community promotes special kinds of connection among people, eg suppose groups for abused women.

5. Communities of practice 
A community set up where people develop cutting edge products, practices and theories. This is typically used for academic research and communication.
Their Specifics:

Computer-mediated communication (CMC)
Computer-Mediated Communication (CMC) is the process by which people create, exchange, and perceive information using networked telecommunications systems (or non-networked computers) that facilitate encoding, transmitting, and decoding messages.
Examples of computer mediated communication are listed below:
· electronic mail –  This was originally created to allow military researches the access to share information, email each other in an asynchronous manner. 

· bulletin boards systems(BBSes) –  Bulletin boards are like a shared emailed box which allows user to post messages which ha number of people can then read. 
· interactive chat –  Interactive chat is a synchronous communication method that is partly controlled by the user which focus on a particular subject. It is great for immediacy and presence.  
· newsgroups –  A newsgroup is like a conference, except the fact that is it archives on mutiiple servers. In the case of one server breaking down, the newsgroup is is able to continue unaffected.  
· The Internet –  The Internet is a permanent network of computers networks which allows anyone with a computer and modem to use CMC quickly and inexpensively with anyone else in the world.
·  Multi User Dungeons (MUDS) – MUDS are communities that aim at the creation of imaginary virtual worlds and the performance of roles among their members. MUDS have real time interactivity and either free or limited association. MUDS have now become a point of contact for many online gathering groups. These worlds present an interactive and navigable environment which ha both sound, graphics and animations. Some MUDS even allow member to create and maintain their own customer character and personality.
 

Evolution:

 1890:

The early signs of virtual communities emerging were with APRANet, which was made up of mainly researchers sharing knowledge and information. APRANet was highly regulated and licenced due to the sensitive nature of the ifoarmtion. APRANet emerged around the 1890, which was later supported by the emergence of email in 1972. 

Mailing lists began as soon as email was invented and around 1978, the first mailing list was created (SF-Lovers), along with Usenet Newsgroups and Bulletin Board Systems.  
1980:

Early virtual worlds were created around the 1980s with the emergence of MUDS. Overtime, MUDS evolved and became MOOs (which are Ojected Oriented MUDs). MUDs were broken down into three braod catergories. Such as educational, gaming and social. 
The first popular computer games was called Adventure and was a true example of MUDS.
1988:

1988 saw the creation of chat systems such IRC and ICQ by a graduate student call Karkko Oikarinen. There were two types of chat systems, either graphic of voice chat. . 
1997:

Around this time, multiplayer games and virtual gaming worlds were formed.

1999:

 
1999 saw the surfacing of 3D environments such as Everquest.
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