Virtual Worlds for Networking Communities
 
DEFINITION OF VIRTUAL WORLDS

Virtual worlds are gathering places, communities, playgrounds, fan-clubs, and tributes which  we enter these worlds and the communities dressed in a digital body called an avatar.

 CHARACTERISTICS OF VIRTUAL WORLDS 
1. Using Avatar as person embodiment in the world 

         A person exist in the world as an Avatar, a graphical representation that can be anything from coloured square to  a 2D or 3D human (or animal ) figure. 

         Avatar is the icon that represent the cyberspace "you". 

2. Using terminology and models as consistent metaphor 

         The description of computer network are replace with "virtual place metaphors" that reinforce the perception of place. 

         Geographic and architectural term such as classroom ramps, office and home define the environment. 

3. Not necessarily mimic the physical world 

         The characters comes from individual users allow them to express parts of the users in away that often feels more authentic and intense than real life. 

         The user may live in two different "worlds" may increase the possibility that a user will experience different challenges and successes simultaneously. 

HISTORY OF VIRTUAL COMMUNITIES

The evolution of virtual world is similar to the evolution of virtual communities as we discuss in Workshop 1, after all, it is still a part of the birth of the Internet. Virtual communities find its technological roots in the earliest text-based multi-user games such as Space War. This continuing trend was the development of UseNET, LISTSERVs, MUDs, MOOs, IRC and conferencing systems like the WELL in the 1970s and 1980s, and in the 1990s the World Wide Web (WWW) evolved from it. The merging of text-based chat channels with a visual interface in which users were represented as 'avatars' first occurred in Habitat in the mid 1980s. This has reached an important milestone with the launch of the 3D Internet-based Worlds Chat in 1995. 
 

Inhabited Virtual Worlds (IVWs) and their communities was primarily drew from their roots in MUDs and text-based real time chat systems and utilized the power of existing 3D rendering engines developed for gaming applications such as Doom and Quake. VRML has had very little influence except as an occasional model interchange format and is user in few IVWs with large user communities. IVWs do not take advantage of the full immersion and special devices of virtual reality systems but instead concentrate on running effectively on a large range of consumer computing platforms at modem speeds.
ADVANTAGES OF USING A  VIRTUAL WORLD

1. Allows for more people around the globe to communicate in a way they can understand. 

2. Not as overpowering to some people, allowing them to interact with people they normally would not (ie. Allowing anonymity) 

DISADVANTAGES OF USING A VIRTUAL WORLD

1. Lose the "closeness" of inter-personal relationships. 

2. "The event usually involves a bad copy of the real world, verging on tedious, tiresome, tiresome and downright boring."  

APPLICATIONS OF VIRTUAL WORLDS
1. Virtual Classroom 

2. Virtual Education 

3. Virtual organization 

In the future, Virtual World will be introduced and put more stress on improving technology to constructing sense of community (e.g. Desktop Video Conferencing) and to build ongoing community of people within an institution working in or interested  in a field such as collaborative environment.

SINGLE-USER VS MULTIPLE-USER WOLRDS 

Virtual worlds can be divided into two categories:

· Single- User Worlds

· Multi- User Worlds

Single-user worlds are worlds where the contents of these worlds are transferred to the user's own computer and only the user can wonder around in this world. These kind of worlds are mostly being used for the visualization of objects, ranging from a car to a complete city. 
Multiple-users world can be accessed by multiple users at the same time anywhere in the world. Actions that the users make need to be visible other users, which is done by shared events. The events that occur in a multi-user world are distributed to the computers of all the other users. This distribution is done by a server which sends all shared events to all users' local copy of the virtual world.
EXAMPLES OF VIRTUAL WORLDS

Virtual worlds are usually classify in 3 categories of application:

· Text-based(1D) application
· 2D-based application
· 3D-based application. 
There is also some in between dimensional categories, such as 2.5D-based application. One example of the in-between dimensional categories is WorldsAway which is a 2.5D-based application. Further elaboration of WorldsAway would be discuss later. Below is example of each categories application:-
 

· Text-based Application (1D-based Application)
IRC (Internet Relay Chat) is a text-based communication forums, which consist hundreds of channels. People in the forum communication with each other in real time by typing short text messages to each other. Communication could be done public to everyone who is sign in the forum; or, privately, where communication is done only to people who are selected to be in the chat room. 
 

Dark Chambers is one of many Multi Users Dungeons (MUDs) that have been entertaining the Internet society for many years. It is a text-based role-playing game functions which might not sounds so familiar with nowadays. It involves around character development and team play, which is largely based on the imagination of the player.
 

 
· 2D-based Application
Ultima On-Line is a network based version of Ultima Role Playing game which allows thousands of players to exist in the same fantasy game world over the Internet. The players could interact with other participants in real time to form adventuring parties, engaging with battles with other players, taking up a quest in a group, and etc. The Ultima's world is presented in a third person view with the avatar of the person being the point of focus. There are numerous computer controlled creatures and hundreds of other objects in the world.
 

The Realm is a virtual world and a on-line Role Playing Game (RPG) provided by Sierra On-line. The world consist of thousands of playing rooms, which is presented in third persons view. The user may explore the locales of the world and chat with fellows Realmers all over the world.
 

2.5D-based Application
WorldsAway is a in-between dimensional application of 2D and 3D-based application. This application is based on LucasArts' Project called Habitat. The concept is fully modified by Fujitsu, and is currently offering socializing possibilities for thousands of Internet users. The users in the community could interact with each other, and the virtual economy of the world. WorldsAway allows the users to join group games and many other activities.
 

· 3D-based Application
Active Worlds is the first 3D environment in the Internet. It has a huge area of cityscapes and 300,000 registered citizens and tourists. Interactions between people in the Active Worlds is done through text chat. Building new establishments are done by direct manipulation of components and stacking them together like Lego. 
 

Blaxxun interactive has already opened doors to the VRML (Virtual Reality Modelling Language) club in Cyberspace. The users could build their world and avatars with VRML and connect it to the vast and expanding labyrinth of Blaxxun's world. Communications between users could be done through text chat or voice conferencing.
 

 

 

 

 

 

