Second life
Deuxieme vie
1. Introduction
Personally, I have created an account on second life, and I have joined a community, and created my avatar (virtual character), firstly there are lots of steps to take before you can get it started, unlike other social community sites like facebook or hatebook(, or others, but it looks pretty cool, until I arrived to the email confirmation. When I have confirmed my subscription I've gotten my next step which is the download part. I should download and install the second life client, no problem for that except that the download file is 35 MB. IT WILL TAKE FOR EVER. Especially with my 12Kb/s connection. I don’t have the time to do such downloading; I'd rather waste my time on something else, like my studying(. It should be simpler. Or at least the download should be lighter. I didn't even think to do the downloading. And I think a lot of people will have the same reaction. So I have done a research on http://www.wikipedia.com and come up with these notes.
2. From WIKIPEDIA
Second Life (abbreviated as SL) is an Internet-based virtual world launched in 2003, developed by Linden Research, Inc (commonly referred to as Linden Lab), which came to international attention via mainstream news media in late 2006 and early 2007. A downloadable client program called the Second Life Viewer enables its users, called "Residents", to interact with each other through motional avatars, providing an advanced level of a social network service combined with general aspects of a metaverse. Residents can explore, meet other Residents, socialize, participate in individual and group activities, and create and trade items (virtual property) and services with one another.

Second Life is one of several virtual worlds that have been inspired by the cyberpunk literary movement, and particularly by Neal Stephenson's novel Snow Crash. The stated goal of Linden Lab is to create a world like the Metaverse described by Stephenson, a user-defined world in which people can interact, play, do business, and otherwise communicate. Second Life's virtual currency is the Linden Dollar (Linden, or L$) and is exchangeable for real world currencies in a resident to resident marketplace facilitated by Linden Lab. There is no fee for registering an account or participating in Second Life, however registration of "payment information" (i.e. a credit card) is mandatory in order to participate in some functions, such as owning land or islands, as well as to access certain support features such as Second Life's support portal and online forums.

While Second Life is sometimes referred to as a game, this description does not fit the standard definition. It does not have points, scores, winners or losers, levels, an end-strategy, or most of the other characteristics of games. However, there are a variety of games which have been created within the Second Life environment.

At the end of March 2008, approximately 13 million accounts were registered, although a large percentage of these are inactive, some Residents have multiple accounts, and there are no reliable figures for actual long term consistent usage. In January 2008, residents spent 28,274,505 hours there, so on average about 38,000 residents were logged on at any particular moment. Despite its prominence, Second Life has notable competitors, including IMVU, There, Active Worlds, Kaneva, and the erotic-oriented Red Light Center.

In 2008 Second Life was honored at the 59th Annual Technology & Engineering Emmy Awards for advancing the development of online sites with user generated content. Philip Rosedale, President of Linden Lab, accepted the award.

Residents and avatars

Appearance and identity

Residents are the users of Second Life, and their appearance is their avatar (often abbreviated to av, avi or ava). The basic avatar is human in appearance, but may be of either gender, have a wide range of physical attributes, and may be clothed or otherwise customized to produce a wide variety of humanoid and other forms.

Avatars may be creative or can be made to resemble the person whom they represent. A single person may have multiple accounts, and thus appear to be multiple Residents (a person's multiple accounts are referred to as alts). However, the use of additional accounts requires the Resident to register them and pay a small fee, although after May 2006, there is no verification process preventing users from creating multiple "first" accounts using false information. Avatars can be designed to match or copy the appearances of real-world users, thus avatars can very much resemble the person who creates it. Avatars can also be modified to make a person taller, more attractive, or more muscular. Second Life provides residents the creative capacity to design his/her virtual-world person. A single Resident's appearance in Second Life can vary dramatically at will, as avatars are easily modified.

While in-world appearance may bear no resemblance to the player's real-world looks, a player's identity is generally less anonymous in Second Life than in other virtual worlds. Any avatar and any object in the world can establish whether or not real payment info is on file for his or her avatar,  although they cannot access any personal details from this payment information (This was implemented to provide age verification and also to enable users to distinguish between established paid-for accounts and free alts which can be thrown away at any moment). Some in-world services also require the resident to disclose his or her real name or other personal data to different source, although this is voluntary and hence the resident can choose not to use the services which require such disclosures.

A resident's creations are likewise far less anonymous in this virtual world. The Linden servers register your avatar as the content creator of the design. Thus, anything one creates hold explicit virtual copyright notices Linden also provides the flexibility to enable the creator of in-world creations to allow any recipient of them to modify, copy, or transfer the creation. A creator can allow any or none of those privileges to be extended to their fellow users.

Chat

Within Second Life, there are two main methods of text-based communication: local chat, and global "instant messaging" (known as IM). Chatting is used for public localized conversations between two or more avatars, and can be heard (seen messages) within 20 m. Objects can also use the chat channels. Chatting usually takes place on the "open chat channel" (channel 0) although there are billions of other channels available. A scripted listening device is needed to hear traffic on the other channels. Avatars and objects can also 'shout' and 'whisper' (audible within 100 m and 10 m respectively). IM is used for private conversations, either between two avatars, or among the members of a group, or even between objects and avatars. Unlike chatting, IM communication does not depend on the participants being within a certain distance of each other. As of version 1.18.1.2, voice chat, both local and IM, is also available on the main grid and teen grid using technology licensed by Vivox, a provider of similar services to other MMO worlds. Only avatars can use voice chat.

Avatars and objects can send and receive email as well, although this functionality is rather limited and not widely used. Instant Messages roll over to an avatar's "real life" email when he or she is logged off (if the avatar has opted into this service and has provided a valid email address.)

There are some external websites that allow Residents to locate each other from outside of the virtual world, and SLurl.com allows external links through the Second Life World Map to locations in-world.

Motion

The most basic method of moving around is by foot (also running and jumping). To travel more rapidly, avatars can also fly up to about 170 m above the terrain (meaning 270 m if ground level is 100 m, 180 m if ground level is set to 10 m) without requiring any special equipment, and with scripted attachments there is currently no limit to how high an avatar can fly (although once past 300,000 meters or so, the rendering of the avatar mesh starts to be affected, and above around 1 million meters the avatar simply isn't rendered). Unassisted flight speed seems to be about 26 mph or 34 kph.

Avatars can also ride in vehicles; many vehicles are available—there is a basic go-kart contained in the object library and there are many Resident-made vehicles available freely and for purchase including helicopters, submarines and hot-air balloons. Airborne vehicles can fly up to 4096 m high (the maximum altitude allowed for any object).

There is now a large and growing market for vehicles in Second Life; particularly for cars. Most are developed as transport or for status, but there is also a small group of residents who build their cars to race. This has led to the creation of tracks like the Mooz Speedway and MyControl Speedway.

For instantaneous travel, avatars can teleport (commonly abbreviated to "TP") directly to a specific location. An avatar can create a personal landmark (often called an LM) at their current location, and then teleport back to that location at any time, or give a copy of the landmark to another avatar. There's also a map window that allows direct teleportation anywhere.

Input methods

Basic input methods

Second Life's input methods for motion and manipulation use the same basic principles of most computer games and 3D creation software. Movement input method is split into two groups. In Third Person Perspective view movement is controlled by the arrow keys, up arrow moves the avatar forward, down arrow backwards, Left and right arrows turn the AV in the corresponding directions. Manipulation is controlled by the mouse. In the mouselook view, movement will be controlled by the W, A, S and D characters on the keyboard, the only exception to the first input method being that the A and D characters are used for strafing either left or right since turning is controlled by the mouse. This input method is favored by people who favor combat simulation allowing for a more 'First Person Shooter' experience within Second Life. Both input methods use the Page Up (Pgup) key to fly or jump and Page Down (PgDn) to crouch or land (also accessible through a stop flying button on the User Interface.

Advanced input methods

Second Life's latest clients allow for joystick support, allowing control of an avatar using your joystick. In April 2008, the Logitech franchise 3Dconnexion launched their latest innovation, the "Space Navigator". This input method allows control of avatars in new ways across all three dimensions as well as controls to manipulate items using the "Build Engine", allowing for a more fluid manipulation of objects and movement.

Economy and real estate

Second Life has its own economy and a currency referred to as Linden Dollars (L$). Residents regularly create new goods and services, and buy and sell them in the Second Life virtual world. There are also currency exchanges where Residents can exchange real world currencies for L$. Though the exchange rate fluctuates, as of February 2007 it is reasonably stable at around L$ 266 to one US dollar. These exchanges are open markets, except that Linden Lab sometimes changes in world Linden Dollar "sinks" or sells Linden dollars to attempt to keep the exchange rate relatively stable. A small percentage of Residents derive net incomes from this economy, ranging from a few hundred to several thousand US$ per month, while a larger percentage derive a gross income large enough to offset most of their expenditures in L$. The currency has become the subject of concern in economic circles in regard to possible taxation. 
Premium members can own land (up to 512 m² without additional fees). Owning larger areas of land incurs an additional fee (which Linden Lab calls "Land Use Fee", but most users refer to as "Tier", because it is charged in tiers) ranging from US$5 a month up to US$195 a month for "an entire region", but in reality it is actually charged for owning up to 65536 m² regardless of how many regions this land is based in. This pricing refers to "mainland", i.e., land that is on an Estate owned by Linden Lab. There are also Private Estates, see below. Some residents own more than 65536 m² of mainland, for which they pay $97.50 per month for each additional 32768 m² increment. Linden Lab used to sell land at a reduced rate to new Residents in small 512 m² lots (e.g., 16 by 32 meters) through its First Land program, but this program ended on 20 February 2007 as the land was often being quickly resold at a profit rather than kept by the Resident. It also sells 16 acre (65536 m²) regions. Once a Resident buys land he or she may resell it freely and use it for any purpose within the Second Life Terms of Service, provided that it is not used for a Mature purpose in a PG (Parental Guidance) sim.

There is a separate type of land known as Private Estate, consisting of one or more Private Islands or Regions, which has a completely separate set of regulations and pricing. The initial purchase of each private region can only be made by one Resident and not jointly by a group of Residents, and that Resident is termed the Estate Owner. The Owner may in turn appoint Estate or Region Managers, which may even be a Resident without a Premium Account. Individual regions may be joined together into a single Estate to ease the process of land management. Land purchased in Private Estates actually remains in the ownership of the Estate Owner as far as Linden Lab is concerned and so they will not involve themselves in disputes between Estate Owners and other Residents. This means, for example, that an Estate Owner can take back land that has been paid for and Linden Lab will not arbitrate in the dispute. As Linden lab only acknowledges the Estate Owner as a land owner, no other Resident pays Linden Lab for the use of land on a Private Estate, although the Owner will usually charge a Land Use Fee. As a consequence, land may be owned by a Resident without a Premium Account and without impacting on the tier level of their Linden Lab Land Use Fee. Each Private Region costs US$1000 to purchase, followed by US$295 maintenance fee for each subsequent month. Users can also bid on pieces of land, known as 'parcels'. These auctions take place in many different locations and at varying times. All a user has to do is scroll through the various parcels which are listed for sale, choose the appropriate one and commence bidding. As with a conventional auction, the highest bid wins. If a user is successful, their credit card will have the necessary funds deducted subsequent to the sale of the parcel, and will also be automatically charged an appropriately increased Land Use Fee. 
Creation and copyright

One of the distinguishing characteristics of Second Life is that the Residents, not Linden Lab, create most of the content of the world. The Resident avatars are one example of such user-generated content.

There is a 3D modeling tool in Second Life that allows any Resident with the right skills to build virtual objects: buildings, landscape, vehicles, furniture, and machines to use, trade, or sell. This is a primary source of activity in the economy. Any Resident can also make gestures from small animations and sounds from the standard library. Outside Second Life, Residents can use various graphics, animation, and sound tools to create more elaborate objects, and upload them into the world.

Second Life also includes a scripting language called Linden Scripting Language, or LSL. LSL is used to add autonomous behavior to many of the objects in Second Life, such as doors that open when approached. Residents are able to script their creation themselves. LSL has been used to create relatively advanced systems, such as the artificial life experiment on the island of Svarga, where a complete ecology runs autonomously (including clouds, rain, sunshine, bees, birds, trees and flowers). When objects are created (or instantiated) in-world and then transferred to the Resident's computer, they are said to rez—a reference to the Disney movie Tron. The slang "rez" also appears in the LSL language, where the command to create an object is llRezObject().

Once the creation is in the world of Second Life, the system makes efforts to help protect the exclusive rights of the content creator. A Resident who creates an object and the Resident that owns an object may retain certain rights, rather like copyright in the real world. The creator can mark an object as "no copy," which means that no copies of it may be made by others, "no mod," which means that others may not modify the object's characteristics, and "no trans," which means that the current owner may not give the object to another. The SL client chooses the copy restrictions "no copy, no mod, yes trans" for every newly created object and then allows the creator to override that choice. 
These rights and restrictions exist in world only by courtesy and law. The servers keep an explicit copyright notice together with every object, identifying the content creator who designed the object. The SL client then refuses to copy, modify, give away, or resell the object unless the creator has included those digital rights in the copyright notice. Linden Lab has said that the Second Life terms of service and the controversial US DMCA law may discourage unfair use of client programs such as CopyBot
Arts and creativity

The virtual creations from the metaverse are disclosed in real life by initiatives such as Fabjectory (statuettes and Secondlife-Art.com (oil paintings). The modeling tools from Second Life allow the artists also to create new forms of art, that in many ways are not possible in real life due to physical constraints or high associated costs. The virtual arts are visible in over 2050 "museums" (according to SL's own search engine). 

Live music performances take place in Second Life, in the sense that vocal and instrumental music by Second Life Residents can be provided from their homes and studios. This is input, via microphones, instruments or other audio sources, into computer audio interfaces and streamed live to audio servers. Similar to webcast radio, the audio stream from the live performance can be received in Second Life for the enjoyment of other Residents. This started with performances by Astrin Few in May 2004 and began to gain popularity mid 2005. For example the UK band Passenger performed on the Menorca Island in mid-2006. Another UK band, Redzone, toured in Second Life in February 2007. Linden Lab added an Event Category "Live Music" in March 2006 to accommodate the increasing number of scheduled events.

By the beginning of 2008, scheduled live music performance events in Second Life spanned every musical genre, and included hundreds of live musicians and DJs who perform on a regular basis. A typical day in Second Life will feature dozens of live music performances.

Live theater is is also being presented in Second Life. The SL Shakespeare Company will be performing Hamlet live at the end of 2008. The first scene of Hamlet was produced as a kind of trailer in February, 2008.

In 2008 the UK act Redzone announced they would release their new live album only via Second Life

Businesses and organizations in Second Life

A combination of Linden Lab granting Second Life Residents the copyright over their content, and legal trading of the in-world currency "Linden Dollars" (L$) has encouraged the creation of solely in-world businesses, the creation of legally registered companies that were previously solely in-world, and the in-world participation of previously unrelated companies and organizations.
In world groups

Second Life has a number of active groups who collaborate inside the metaverse and who keep in touch using the group system tools. To join a group, click the "Find" button and search under "Groups" for "Education" 

Real Life Education in Second Life -- find colleagues and collaborators to help you with your education work in Second Life. Anyone may join; contact group owner Pathfinder Linden inworld if you have any questions. 

Second Life Grad Student Colony -- for support in research, dissertation writing and promoting collaboration among researchers/student researchers, Limited to students pursuing advanced degrees. Contact group owner naiad - bbovard at nmsu.edu 

Second Life Research -- To help ensure ethical treatment of subjects and to promote collaboration. Limited to academics pursuing IRB-authorized research projects covered under SL's Terms of Service and research ethics policy 

K-12 Educators -- A group created specifically for K-12 educators and interested others, focusing on collaboration and communication of events in Second Life that are useful to support teaching and learning. Membership is open. Contact group owner Kathy Dryburgh (SL)/Kathy Schrock (RL) for more information. 

Community Colleges in Second Life--A group for Community College educators focused on support, research and discussion of challenges unique to the community college environment. Open membership. Contact group owner Pipsqueak Fiddlesticks (SL)/Denise Cote (RL) for more information. 

Other In World Groups -- Visit this page for more details on other in-world groups. These may be based on geography (national or regional) or subject-interests. 

3. Conclusion
The site has a great idea, but they should make it lighter and simpler, and I think I will do the download and sign up then.

4. Reference
http://en.wikipedia.org/wiki/Second_Life
http://www.simteach.com/wiki/index.php?title=Second_Life_Education_Wiki
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