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Vue in the News





• Development & Alumni 
• Information Services

– IT User Services
– Library and Collections

• School of Informatics 
– Commercialisation Unit
– Edinburgh-Stanford Link
– AIAI
– HCRC/ICCS

• School of Education
– MSc in e-Learning
– Higher & Community Education
– Child Development

• Management School
• School of Arts, Culture & Environment

• Coming Soon
– Disability Office
– Geosciences
– School of Medicine
– Divinity
– Informatics Forum InSpace

UoE Departments in Vue





Vue Uses of Virtual Worlds
• Now

– Awareness, Recruitment & Promotional Activities
– e-Learning and Social Networking Course Support
– Distance Learning
– Continuing Professional Development
– Innovative Assessment Practices
– PhD Research Projects using Simulations
– Collaboration
– Links from Real to Virtual Meeting Spaces & Teleconferences
– Alumni Networking
– Courses:

• MSc in Entrepreneurship – Business Building
• MSc in Design & Digital Media
• MSc in e-Learning
• Management School Courses

• Coming Soon 
– Live Event Streaming into Virtual Worlds
– 3D View onto Historical Materials, Arts and Museum Style Access
– Further MSc and other courses, Field Trips
– Communication for Autism
– Disability awareness
– Arts Informatica & InSpace Link





































Meet & Chat



Shopping



Shopping



Entertainment



Clubs & Dancing



Sports



Locations



Locations



Corporates
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Education



Special Events



Collaboration



Tutorials



Seminars – RL       SL



Telepresence – RLN SL



Video & Audio Streaming



Projects



Guided Tours & Tutorials





• Gartner group sees 80% virtual world penetration by 2011.

• Tech consultancy Gartner, whose “Hype Cycle” has been used to gauge Second 
Life adoption, thinks that 80 percent of active Internet users will be in non-
gaming virtual worlds like Second Life by the end of 2011 — a huge increase 
from current levels.

• “By the end of 2011, 80 percent of active Internet users (and Fortune 500 
enterprises) will have a ’second life,’ but not necessarily in Second Life,” the 
company said in April 2007.

• According to Nielsen/NetRatings, there were about 330 million active Internet 
home users in March, 2007.

• “There is significant probability that, over time, market pressures 
will lead to a merging of current virtual worlds into a smaller 
number of open-sourced environments that support the free 
transfer of assets and avatars from one to another with the use 
of a single, universal client,” the company added.

• http://secondlife.reuters.com/stories/2007/04/25/gartner-sees-80-virtual-world-penetration-by-2011/



3D Views onto the Internet

Social Networking

Content Creation

Instant Messaging

Intelligent Agents

Semantic Web

Web Services

Community Knowledge

VoIP

Teleconferencing

Collaborative Systems
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