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An application of 3D virtual interactive community platfo ~ ~ rm

Abstract

The platform of 3D virtual interactive community(Second Life) had been a wide
range use.lt can be built in the scenario simulation , role -playing , practice drills,
distance education , language learning , conferences exhibitions and presentations
speeches ; in commercial applications can be built company brand, a global call
center , tele global conferences, exhibitions navigation and machine -made video
production , etc.,The recent news , " the new darling of corporate training _3D virtual
game " (http://www.ctitv.com.tw/news_video c15v147120. html), it’s use the such
software to be produced.

Since graduating students of my department must participate in the YODEX
Exhibition each year , so I teach my students the knowledge of Second Life and
construction skills to build the virtual YODEX exhibition in Second Life , in addition
to synchronous extension and expansion of the exhibition and extend participation in
the crowd , and the ability for students to have the best team , the strongest
international capabilities , the ability to practice the most familiar , most active
innovation, globalization, Second Life experience through global cultural and moral
character , to achieve the purpose of the five characteristics of the school nurture
talent .

Overall , Second Life is not different with the real world , in addition to simulate all
the real life , you can spend less costs to complete your dream or make a prototype

that to be implemented. This learning is the most method in the future .
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