
coming of age in second life
Coming of Age in Second Life: Exploring Growth and Identity in a Virtual World

coming of age in second life is a unique experience that blends digital exploration with
personal development. For many users, Second Life is more than just an online platform; it
is a vibrant, immersive environment where individuals experiment with identity, form
meaningful relationships, and navigate the complexities of growing up in a virtual space.
This digital coming of age journey reflects not only the evolution of avatars but also the
transformation of real-world self-awareness and social understanding.

What Does Coming of Age in Second Life Really
Mean?

Coming of age traditionally refers to the transition from childhood to adulthood, marked
by increased responsibility and self-awareness. In the context of Second Life, this concept
expands beyond age to encompass personal growth, social learning, and identity
exploration within a dynamic, user-generated universe. The “coming of age” process here
involves developing digital literacy, mastering social interactions, and discovering one’s
place in a sprawling virtual community.

Identity Exploration and Avatar Development

One of the most fascinating aspects of coming of age in Second Life is the ability to
experiment with identity. The platform allows users to create avatars that can look
completely different from their real-world selves. This offers a safe space to explore
gender, style, personality traits, and social roles. Many users find this freedom
empowering as it helps them understand their own preferences and self-image outside
traditional societal constraints.

As users mature in Second Life, their avatars often evolve to reflect newfound confidence,
creativity, or social status. This development parallels real-life growth, where self-
expression becomes more sophisticated and intentional. The ability to customize
everything from appearance to behavior encourages deeper self-reflection and personal
storytelling.

Building Social Skills in a Virtual Society

Second Life’s community is vast and diverse, providing fertile ground for social interaction
and friendship-building. Coming of age in this space means learning how to communicate
effectively, resolve conflicts, and collaborate on shared projects. Users often join groups,
attend virtual events, or participate in role-playing scenarios that mimic real-life social
structures.



For many, these experiences enhance empathy and cultural understanding because
interactions cross geographical and cultural boundaries. The virtual environment can
serve as a rehearsal space for real-world social situations, helping users gain confidence
and emotional intelligence.

The Role of Education and Skill Development

Second Life is not just about socializing; it’s also a platform for learning and professional
growth. Coming of age in Second Life often includes acquiring new skills and knowledge
that can translate into real-world benefits.

Virtual Education and Workshops

Numerous educational institutions and organizations use Second Life to offer workshops,
lectures, and training sessions. Users coming of age in this virtual realm have access to
resources that encourage intellectual curiosity and skill acquisition. Whether it’s learning
a new language, practicing public speaking, or exploring digital design, the platform
supports diverse learning paths.

Entrepreneurship and Virtual Economy

Second Life’s thriving virtual economy provides opportunities for users to engage in
entrepreneurship. Coming of age here can mean understanding business fundamentals
like marketing, customer service, and financial management within the digital
marketplace. Many users start virtual stores, sell custom content, or offer services,
gaining real-world business insights in a low-risk environment.

Challenges of Growing Up in a Virtual World

While the benefits of coming of age in Second Life are significant, it’s important to
recognize the challenges that accompany this journey. Navigating identity, relationships,
and responsibilities in a digital space comes with its own set of complexities.

Balancing Virtual and Real-Life Identities

For some, the boundary between avatar and real-life identity can blur, leading to
confusion or emotional strain. It’s crucial to maintain a healthy balance, ensuring that
virtual experiences enhance rather than replace genuine real-world connections and
responsibilities.



Managing Privacy and Online Safety

Coming of age in an open virtual platform requires awareness of privacy and safety issues.
Users must learn to protect personal information, recognize scams, and deal with online
harassment. Developing digital resilience is an essential part of growing up in Second Life.

Tips for a Meaningful Coming of Age Experience
in Second Life

Whether you’re new to Second Life or have been part of the community for a while,
approaching your virtual coming of age with intention can enrich your experience. Here
are some tips to consider:

Explore Your Identity Thoughtfully: Use avatar customization to experiment with
different aspects of yourself, but stay grounded in your values and well-being.

Engage Actively with the Community: Join groups that reflect your interests,
attend events, and foster genuine connections.

Invest in Learning: Take advantage of educational opportunities and virtual
workshops to develop new skills.

Practice Digital Etiquette: Respect others, communicate clearly, and navigate
conflicts with maturity.

Set Boundaries: Balance your time between Second Life and real life to maintain
mental and emotional health.

Stay Informed About Safety: Protect your privacy and be cautious about your
interactions to avoid potential risks.

The Impact of Coming of Age in Second Life on
Real Life

The lessons learned and experiences gained through coming of age in Second Life often
extend far beyond the screen. Users report enhanced self-confidence, improved
communication skills, and a broader worldview thanks to their virtual interactions. For
many, the platform acts as a sandbox where they can safely navigate challenges and
develop resilience, which translates into more effective real-world problem-solving and
relationship-building.

Moreover, the entrepreneurial and creative opportunities in Second Life can inspire real-



life career paths in technology, design, marketing, and education. This bridge between
virtual experiences and tangible outcomes underscores the growing significance of digital
worlds in personal growth.

---

Coming of age in Second Life is a multifaceted journey that intertwines identity,
community, education, and self-discovery. As this virtual world continues to evolve, so too
does the potential for meaningful growth within it. Whether you’re stepping into the
platform for the first time or reflecting on years of involvement, embracing the process
with curiosity and mindfulness can unlock profound insights into who you are—both online
and offline.

Frequently Asked Questions

What does 'coming of age in Second Life' mean?
In Second Life, 'coming of age' refers to reaching the age of 18 within the virtual world,
which grants users access to adult content and certain areas restricted to minors.

How does the coming of age process work in Second
Life?
Users must verify their age by providing valid identification or through other verification
methods to unlock adult-rated content and experiences once they turn 18 in Second Life.

Why is coming of age important in Second Life?
Coming of age is important because it ensures compliance with legal regulations
regarding adult content and helps maintain a safe environment by restricting mature
content to appropriate users.

Can underage users access adult content in Second
Life?
No, underage users are restricted from accessing adult content and areas in Second Life
until they verify their age and officially come of age within the platform.

Are there special events or experiences related to
coming of age in Second Life?
Yes, some users and communities in Second Life host coming of age celebrations, parties,
or role-playing events to mark the milestone of reaching adulthood within the virtual
world.



How does coming of age in Second Life impact user
identity and social interactions?
Coming of age often symbolizes a transition to greater freedom and maturity in Second
Life, allowing users to explore more complex social interactions, relationships, and
creative expression within adult-rated experiences.

Additional Resources
Coming of Age in Second Life: Navigating Digital Maturation in a Virtual World

coming of age in second life represents a unique cultural and psychological
phenomenon that intersects with the broader dynamics of identity formation in digital
spaces. As one of the earliest and most enduring virtual worlds, Second Life offers users
an immersive environment where they can explore, experiment, and ultimately mature
within a constructed reality. This article delves into what coming of age in Second Life
entails, examining how the platform facilitates personal growth, social interaction, and the
challenges that accompany virtual maturation.

Understanding Coming of Age in Second Life

Coming of age traditionally refers to the transition from childhood into adulthood, marked
by significant psychological, emotional, and social milestones. In Second Life, this process
takes on new dimensions, as users navigate identity, community, and responsibility within
an entirely digital ecosystem. Unlike conventional coming-of-age experiences grounded in
physical reality, Second Life’s malleable environment allows for exploration of self beyond
biological and social constraints.

Second Life launched in 2003 and quickly became a hub for social interaction, creative
expression, and economic activity. Users—often referred to as "residents"—create avatars
and engage in a variety of activities ranging from casual socializing to complex role-
playing and entrepreneurship. For many, the platform serves as a social laboratory where
the boundaries of identity and maturity can be tested and refined.

The Role of Avatars in Digital Identity Formation

Avatars in Second Life are more than mere digital representations; they act as extensions
of the self. Choosing an avatar’s appearance, gender, and mannerisms allows users to
experiment with facets of identity that may be restricted or unexplored in their offline
lives. This fluidity plays a critical role in coming of age within the virtual world, enabling
users to confront personal insecurities, develop confidence, and understand social
dynamics.

The process of avatar customization can be seen as a metaphor for adolescence—an
experimental phase where individuals try on different personas before settling into a more



coherent sense of self. As users mature within Second Life, their avatar choices often
reflect their evolving self-perceptions and social roles.

Social Interaction and Community Building

Social relationships are central to maturation, and Second Life provides a fertile ground
for forming diverse connections. Residents join groups, attend virtual events, and
collaborate on projects, fostering a sense of belonging and accountability. Coming of age
in Second Life is deeply intertwined with these social experiences, where users learn
interpersonal skills, conflict resolution, and community engagement in a semi-anonymous
setting.

Interestingly, the social architecture of Second Life also introduces unique challenges. The
anonymity and lack of physical cues can sometimes lead to misunderstandings or toxic
interactions, requiring users to develop digital literacy and emotional resilience. These
experiences contribute to a nuanced understanding of social responsibility—a key aspect
of adulthood.

Educational and Psychological Dimensions

Beyond socialization, Second Life has been employed as an educational tool, offering
virtual classrooms, simulations, and workshops. For younger users or those new to the
platform, the process of coming of age can involve mastering not only social norms but
also technical skills such as navigation, scripting, and content creation.

Psychologically, the immersive nature of Second Life can facilitate self-reflection and
therapeutic exploration. Researchers have noted that virtual environments provide safe
spaces for users to confront identity issues, practice decision-making, and build self-
efficacy. However, there is also concern about the potential for escapism or blurred
boundaries between virtual and real-life identities, which can complicate the maturation
process.

Economic Participation as a Marker of Maturity

Second Life’s robust economy, driven by its virtual currency Linden Dollars, offers a
unique context for understanding coming of age through economic participation. Many
residents engage in buying, selling, and entrepreneurship, which cultivate practical skills
related to finance, negotiation, and responsibility.

For some, managing virtual businesses or property signifies a rite of passage, reflecting
autonomy and competence. The ability to generate income and contribute meaningfully to
the virtual community echoes real-world adult responsibilities, reinforcing the maturation
narrative within Second Life.



Challenges and Complexities of Coming of Age in
a Virtual World

While Second Life provides a rich platform for personal growth, it also presents complex
challenges. One notable issue is the potential dissonance between virtual and actual
identities. Users may find themselves grappling with how their online persona aligns or
conflicts with their offline self, leading to identity confusion or social isolation.

Additionally, the open nature of Second Life exposes users to risks such as cyberbullying,
exploitation, or addictive behaviors. These factors necessitate a cautious approach to
navigating the virtual coming-of-age journey, emphasizing the need for community
support, moderation, and digital literacy education.

Moreover, the demographic diversity of Second Life users means that coming of age is not
a monolithic experience; cultural, socioeconomic, and personal variables significantly
influence how maturation unfolds within the platform.

Comparative Perspectives: Second Life versus Other
Virtual Worlds

When compared to contemporary virtual environments like Fortnite, Roblox, or VRChat,
Second Life remains distinctive in its emphasis on user-generated content, economic
depth, and adult-oriented social interactions. While platforms like Roblox target younger
demographics with gamified experiences, Second Life caters to a more mature audience
seeking immersive social and creative opportunities.

This difference shapes the nature of coming of age within these spaces. Second Life’s
relatively unstructured and open-ended environment demands greater self-regulation and
initiative from its users, potentially accelerating certain aspects of digital maturity.

Looking Ahead: The Future of Digital Maturation

As virtual and augmented reality technologies evolve, the concept of coming of age in
digital worlds like Second Life will become increasingly relevant. The skills, relationships,
and identities forged in these spaces are likely to influence users’ real-world trajectories,
blurring the boundaries between offline and online maturation.

Second Life’s enduring presence offers valuable insights into how virtual environments
can support or complicate the transition to adulthood. Understanding these dynamics is
crucial for educators, psychologists, and digital platform developers aiming to foster
healthy development in an increasingly interconnected world.

In sum, coming of age in Second Life encapsulates a multifaceted process of identity
exploration, social learning, and economic participation within a virtual milieu. As digital
natives continue to navigate these parallel realities, the lessons gleaned from Second



Life’s virtual coming-of-age narratives will inform broader conversations about the future
of human development in the digital age.

Coming Of Age In Second Life

  coming of age in second life: Coming of Age in Second Life Tom Boellstorff, 2015-08-25
Millions of people around the world today spend portions of their lives in online virtual worlds.
Second Life is one of the largest of these virtual worlds. The residents of Second Life create
communities, buy property and build homes, go to concerts, meet in bars, attend weddings and
religious services, buy and sell virtual goods and services, find friendship, fall in love--the
possibilities are endless, and all encountered through a computer screen. At the time of its initial
publication in 2008, Coming of Age in Second Life was the first book of anthropology to examine this
thriving alternate universe. Tom Boellstorff conducted more than two years of fieldwork in Second
Life, living among and observing its residents in exactly the same way anthropologists traditionally
have done to learn about cultures and social groups in the so-called real world. He conducted his
research as the avatar Tom Bukowski, and applied the rigorous methods of anthropology to study
many facets of this new frontier of human life, including issues of gender, race, sex, money, conflict
and antisocial behavior, the construction of place and time, and the interplay of self and group.
Coming of Age in Second Life shows how virtual worlds can change ideas about identity and society.
Bringing anthropology into territory never before studied, this book demonstrates that in some ways
humans have always been virtual, and that virtual worlds in all their rich complexity build upon a
human capacity for culture that is as old as humanity itself. Now with a new preface in which the
author places his book in light of the most recent transformations in online culture, Coming of Age in
Second Life remains the classic ethnography of virtual worlds.
  coming of age in second life: Women and Second Life Dianna Baldwin, Julie Achterberg,
2013-04-30 This collection of new essays explores issues of identity, work and play in the virtual
world of Second Life (SL). Fourteen women discuss their experiences. Topics include teaching in
Second Life, becoming an SL journalist, and using SL as a means to bring human rights to health
care; exploring issues of identity and gender such as performing the role of digital geisha, playing
with gender crossing, or determining how identity is formed virtually; examining how race is
perceived; and investigating creativity such as poetry writing or quilting. The text is unique in that it
represents only women and their experiences in a world that is most often viewed as a man's world.
  coming of age in second life: Male Idols and Branding in Chinese Luxury Amanda Sikarskie,
Lan Lan, Peng Liu, 2022-12-29 Challenging the Western view of idols as objects of worship, this
book explores the role that male idols play in fashion and cosmetics brand marketing in mainland
China, Hong Kong, and Macau; including the role of the female gaze. It examines idols in the more
modern, pan-Asian sense of the word - as objects of social devotion, worshipped by the adoring
masses and, in China and Korea, as objects of social and moral uplift. The contemporary idol wields
great power - the power to influence taste, and to sell - and Male Idols and Branding in Chinese
Luxury focuses on their ability to arouse the consumer appetite to buy. In China, popular culture
idols play a vital role in the luxury fashion and cosmetics industries as brand ambassadors and this
volume fills a critical gap in the English-language literature on this key element of the marketing
industry, bringing together authors from the United States and China, and featuring case studies on
idols Wang Yibo and Xiao Zhan. Through considering the subtleties of branding and marketing in
China, Korea, and Japan, and the relationship of Chinese idols to fans and consumers in other Asian
countries, the authors delve into brand-idol collaborations, particularly through lenses of brand
image and toxic fan culture.
  coming of age in second life: Architectural Agents Annabel Jane Wharton, 2015-02-15

https://www.americancontractorsorganization.org/archive-th-164/coming-of-age-in-second-life.pdf


Buildings are not benign; rather, they commonly manipulate and abuse their human users.
Architectural Agents makes the case that buildings act in the world independently of their makers,
patrons, owners, or occupants. And often they act badly. Treating buildings as bodies, Annabel Jane
Wharton writes biographies of symptomatic structures in order to diagnose their pathologies. The
violence of some sites is rooted in historical trauma; the unhealthy spatial behaviors of other spaces
stem from political and economic ruthlessness. The places examined range from the Cloisters
Museum in New York City and the Palestine Archaeological Museum (renamed the Rockefeller
Museum) in Jerusalem to the grand Hostal de los Reyes Católicos in Santiago de Compostela, Spain,
and Las Vegas casino resorts. Recognizing that a study of pathological spaces would not be complete
without an investigation of digital structures, Wharton integrates into her argument an original
consideration of the powerful architectures of video games and immersive worlds. Her work mounts
a persuasive critique of popular phenomenological treatments of architecture. Architectural Agents
advances an alternative theorization of buildings’ agency—one rooted in buildings’ essential
materiality and historical formation—as the basis for her significant intervention in current debates
over the boundaries separating humans, animals, and machines.
  coming of age in second life: Being Ethnographic Raymond Madden, 2017-09-30 Being
Ethnographic is an essential introductory guidebook to the methods and applications of doing
fieldwork in real-world settings. It discusses the future of ethnography, explores how we understand
identity, and sets out the role of technology in a global, networked society. Driven by classic and
anecdotal case studies, Being Ethnographic highlights the challenges introduced by the
ethnographers′ own interests, biases and ideologies and demonstrates the importance of
methodological reflexivity. Addressing both the why and how questions of doing ethnography well,
Madden demonstrates how both theory and practice can work together to produce insights into the
human condition. This fully updated second edition includes: New material on intersubjectivity
Information on digital inscription tools A practical guide to qualitative analysis software New
coverage of cyberethnography and social media Expanded information on ethnographic possibilities
with animals Filled with invaluable advice for applying ethnographic principles in the field, it will
give researchers across social sciences everything they need to walk a mile in someone else’s shoes.
  coming of age in second life: Online Communication and Collaboration Helen Donelan, Karen
Kear, Magnus Ramage, 2012-07-26 Communication and collaboration via the Internet has risen to
great prominence in recent years, especially with the rise of social networking, Web 2.0 and virtual
worlds. Many interesting and worthwhile studies have been conducted on the technology involved
and the way it is used and shaped by its user communities. From some of the more popular coverage
of these interactions, it might be thought that these are new phenomena. However, they draw on a
rich heritage of technologies and interactions. Online communication and collaboration presents a
very timely set of articles that cover a range of different perspectives upon these themes, both
classic and contemporary. It is unusually broad in the range of technologies it considers - many
books on these topics cover only a few forms of collaboration technology - and in considering
well-established technologies as well as recent ones. It blends academic and popular articles to
combine scholarly rigour with readability. The book is divided into eight sections, covering the
foundations of online communication and collaboration, together with current collaboration
technologies such as wikis, instant messaging, virtual worlds and social network sites. These modern
communication tools are considered in terms of their interactions but also looking back at lessons to
be learnt from their technological 'ancestors'. The book also contains an extended case study of
online collaboration, taking open-source software as its example. Online communication and
collaboration will be of relevance in a wide range of higher education courses in fields related to soft
computing, information systems, cultural and media studies, and communications theory.
  coming of age in second life: Ethnographic Methods Karen O'Reilly, 2012-03-12 This
best-selling book, designed for researchers embarking on their first ethnographic project, has been
substantially revised and updated, with lots of exercises and advice to guide the embodied and
creative ‘practice’ of ethnography. New additions include cyber-ethnography, sensual, visual and



mobile ethnographies, and ‘field walking’.
  coming of age in second life: Second Life, Media, and the Other Society Phylis Johnson,
2010 This book examines the convergence of media in the largest residential virtual community to
date in the gaming world: Second Life. This user content-driven platform has brought media makers
and audiences together in interactive environments where news, entertainment, and art have
become programming for virtual media networks with implications for traditional mainstream
programming and distribution. New media moguls are emerging from Second Life and expanding to
the larger Metaverse. This book explores media's role in reporting and reflecting the social, political,
and economic issues within Second Life and beyond, and includes more than a dozen interviews of
active Second Life residents.
  coming of age in second life: The Routledge Companion to Imaginary Worlds Mark Wolf,
2017-09-27 This companion provides a definitive and cutting-edge guide to the study of imaginary
and virtual worlds across a range of media, including literature, television, film, and games. From
the Star Trek universe, Thomas More’s classic Utopia, and J. R. R. Tolkien’s Arda, to elaborate,
user-created game worlds like Minecraft, contributors present interdisciplinary perspectives on
authorship, world structure/design, and narrative. The Routledge Companion to Imaginary Worlds
offers new approaches to imaginary worlds as an art form and cultural phenomenon, explorations of
the technical and creative dimensions of world-building, and studies of specific worlds and
worldbuilders.
  coming of age in second life: Utopia and a Garden Party , 2020-04-14 This volume was first
published by Inter-Disciplinary Press in 2012. A collection of papers presented at the 2nd Global
Conference on Experiential Learning in Virtual Worlds, held in Prague, Czech Republic. Presenters
discussed their research on the impact of utilizing virtual worlds for educational purposes.
Presenters also discussed the influence virtual worlds have on concepts such as identity, learning
and interaction.
  coming of age in second life: Encyclopedia of Cyber Warfare Paul J. Springer, 2025-01-09
This volume offers a concise overview of cyber warfare, providing historical context and an
examination of its rapid development into a potent technological weapon of the 21st century.
Ready-reference entries profile key individuals, organizations, technologies, and cyberattack events.
Readers will also discover a curated selection of relevant primary source documents with insightful
analyses. A chronology, cross references at the end of each entry, and a guide to related topics help
readers discover and navigate content and form a more robust conceptual framework of the subject.
Entry-specific further readings and an end-of-volume bibliography point readers toward additional
resources and serve as a gateway to further learning. This second edition features more than 30 new
entries, including coverage of recent high-profile events such as cyberattacks during the COVID-19
pandemic and the Russo-Ukrainian War. Other new entries examine the development and potential
cybersecurity impacts of artificial intelligence, cryptocurrency, ransomware, and other emerging
technologies. The documents section includes 7 new primary sources, offering perspectives from the
U.S. government, European Union, People's Republic of China, and others. Updates to entries, the
chronology, further readings, and the end-of-volume bibliography capture the significant
developments of this ever-evolving topic. This new volume continues the expert scholarship of the
first edition of Encyclopedia of Cyber Warfare, which was named a Top Ten Reference by Booklist in
2018.
  coming of age in second life: Cultural Anthropology Jack David Eller, 2016-01-08 Cultural
Anthropology: Global Forces, Local Lives presents all the key areas of cultural anthropology as well
as providing original and nuanced coverage of current and cutting-edge topics. An exceptionally
clear and readable introduction, it helps students understand the application of anthropological
concepts to the contemporary world and everyday life. Thorough treatment is given throughout the
text to issues such as globalization, colonialism, ethnicity, nationalism, neoliberalism, and the state.
Changes for the third edition include a brand new chapter on medical anthropology and an updated
range of cases studies with a fresh thematic focus on China. The book contains a number of features



to support student learning, including: A wealth of color images Definitions of key terms and further
reading suggestions in the margins Summaries at the end of every chapter An extensive glossary,
bibliography and index.
  coming of age in second life: Halos and Avatars Craig Detweiler, 2010-01-25 Craig
Detweiler's collection of up-to-the-minute essays on video games' theological themes (and yes, they
do exist!) is an engaging and provocative book for gamers, parents, pastors, media scholars, and
theologians--virtually anyone who has dared to consider the ramifications of modern society's
obsession with video games and online media. Together, these essays take on an exploding genre in
popular culture and interpret it through a refreshing and enlightening philosophical lens.
  coming of age in second life: Complex Societal Dynamics Katalin Martinás, Dario Matika,
Armano Srbljinović, 2010 Security Challenges and Opportunities. This book contains 20 papers
drawn from presentations and discussions at the NATO Advanced Research Workshop on Complex
Societal Dynamics Security Challenges and Opportunities, held in Zagreb, Croatia in December
2009. The theory of complex systems views
  coming of age in second life: 99 Jumpstarts to Research Peggy Whitley, Susan Williams
Goodwin, Catherine C. Olson, 2010-08-16 This book provides research assistance for 99 current and
provocative issues students can use to write a brief argumentative paper. In 2030, it is projected
that 65 percent of the population will be over 65. The U.S. Government Census Bureau reveals that
over an adult's working life, college graduates typically earn close to $1 million more than high
school graduates. About 43 percent of American families spend more than they earn each year.
These three factoids represent a tiny fraction of the potential research subjects contained in 99
Jumpstarts to Research: Topic Guides for Finding Information on Current Issues, Second Edition, a
completely revised follow-up to the original edition. Every jumpstart—each focused upon a current,
timely issue—contains ideas for narrowing the topic, research keywords, suggested best books and
databases, and Internet sites. This book supports both faculty and students in identifying compelling
topics, effectively evaluating and selecting resources in today's information-overload world, and
deriving enjoyment from the research and writing process.
  coming of age in second life: New Opportunities for Artistic Practice in Virtual Worlds
Doyle, Denise, 2015-06-26 Although virtual worlds continue to grow in popularity, a substantial
amount of research is needed to determine best practices in virtual spaces. The artistic community is
one field where virtual worlds can be utilized to the greatest effect. New Opportunities for Artistic
Practice in Virtual Worlds provides a coherent account of artistic practices in virtual worlds and
considers the contribution the Second Life platform has made in a historical, theoretical, and critical
context within the fields of art and technology. This volume is intended for both artists and scholars
in the areas of digital art, art and technology, media arts history, virtual worlds, and games studies,
as well as a broader academic audience who are interested in the philosophical implications of
virtual spaces.
  coming of age in second life: Fashion Forward , 2020-05-18
  coming of age in second life: Infinite Possibility B. Joseph Pine, Kim C. Korn, 2011-08-01
Discover how to provide experiences for your customers that combine the real with the virtual.
Joseph Pine and Jim Gilmore’s classic The Experience Economy identified a seismic shift in the
business world: to set yourself apart from your competition, you need to stage
experiences—memorable events that engage people in inherently personal ways. But as consumers
increasingly experience the world through their digital gadgets, companies still only scratch the
surface of technology-infused experiences. So Pine and coauthor Kim Korn show you how to create
new value for your customers with offerings that fuse the real and the virtual. Think of the Xbox
Kinect, which combines virtual video games with a powerful physical dimension—you play by moving
your own body; new apps that, when you point your smartphone camera at a real street, overlay
digital information about the scene onto the image; and virtual dashboards that track the real world,
moment by moment. Digital technology offers limitless opportunities—you really can create anything
you want—but real-world experiences have a richness that virtual ones do not. So how can you use



the best of both? How do you make sense of such infinite possibility? What kinds of experiences can
you create? Which ones should you offer? Pine and Korn provide a profound new tool geared to
exploring and exploiting the digital frontier. They delineate eight different realms of experience
encompassing various aspects of Reality and Virtuality and, using scores of examples, show how
innovative companies operate within and across each realm to create extraordinary customer value.
Follow them out onto the digital frontier to discover the opportunities that abound for your business.
“This book will inspire out-of-the-box thinking for anyone looking to do it differently or better.
Infinite Possibility is a must-read and a great vision for technology intersecting with our five senses
to create experiences consumers will want.” —Gary Shapiro, President and CEO, Consumer
Electronics Association “Pine and Korn take you on an amazing journey from Reality to Virtuality
and stop at all the best corners along the way. Infinite Possibility provides an extremely robust
framework to help you grasp the concepts and gives practical guidance on how any organization can
make it happen right now.” —Chris Parker, Senior Vice President and CIO, LeasePlan Corporation
  coming of age in second life: Fred Forest's Utopia Michael F. Leruth, 2017-09-08 “France's
most famous unknown artist,” the innovative media provocateur Fred Forest, precursor of Eduardo
Kac, Jodi, the Yes Men, RT Mark, and the Guerilla Girls. The innovative French media artist and
prankster-provocateur Fred Forest first gained notoriety in 1972 when he inserted a small blank
space in Le Monde, called it 150 cm2 of Newspaper (150 cm2 de papier journal), and invited readers
to fill in the space with their own work and mail their efforts to him. In 1977, he satirized
speculation in both the art and real estate markets by offering the first parcel of officially registered
“artistic square meters” of undeveloped rural land for sale at an art auction. Although praised by
leading media theorists—Vilém Flusser lauded Forest as “the artist who pokes holes in
media”—Forest's work has been largely ignored by the canon-making authorities. Forest calls
himself “France's most famous unknown artist.” In this book, Michael Leruth offers the first
book-length consideration of this iconoclastic artist, examining Forest's work from the 1960s to the
present. Leruth shows that Forest chooses alternative platforms (newspapers, mock commercial
ventures, video-based interactive social interventions, media hacks and hybrids, and, more recently,
the Internet) that are outside the exclusive precincts of the art world. A fierce critic of the French
contemporary art establishment, Forest famously sued the Centre Pompidou in 1994 over its opaque
acquisition practices. After making foundational contributions to Sociological Art in the 1970s and
the Aesthetics of Communication in the 1980s, the pioneering Forest saw the Internet as another
way for artists to bypass the art establishment in the 1990s. Arguing that there is a strong utopian
quality in Forest's work, Leruth sees this utopianism not as naive or conventional but as a reverse
utopianism: rather than envisioning an impossible ideal, Forest reenvisions and probes the
quasi-utopia of our media-augented everyday reality. The interface is the symbolic threshold to be
crossed with an open mind.
  coming of age in second life: Social Virtual Worlds and Their Places Merrill L. Johnson,
2022-06-11 This book provides a foundational look at social virtual worlds from the geographer’s
perspective. How can the geographer’s craft be applied to social virtual worlds? This question is
addressed through careful analysis of what social virtual worlds are, how interest in these worlds
has waxed and waned during the twenty-first century, and the meaning of their concocted spaces.
Examining one of the key features of the social virtual world, the avatar, the book focuses on its
user's motivations and identity choices. The book draws on the geographical understanding of place
to examine where avatars live, work, and roam, and describes how virtual-world places resemble
and diverge from actual-world places. A mixed-methods survey conducted in Second Life adds
additional breadth to the discussion, whilst a series of vignettes gives extra life to the subject
matter. This original exploration of the content and meaning of social virtual worlds is an essential
resource for geographers, and for anyone interested in the virtual world experience.
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