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Virtual World is not a new idea. Recently, emergidgvelopment of
networking and grid/cloud computing technology daedhkthe deployment of many
3D virtual world systems. Among them, Second lnf# only provides social and
business services; but also leaves large roomdesigners and developers. Second
Life has become a new platform for realize creaiileas.

This tutorial will firstly introduce the conceptsétechnologies behind cloud
computing and virtual world. Second Life historydecurrent status will be presented.
Next, we will discuss the Second Life system openatand Grid structure. A Second
Life compatible private virtual world, OpenSimulstavill also be introduced. The
third part, the main theme of this tutorial - apation development, is followed.
Second Life application development involves seveasks, including: 3D content
creating; Linden Script Language (LSL) programmingmmunication between in-
world and web; ... etc. The syntax of LSL and intéicmm among in-world objects
will be illustrated by examples.

Outline
An overview of Virtual World and Cloud Computing

- Basic concepts of Virtual World and Cloud
+ From Grid to Cloud

- Second Life History

« Second Life Introduction

Second Life Environment:

« Second Life System Operation
- Second Life Grid Architecture
« Private world with OpenSimulator

Second Life Development:

- 3D content creating

- LSL (Linden Script Language) syntax, data structure

« Communication between in-world and out-world
Previousworksin Second Life:
http://slurl.com/secondlife/Jelloab/204/31/32
http://slurl.conmy/secondlife/ Sveet%20Reach/171/35/106

Online Game and Animation Techniques (Taped clesseptation)




http: //www.youtube.com/watch?v=ziCqQVHToCMk& feature= PlayList& p= 72D5503F
3F997FDA& index=0&playnext=1
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Title of Proposed Tutorial:

Second Lifein the Cloud: Environment and Development

Proposed by: Hsing Mei

Duration: Full Day

Abstract:

Virtual World is not a new idea. Recently, emergidgvelopment of
networking and grid/cloud computing technology dedhthe deployment of many
3D virtual world systems. Among them, Second lnf# only provides social and
business services; but also leaves large roomddsigners and developers. Second
Life has become a new platform for realize creaiileas.

This tutorial will firstly introduce the conceptactechnologies behind cloud
computing and virtual world. Second Life historydacurrent status will be presented.
Next, we will discuss the Second Life system openatand Grid structure. A Second
Life compatible private virtual world, OpenSimulatwill also be introduced. The
third part, the main theme of this tutorial - apation development, is followed.
Second Life application development involves sev@sks, including: 3D content
creating; Linden Script Language (LSL) programmicgmnmunication between in-
world and web; ... etc. The syntax of LSL and intican among in-world objects

will be illustrated by examples.

Outline
An overview of Virtual World and Cloud Computing
- Basic concepts of Virtual World and Cloud
« From Grid to Cloud
« Second Life History
« Second Life Introduction
Second Life Environment:
« Second Life System Operation
« Second Life Grid Architecture
« Private world with OpenSimulator

Second Life Development:



- 3D content creating
« LSL (Linden Script Language) syntax, data structure

« Communication between in-world and out-world

Target Audience:

Everyone interested in learning the basics of #ne8d Life development.

Audience Prerequisites:
Knowledge of networking, programming experiencpriferred.

No prior knowledge of virtual world is necessary.

Presenter

Hsing Mei is an associate professor in the departnoé computer science and
information engineering at Fu Jen Catholic Univigrsivhere he has been working on
Web technologies, Virtual World, and Brain Informecat He is also a visiting
professor at Inter-University Institute of Macaorfr 1999 to 2005. He received his
M.S. and Ph.D. in computer science and enginedrorg the University of Texas at
Arlington. His research interest includes web cotimg,) mobile wireless software,
virtual world, and brain informatics. He co-authbithe bookEngineering Wireless-
Based Software Systems and Applications (Artech House, 2006), and published more
than 60 technical papers. He started buildinghisgcenvironment in Second Life
since 2006 (aka Dr Mensing @ Weco Land). Tdméne game and animation

techniques course he taught has been focused on Seconddvfdapment since 2007.

Previousworksin Second Life:

http://slurl.convsecondlife/Jelloab/204/31/32

http://slurl.convsecondlife/ Sveet%20Reach/171/35/106

Online Game and Animation Techniques (Taped clesseptation)

http: //www.youtube.com/watch?v=ziCQVHToCMk& feature= PlayL ist& p=72D5503F
3F997FDA& index=0& playnext=1




