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Introduction

• Second Life (SL) is a multi-user virtual 

environment (muve)

• By 2011, four out of five people who use 

the Internet will participate in SL

– (Gartner Research)

2007
• 120 institutions listed in the wiki. 

• 65 had meaningful activity

– Of those, 2/3 were in an early exploration 

phase

• roughly 20 institutions had a serious 

presence in SL
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What we did last summer
Next?

• SLENZ project?
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• Our group

– Massey University, Auckland

– AUT University, Auckland

– Unitec, Auckland

– Eastern Institute of Technology, Hawke’s Bay

– Southern Institute of Technology, Invercargill

– Bay of Plenty Polytechnic, Tauranga

– Whitireia Community Polytechnic, Porirua

• Our theme
– Second Life may be a good environment within which 

to teach how software projects are run. 

• University of Ohio Role-Playing Game for 

Software Engineers (RPG-SE)

– a 3-D Multiplayer Online Software 

Engineering Process game based on the 

SimSE game (a 2-D single player game) from 

UC Irvine 

• University of Ohio Groupthink game

– a software specification game developed at 

M.I.T. 

http://vital.cs.ohiou.edu/vitalwiki/index.php/Image:Groupthink_001.png

