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ABSTRACT

This article will focus on a tool developed by the author called ‘Brainflowing’, which
was created specifically for brainstorming in sessions undertaken in Second Life®.
While this tool is the primary subject under discussion, there is nonetheless a
wish to contextualize the query within a broader look at the workings of a metaverse,
such as Second Life®, in which communication is established and knowledge is
shared. For this purpose a two-way approach has been adopted: viewing the vir-
tual world as a physical space and as a flow of communication. Second Life’s main
characteristics are utilized in the four steps achieved during the design process of
‘Brainflowing”: (1) researching, (2) creating, (3) showing, and (4) selling.
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OVERVIEW

Collaborating with an avatar in a virtual environment gives the user a sense of
presence that enhances his/her ability for group work which focuses on brain-
storming activity. ‘Brainflowing’, created by Gémez-Diago and Mochizuki,
is a brainstorming tool for Second Life®. As well as providing the means of
documenting actual brainstorming in this realm, the tool also transfers the
contents generated to real life.

For the design of ‘Brainflowing’ the author was inspired by the four rules
that Osborn, creator of the term ‘brainstorming’, highlighted as fundamental
to brainstorming activity: (1) criticism is ruled out, (2) freewheeling is wel-
comed, (3) quantity is wanted, and (4) synthesis and improvement are sought
(Osborn 1953: 300-301). Thus, ‘Brainflowing’ is a tool for applying creative
thinking to solve a problem or to generate ideas. Its focal point is a black-
board, where the text written by participants is displayed. By giving utterance
to the knowledge and the thoughts of users, the board works as the specific
context within which avatars interact during the brainstorming session.

Simply explained, ‘Brainflowing’ involves the usage of a three dimensional
object which looks like a physical blackboard and which can be placed at any
desired location in Second Life®. The avatars of the participating individual
can contribute to the ongoing session by placing text files onto this three
dimensional virtual blackboard. This is accomplished through an avatar action
which involves writing their input onto so-called note cards, provided by the
Second Life® interface, and dragging these note cards onto the ‘blackboard” in
front of them. The tool then displays the input written on the note cards, in
the sequence in which they were received.
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Figure 1: ‘Brainflowing’: A tool developed for brainstorming in Second Life® which enables the results to be
transferred to real life.
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The author groups the features of ‘Brainflowing’ into three objectives
which can be achieved through using the tool: (1) to brainstorm fluently, (2)
to manage the flow of communal brainstorming activity, and (3) to transfer
the contents generated to real life.

THE FEATURES OF ‘BRAINFLOWING’
1. Brainstorming fluently

e Avatars can display their ideas directly on the blackboard. The blackboard
allows them to be directly involved in the activity at an equal level and
also provides an easily recognized visual metaphor, which displays the
thoughts of participants.

e This device provides participants with the possibility of conducting brain-
storming anonymously, allowing participants to share what they think
freely, without being concerned about what others might think of their
input. This practice increases the feeling of being a part of an uncensored
exchange of novel perspectives and achieving previously defined, collec-
tive objectives.

e The tool contains the character sets needed to brainstorm in English,
French, German, Italian, Japanese and Spanish. Thus, participants can
write in whichever language that they decide to communicate in.

N

. Managing brainstorming

e The words or sentences provided by the avatars are automatically dis-
played on the board, and the input is adapted according to the space
available, thus avoiding mistakes of interpretation.

e The tool also shows URLs related to the topic under scrutiny.

3. Transferring content to real life

e The text provided by the virtual session can be copied and pasted into any
virtual application outside of the three dimensional world.

e The accumulated text can also be sent to an e-mail address. Thus, the con-
tent obtained can be improved and developed in subsequent communica-
tions which occur outside the metaverse.

After summarizing the main features of ‘Brainflowing’, the author wishes to
introduce some definitions of virtual worlds as well as identify approaches to
studying them.

VIRTUAL WORLDS: DEFINITIONS AND APPROACHES

Virtual worlds are spaces where people from different countries and cultures,
with vastly differentiated objectives, can meet. Schulz identifies three proc-
esses of change made by media that represent several aspects of mediatiza-
tion: (1) extend the natural limits of human communication capacities, (2)
substitute social activities and social institutions, and (3) amalgamate with
various non-media activities in the global social spectrum (Schulz 2004: 98).
According to Schulz, a connection between other media and virtual worlds
can easily be made since three dimensional builder’s worlds are not just a
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singular medium of communication but rather a space within which many
communicative media can be used simultaneously. Furthermore, since these
are environments built by their users, who thus have an active part in their
development, they are used for the pursuit of individual interest, which entails
individual communication with others.

According to Tomeck, we can attain a clearer understanding of Second
Life® as just such a collaborative virtual environment; that is a software
environment that emulates the features of the real world, such as the
concept of space and the representation of the human being through an
embodied avatar, when we look at the world through the vantage point
of communication (Tomeck 2002: 459). These avatars can navigate within
the environment and communicate with one another. Schmeil, Eppler and
Gubler refer to the same characteristics identified by Tomeck when they
define three dimensional collaborative environments as text chat aug-
mented by the concept of space, the fact of being represented as a custom-
ized avatar, and the feeling of being there together with others in a state of
embodiment (Schmeil, Eppler and Gubler 2009: 535). Through such novel
opportunities and means aiding collaborative endeavour it is of no surprise
that the entire concept of the metaverse is acquiring ever more significance —
its usage being applied by different sectors of society towards several
purposes.

‘Conclusions of the work group Metaverse and three dimensional envi-
ronments’ is a summary report which attempts to classify the mainstream
approaches which seem to be prevalent in virtual environments (Gémez-
Diago, Serrano Garcia and Hughes 2009). In this survey eighteen case studies
(represented by slides, videos and articles) were grouped into four categories,
depending on the type of knowledge they generate.

Approaches for studying virtual worlds | Knowledge generated

Theoretical explorations

Identification of main characteristics of virtual worlds
and localization of points of interaction between
these environments and the real world.

Educational/Business experiences Description of principal challenges and difficul-

ties when using Second Life® as instructors and or
students. Exemplification of business and educative
experiences.

Creation of tools

Description of possibilities we have available in this
virtual environment for designing tools, and detec-
tion of the main issues that must be considered for
creating them and examples.

of properties

Exemplification

and applications

Identification of mainstream features of Second Life®,
by linking them with specific applications.

Table 1: ‘Four approaches for studying virtual worlds: Types of knowledge generated by each of them’ based on
Gomez-Diago, Serrano Garcia and Hughes (2009).
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In order to attain a deeper understanding on how Second Life® works, the
author of this article adopted a perspective that embraced the four approaches
cited. By considering Second Life® as a physical space and as a flow of com-
munication, this text explains the steps achieved in the creation process of
‘Brainflowing’.

SECOND LIFE®: PHYSICAL SPACE AND FLOW OF COMMUNICATION

‘Understanding Second Life® as an extension of ourselves through the iden-
tification of five characteristics of this virtual environment’ (Gémez-Diago
2009a), is an introductory work oriented to visualize the options available in
Second Life®. In this text five features of the virtual environment were identi-
fied as factors that, following the idea of McLuhan (1996: 29), lead us to con-
sider it as an extension of ourselves:

High level of detail in the representation of the things.
Intelligent objects.

Tools for displaying content.

Social environment.

Linked to the real world.

A .

If we focus our attention on the five characteristics cited, we perceive that
there are two ways of understanding Second Life®: as physical space and as
flow of communication.

The four steps involved in the design of ‘Brainflowing” — researching, cre-
ating, showing, and distribution — imply actions that are both related to the
usage of space and to the flow of communication within that space, by using
a number of devices intended to communicate with other avatars. Therefore,
we adopt an approach which consists of explaining the actions completed
to achieve each of the steps cited, and considering whether these are more
related to understanding of this virtual world as a space or as a flow of commu-
nication, or whether both are intertwined.

SECOND LIFE® AS PHYSICAL SPACE

One of the most compelling attributes of Second Life® is that the world allows
its users to build both social relationships and objects. Artists use the virtual
environment as a platform for exhibiting artistic works created in Second Life®
and in real life. As stated by Parmentier and Rolland, Second Life® facilitates
the development of projects, allowing users to integrate new skills for creating
them (Parmentier and Rolland 2009: 10). As a simulation tool, it reduces the

Second Life® as physical space Second Life® as flow of communication

The detail in the representation of the things. Social environment.

Intelligent objects.

Linked to the real world.
Tools for displaying contents.

Table 2: Two perspectives adopted to study Second Life®: Second Life® as a physical space and as flow of

communication.
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cost of setting up a project. For example, it is easier to mount an exhibition
gallery in this virtual world than it is in real life.

The idea of creating a virtual art gallery is important, particularly when consid-
ered in relationship to the contents of this article, since certain correlations with
that of sharing ideas. Beyond artistic endeavours there are also researchers, insti-
tutions, associations or private individuals which use the real life-like attributes of
the virtual environment for simulating situations, interactions and events which
refer to specific situations that can also happen in real life. These types of actions
are intended to teach users appropriate behavioural procedures were the same
situation/event or interaction to occur in real life. This means for the simulation
of real life experiences which Second Life® provides can now be applied to the
following four steps achieved during the creation of ‘brainflowing’.

1. Research

By considering Second Life® as space, the author identified areas through which
information could be obtained and components and tools for designing and cre-
ating could be brought into play. A categorization of resources was undertaken
and this led to a breakdown of available tools previously created by Second Life®
residents, an amalgamation of creative components (such as scripts, textures etc.)
previously created, and a listing of learning environments which would provoke
a novice user of Second Life® into stand-alone building/scripting activity.

A comprehensive database of the locations of all resources available
inside the virtual world was then established through listings of landmarks
and Second Life hyperlinks (SLURLSs), and the corresponding description of
activities and resources to be found at these locations.

Figure 2: Four Second Life® snapshots showing various locations where tutorials, tools, scripts and objects for
novice builders can be freely obtained: ‘Ivory Tower’ (top left), ‘College of Scripting, Music and Science’ (top
right), "Yadni Junkyard Newbie Paradise’ (bottom left), ‘International Schools’ (bottom right).
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Types of places for researching about tools in | Knowledge and resources provided
Second Life®

Display free or non-free tools. Allow us to know what tools exist and to
investigate what their functions are.

Display components for creating objects. Enables us to utilize works done by others
(textures, scripts) and allows us to use it as
resource for documentation.

Oriented to teach how to build. Let us acquire the needed skills for building
and serves as resource to be consulted.

Table 3: "Types of places for researching about tools in Second Life® and types of knowledge provided by each
one of them’.

2. Creating

Building is the option that makes possible the creation of objects in Second
Life®. Boellstorff explains how a user begins to build in this virtual environ-
ment almost intuitively.

A box appears in front of you on the ground. You choose edit and turn
the box into a square ten meters wide, long and tall [...] you open your
inventory and select one of the recently purchased wooden plank tex-
tures, dragging it onto your newly created deck and poles.

(Boellstorff 2008: 15)

Figure 3: Building in education sandbox.
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Figure 4: Creating ‘Brainflowing’ (left), presentation of ‘Brainflowing” at Virtual Worlds Best Practices in
Education Conference, 13 March 2010 (right).
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. Linden Scripting

Language is an event-
oriented programming
language, used in
scripts that give
behaviour to objects
and avatars.

. Scripts are created

through an in-world
editor similar to a
text-file editor and are
placed in an object’s
inventory to create an
effect.

. Rez: thisis an action

that consists of
bringing an object
into Second Life® or
to the action oriented
to create a new
primitive in this virtual
environment through
the building tools.

. Prims or primitives: this

is a basic building block
of Second Life® that
can be manipulated.

All objects are
constructed from them.
The monthly costs to
maintain the properties
or leased land depend
on the number of prims
thataland can contain.

. Sandbox: thisisan

areain Second Life®
where residents

can practice their
construction skills.

The Linden Scripting Language (LSL)!, an object-driven scripting language
that enables specific objects to fulfil specific functions, provides further ease of
use and accessibility. While some of the objects are stand-alone items, others
can be attached to avatars and trigger customized avatar behaviour, includ-
ing individuated body language. While an experienced programmer can code
objects from scratch, less experienced, or even completely script-illiterate indi-
viduals can utilize resources found all over Second Life®, as well as on the
Internet where ready-to-use scripts®* can be found or tutorials on their crea-
tion and usage are given.

During the creative process certain issues need to be taken into account:
Mochizuki, scripter of ‘Brainflowing’, highlights three main requisites for
building: (1) a place for ‘rezzing’ objects, (2) knowing the number of ‘prims™
that are available for usage, and 3) being in touch with other avatars.

The first of these prerequisites can be realized either through renting or
buying virtual land or through the usage of a public sandbox® for building. The
second consideration, involving the prim count, stems from the fact that every
simulator in Second Life® can only hold a finite number of objects. It is thus of
the essence that the builder takes this restriction into account. Textures can be
uploaded into Second Life® from the hard drive of the computer, for a nominal
fee, and can then be mapped onto the constructed objects.

An important consideration when it comes to object creation in Second
Life® is that the creative output can be seen and used by all avatars. Thus
content creators can share permissions, which include the right of the next
owner of the object to modify it. This attribute of enhanced sharing makes the
metaverse a superb environment for collaborative creative work. These avatar
driven collaborative networks, as stated by Schmeil, Eppler and Gubler (2009:
639), will lead to more effective and sustainable knowledge sharing, higher sat-
isfaction, and motivation. They will also produce a more complete recall for all
of the members of the team when compared to purely textual collaboration.

3. Showing

Upon the completion of the creative phase of a project, the sharing-oriented
nature of the metaverse makes it as important to show it, to give it a presence
and to introduce it to possible users. Second Life®, as a space, allows creators
many opportunities to present and advertise their output. Thus, developers
can create posters, as well as three dimensional objects intended to capture
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Figure 5: Presenting 'Brainflowing’ within a spatial context at the Virtual Worlds Best Practices in Education
Conference, 13 March 2010.

the attention of others and to inform them about the usages of the appli-
cations presented. These objects can have note cards® as well as landmarks
for further viewing and information can be embedded into them (information
which will be given to interested avatars if they touch these cards). Therefore,
objects can manifest two levels of communication: one level, of a more per-
suasive nature, through the images and text displayed upon the object; and
another deeper layer of a more informative nature, through the provision of
note cards and the like.

Furthermore special events for content creators and their output will also
come into play during the showing phase of the creative output. For design-
ing the context within which the novel output will be showed, four criteria can
be taken into account: 1) expected number of participants, 2) grouping attend-
ees, 3) a master of ceremonies, 4) methodology applied (Gémez-Diago 2009Db).
This methodology would also need to take into account the spatial configura-
tion since this is as significant in a virtual world as it is in real life: the spatial
configuration provides information about the content of the event surrounding
the product displayed, as well as the methodology used for the presentation.
Thus, as an example, a row of chairs will communicate that the activity under-
taken will be performative or theoretical. Conversely, if a circular table with sev-
eral chairs around it is utilized then the message given to potential participants
is that a discussion will ensue during which opinions and ideas will be shared.

4. Distribution

When aiming to sell a product or service in Second Life®, the first issue which
must be taken into account is that the virtual world operates upon an economic
principle complete with its own currency, the Linden Dollar. The value of the

6. Note card: thisisa
small text file within
Second Life®. Apart
from writing or pasting
text, it is possible
to embed pictures,
landmarks, and even
objects inside them.
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Figure 6: Resident transactions by amount during March 2010 (Second Life® 2010a).
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avatar when he or she
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virtual currency is subject to daily change since the value of the Linden Dollar
is determined by supply and demand on the dedicated LindeX exchange. At
the time of the writing of this article 500 Linden Dollars were equivalent to
£1.17, €1.38 and $1.82. Users can buy Linden Dollars and exchange them for
real life currencies with great ease through the website of the above men-
tioned market exchange.

In order to briefly contextualize how the economy of Second Life® works,
it is of the essence to include data that gives information regarding the type of
transactions made by users and the value of profits received by the residents
who undertake business activities.

Figure 6 shows that most avatars manage to get by with very few Linden
Dollars. Some of the reasons related to this may the plenitude of free items
available, the fact that the majority of products and services are sold at rela-
tively low prices, and a reluctance on the part of a significant percentage of
users to change real life currency into Linden Dollars.

The next graphic shows the worth of the benefits that users obtain in
Second Life® and how these are distributed, according to their value. This data
make us aware of the low profits that most merchants receive for their busi-
ness ventures in the virtual environment, in that most of the users that per-
form business activities ‘in-world” have received just $10 in reward.

Once an introduction on how virtual goods are moved and distributed in
Second Life® has been made, an explanation of some specific details about sell-
ing is also called for. Once an understanding of the three dimensional virtual
world as ‘place” or ‘space’ has been ingrained, an identification of the many
options for selling the products is called for, the most useful of these being a
‘vendor” (to qualify for this a merchant must either be the owner/renter of a
plot of virtual land or must have permission to do so by the owner of the land).
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Figure 7: In-world business profits from October 2009 to March 2010 (Second Life® 2010b).
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8. In-world: this refers
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to the state of being
logged into Second
Life® and also to
anything that takes
place within the virtual
environment.

In the case of ‘Brainflowing’, Mochizuki, the scripter of the tool, set up a
vendor in her own virtual shop, through which prospective customers to the
shop can touch the vendor and obtain its contents in exchange for Linden
Dollars. These Linden Dollars are then automatically transferred to the avatar
account of the merchant. (Of further note: the merchant does not have to be
in-world at the time of the actual transaction taking place.)

SECOND LIFE® AS FLOW OF COMMUNICATION

If asked to find the one unique, all pervasive characteristic of the metaverse it
is perhaps safe to focus upon the factor of sociability. Users from around the
globe can enter Second Life® and other such environments without restric-
tions, establishing and maintaining relationships in a manner similar to real
life. Users can access the world once a week, or for an hour a day, or for many
long consecutive days and hours. Their contacts may or not be there when
they are online but relationships can be maintained through a messaging sys-
tem that enables communications to be received when recipients are next ‘in-
world”® or via e-mail.

It is thus of little surprise that researchers are taking advantage of this ease
of establishing communication, particularly manifest in groups of users com-
ing from vastly disparate geographies and cultures, in order to conduct social
research through interviews, discussion groups, or surveys. Thus, through
applying a triangulation perspective (Gomez-Diago 2010) researchers can
easily obtain data and meanings that may help aid research that is useful to
different sectors of society.

El Kamel and Rigaux-Bricmont (2009) identify three advantages for con-
ducting social research in virtual worlds.

1. Combination of text and graphics generates a different set of dynamics
under which research can be conducted.

2. The pseudo-graphic presence enhances interactivity between subjects,
and between subjects and the researcher. This reduces the disadvantages
of the physical absence in online research and the loss of paralinguistic
elements such as gesture, expressions, body and face.

3. The existence of anonymity (though this is slightly reduced due to the ava-
tar’s ability to integrate aspects of a real or an imagined identity).

Through considering Second Life® as flow of communication, the author is
highly conscious about the many resources and means of establishing and
maintaining communication that this virtual world offers. When considering
the three dimensional virtual world as ‘space’, it has been mentioned that
communicative actions can be undertaken through objects but also between
avatars. The next table shows nine main communicative actions that can be
undertaken when researching, creating, showing or selling in a virtual world.

The nine actions listed on the table are related to the kinds of communi-
cation that can be established with other avatars, by using text or voice or by
sending note cards.

Adding avatars as friends is a mainstream task that must be integrated as a
habit if one desires to take advantage of the social character of a virtual world,
since the establishment of contacts would seem to facilitate learning through
a collaborative approach. Thus, offering friendship means telling somebody
that he or she is part of your world.
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R | Researching

Creating

Showing
Se | Selling

R C S Se

1. | Adding avatars as friends. X X X X
2. | Being involved in groups. X X X X
3. | Writing messages to avatars. X X X X
4. | Writing messages to groups. X X X X
5. | Sending note cards to avatars. X X X X
6. | Sending note cards to groups. X X X X
7. | Call to one avatar by voice. X X X X
8. | Communicating by voice, simultaneously with many avatars. X X X X
9. | Writing in local chat. X X X X

Table 6: Considering Second Life® as flow of communication: nine actions that we can do for researching,
creating, showing and selling in this virtual environment.

Being involved in groups related to common interests (science, education,
music, creation of scripts, and the like) lets users ask fellow group members when
in doubt or upon encountering difficulties whilst embroiled in a specific task.
Further advantages are the sharing of ideas, experiences, things learned, as well as
all manner of diverse information related to the common interests of the group.

One distinctive communicative action that users can perform in Second
Life®, for which there seems to be no viable counterpart in real life, is a fully
private communication channel that can be utilized even amongst crowds.
As an example, individual users participating in a meeting with many avatars
can still communicate with one another, either through private text messages
or through a private voice channel. This privacy in crowds improves commu-
nication flow in situations where users need special help or when they are
simply shy and/or hesitant about sharing their ideas publicly, although they
are happy to do so privately.

As has already been said interpersonal and group communication can
be achieved in Second Life® either by using text or through voice. This com-
municative activity seems to be enhanced by the embodied presence of the
avatar, who plays an important role in personalizing the conversation as well
as providing an increased sense of closeness. Thus, Jin and Bolebruch have
conducted research focused on the estimated influence of the presence of ava-
tars for selling products and have reached the conclusion that spokes-avatars
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employed in brand marketing in three dimensional virtual environments are
perceived as the source of positive promotional messages; this highlights their
credibility as an important endogenous variable in e-commerce and in eco-
nomically-based virtual environments centred on interactive marketing (Jin
and Bolebruch 2010: 6).

Finally, apart from the resources available in Second Life®, it is also
important to bear in mind that all online social media is widely used for
complementing the actions and communication flow that is performed in
this virtual world.

‘BRAINFLOWING’ IN ACTION

In February 2010, a group of trainee teachers from around Europe worked
through an introductory teacher education course online (the course in ques-
tion being the level 3 award in ‘Preparing to Teach in the Lifelong Learning
Sector’ (PTLLS), delivered by Cornwall College) using moodle, Skype, Twitter,
PBWiki and Second Life®. The lead teacher at Cornwall College, Rebecca
Ferriday, and her group used the ‘Brainflowing tool” to discuss and organize
strategies for managing classroom behaviour. The tool really helped the group
to organize their thoughts, then to write a summarizing assignment about the
setting and managing of rules in the classroom.

The members of the GRIPASL (Groupe de Recherche Informel sur le
Potentiel Académique de Second Life), animated by Professor Benny Rigaux-
Bricmont (Université Laval, Quebec City, Canada), are also regularly using
‘Brainflowing’ in their focus groups in Second Life®, researching avatar dynam-
ics and virtual museum visits.

Both leaders and participants of the above-named sessions reported
that ‘Brainflowing’ takes advantage of the characteristics of the virtual envi-
ronment by integrating features which ensure that brainstorming done in a
virtual world is different (improved) to brainstorming done in real life. The
main advantage that the usage of this tool appears to have is that there are
no visible hierarchies amongst the participants in the context of the activity.
In real life physical space, there may be instances where the physical place-
ment of participants (a corner or the centre of the room) may affect the
level of participation. This placement is usually closely linked to the roles
of the participants themselves, as well as the relationships between them
and also their personal traits. In the metaverse the placement of the avatars
seems to lose this significance, since the built-in camera’s zooming capabil-
ity sees to it that more than one viewpoint is available to all participants at
all times.

Furthermore, the person who conducts the activity can introduce elements
that will improve the brainstorming process depending on the objectives and
that are also related to the spatial dimension of Second Life®. For example,
avatars can be asked to be placed in groups and to add ideas related to factors
contained in the topic. Yet another possible enhancement is asking to avatars
to dress in a particular way, depending on the topic proposed.

As previously discussed, ‘Brainflowing’ takes advantage of the many
communication devices available in the metaverse: the most significant and
widely used of these being communication through the textual medium. The
fact that avatars must write their thoughts onto a note card and then drag
these note cards onto the board gives their involvement in the session far
more intimacy. The fact that participants have enough time to deliberate over
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their contribution seems to alleviate the stress factor which such sessions
bring to bear upon participants in a real-life setting.

Another feature that enhances the avatars” experience is the possibility of
anonymity which the metaverse provides: the leader of the session has the
choice to call for a session in which participants have the option to remain
anonymous (that is without a disclosure of the names of the individual avatars
who have contributed their ideas via note cards).

CONCLUSION

This article has attempted to embody a perspective that allows its readers to
identify the salient features of the metaverse following the phases of produc-
tion, distribution and resale of a virtual product, ‘Brainflowing’ — a tool devel-
oped for in-world brainstorming sessions undertaken within the virtual world
of Second Life®. By illustrating the progress of ‘Brainflowing’, from its incep-
tion to its dissemination, the author has explained the actions undertaken
by grouping them into four categories which were drawn in order to meet
the objectives of researching, creating, showing and selling. This has been
undertaken by considering if all of the actions involved in the four-part proc-
ess may be more linked to the use of this novel three dimensional embodied
virtual environment as a space or as a flow of communication. Although these
dimensions are seemingly fused, the author has reframed them for an easy
identification of the disparate elements that this virtual world offers and for a
deeper understanding of how this system works.

Throughout this article a boundary between Second Life® and real life has
been tacitly acknowledged. This distinction is not meant to emphasize a user’s
presence in three dimensional-embodied virtual environments as a distinctly
differentiated ‘other life’. Similar to the subtle differentiation between the spa-
tial and the communicative dimension of the metaverse, this tacitly acknowl-
edged subtle difference between a virtual life and a real life permits the author
to localize and to draw points of intersection between the two dimensions.

Endorsing the view that participation in a virtual world, or within online
spaces, is a mere extension of physical presence, the author posits that research
in these environments should rely on a move to forge new links between the
needs that real life engenders and novel ways of satisfying them through vir-
tual existence. If attention is paid to such a need and its satisfaction, projects
and ideas which take advantage of the features of these environments will
proliferate with oftentimes unexpected outcomes and benefits, both to virtual
existence and its real life origins.

Virtual worlds such as Second Life® are dynamic spaces which are tied to and
which change through the actions that their users carry out within them. This
is the greatest strength of these environments: the capacity which their users
have for freely creating material things such as objects, tools, buildings, as well as
intangible things such as relationships or knowledge. In any creative process, it is
necessary to handle both these tangible and intangible elements — communica-
tion being the nexus which articulates the relationship between them.

The design process of ‘Brainflowing’ (a tool which intends to take advan-
tage of the facilities that Second Life® offers for brainstorming) comprised of
the utilization of many of the resources available in this virtual world. This
article was written with the aim of offering a useful categorization of those
resources, which may serve in motivating and helping others to develop or
complete projects through the usage of virtual worlds.
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