An Excellent Addition to Your Library!

Released: July 2011

Virtual Worlds and Metaverse Platforms: New
Communication and ldentity Paradigms

Nelson Zagalo (University of Minho, Portugal), Leonel Morgado (Univer-
el =ity sity of Tras-os-Montes e Alto Douro, Quinta de Prados, Portugal) and Ana
Boa-Ventura (The University of Texas at Austin, USA)

.
Vl I'tUEI I w0r| d 5 and While metaverse platforms are no longer a novel topic, they still pose challenges for the adaption of conventional
Met ave rse Platfu rms research methodologies and communication practices.

Mew Communication and Identity Paradigms
Virtual Worlds and Metaverse Platforms: New Communication and Identity Paradigms presents foundational

research, models, case studies and research results that researchers and scholars can port to their own environ-
ments to evolve their own research processes and studies. The chapters cover scenarios of intellectual disciplines
and technological endeavors in which metaverse platforms are currently being used and will be used, including:
computation, human-computer interaction, design, media and communication, anthropology, sociology, psychology,
education, philosophy, theology, arts, and aesthetics.

Topics Covered:

* Affective Responses ¢ Entertainment and Playing
* Collaboration * Simulation and Substitution
* Communication Design * Technology and Arts
* Digital Identity ¢ User-Created Content
Helsan Tagabs, Losnel Mosgads & Ana Boa-Vanturs * Educational Objects  Virtual Space and Digital Representation

ISBN: 9781609608545; © 2012; 423 pp.
Print: US $195.00 | Perpetual: US $295.00 | Print + Perpetual: US $390.00

Market: This premier publication is essential for all academic and research library reference collections.
It is a crucial tool for academicians, researchers, and practitioners and is ideal for classroom use.

Nelson Zagalo is an Assistant Professor at the University of Minho (UM). He got his PhD in Communication Technology from the University of Aveiro about new interaction
paradigms in virtual environments. He is a member of the board of directors of the Master of Technology and Digital Art at UM and of the Center for Communication and
Society Studies. He co-chairs the research group EngagelLab at Computer Graphics Center and chairs the Portuguese Society of Videogame Sciences. He has more than forty
peet-reviewed publications in the fields of film, videogames, interactive storytelling, and emotion and has chaired the Digital Games 2008 — National Research Conference; the
SLACTIONS 2009 International Conference: Life, imagination, and work using metaverse platforms; and the ICIDS2009 - 2nd International Conference on Interactive Digital

Storytelling. Nelson is the author of the book “Interactive Emotions, from Film to Videogames” (2009).

Publishing Academic Excellence
T— at the Pace of Technology Since 1988

www.igi-global.com




Section 1: The World Arises: Creating Content

Chapter 1
User-Driven Content Creation in Second Life: A Source of Innovation?
Jensen Sisse Siggaard (Roskilde University, Denmark)

Chapter 2

Procedural Virtual Worlds

Rodrigues Nuno (Polytechnic Institute of Leiria, Portugal)

Magalhies Luis (University of Tras-os-Montes e Alto Douro, Portugal)
Moura Jodo Paulo (University of Tras-os-Montes e Alto Douro, Portugal)
Chalmers Alan (University of Warwick, United Kingdom)

Santos Filipe (Polytechnic Institute of Leitia, Portugal)

Morgado Leonel (University of Tras-os-Montes e Alto Douro, Portugal)

Chapter 3
Collective Building Projects in Second 1ife:
Liboriussen Bjarke (Copenhagen Business School, Denmark)

Chapter 4
The Art and Flux of Telepathy 2.0 in Second 1ife
Drinkall Jacquelene (University of New South Wales, Australia)

Section 2: Our Immersion: Entering the Metaverse

Chapter 5

The 3-D Innovation Sphere:

Tobies Katrin (University of Leipzig, Germany)
Maisch Bettina (University of St.Gallen, Switzerland)

Chapter 6
What's Real?
Aas Benjamin Gregor (University of Amsterdam, The Netherlands)

Chapter 7

Verbal and Non-1Verbal Communication in Second 1 ife
Pita Sara (Universidade de Aveiro, Portugal)
Pedro Luis (Universidade de Aveiro, Portugal)

Chapter 8
Viirtnal Worlds and Reception Studies:
Reinhard CarrieLynn D. (Roskilde University, Denmark)

Section 3: Society Development: People, not Person

Chapter 9

Students’ Perceptions About Delivery of Game-Based Learning for Virtual Patients in Second Life
Toro-Troconis M. (Impetial College London, UK)

Roberts N. J. Imperial College London, UK)

Smith S. E (Imperial College London, UK)

Partridge M. R. (Imperial College London, UK)

Chapter 10

Virtual Learning Communities of Practice in Metaverse

Moretti Gaia (Libera Universita Maria Ss. Assunta, Italy)
Schlemmer Eliane (Universidade do Vale dos Rios dos Sinos, Brazil)

Chapter 11
Technological Minimalism vs. Second Iife:
Mattar Joao (Universidade Anhembi Morumbi, Brasil)

Section 4: Built for Fun: Playing in the Metaverse

Chapter 12
The Players’ Dimension:
Nitsche Michael (Georgia Institute of Technology, USA)

Chapter 13
Structures of Agency in Virtnal Worlds:
Falcio Thiago (Federal University of Bahia, Brazil)

Chapter 14
Is there a Virtual Socialization by Acting Virtual Identities?
Lorentz Pascaline (University of Strasbourg, France)

Chapter 15

The Epistemological Character of Puzzles in the Metaverse

Petry Luis Carlos (Pontificia Universidade Catdlica de Sio, Brazil)

Tonéis Cristiano Natal (Faculdades Metropolitanas Unidas de Sio Paulo, Brazil)

Section 5: Sustenance: Virtual Health Care

Chapter 16
Viirtual Simulations and the Second Life Metaverse:
Parsons Thomas D. (University of Southern California, USA)

Chapter 17
Virtnal Worlds and Health:
Holloway David (Metaverse Journal, Australia)

Chapter 18
Viirtual Worlds and Bebavioral Change:
Boa-Ventura Ana (University of Texas at Austin, USA)

Section 6: Life Happens: Religion, Morality, & Ethics

Chapter 19

Finding Liquid Salvation:

Grieve Gregory Price (University of North Carolina at Greensboro, USA)
Heston Kevin (Wake Forest University, USA)

Chapter 20

Second Life, Second Morality?

Gabriels Katleen (Vrije Universiteit Brussel, Belgium)
Bauwens Joke (Vrije Universiteit Brussel, Belgium)
Verstrynge Karl (Vrije Universiteit Brussel, Belgium)

Chapter 21
Virtnal World Professionals and the Interloper Effect in 3D Virtual Worlds
McArthur Victoria (York University, Canada)

Chapter 22

One Self to Rule Them All:

Rosas Omar V. (University of Twente, The Netherlands & University of Namur, Belgium)
Dhen Grégory (Catholic University of Louvain, Belgium)




Name:

Order Your Copy Today!

Organization:

[J Enclosed is check payable to IGI Global in
US Dollars, drawn on a US-based bank

Address:

[ credit card [ Mastercard [ Vvisa L1 Am. Express

City, State, Zip:

Country:

3 or 4 Digit Security Code:

Name on Card:

Tel:

Account #:

Fax:

Expiration Date:

E-mail:




