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Open-source projects have
* | " been quite common with
’ 3D virtual platforms in
recent years.

There are several
platforms with core group$
of loyal supporters but no
single platform has
prevailed in the market.

In our benchmark we

@ accounted 8 open-source
, based virtual platform

@ ( projects, whereas there
were 31 proprietary
platforms.

! Bosch-Sijtsema, P. & Sivunen, A. (in review) Pasfienal virtual worlds supporting computer-mediatechmunication, collaborati-
on and training in geographically distributed cotge [EEE Transactions on Professional Communicatio
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Figure 1. Changes after the first version of tejgart..
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Figure 2. Client types of the virtual environmeini®ur benchmark

Application that needs to b
installed on the computer and often
requires administrative rights

1%

An add-on that in mos
cases requires administrative rights to
install

Application that requires
installation but not necessarily
administrative rights

A specific java applet is
required to be installed, but usually
doesn't require administrative rights

An add-on for
the browser that requires no
administrative rights

Application to mobile device
that gives access to virtual environment
or virtual community.

One codebase, multiple code
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Certain virtual
environments
incorporate social
networking tools and
many of them have the
option to add other
participants as friends.

This integration of
communication and
social network tools
provide quick access tg
other participants for
conversation.
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Glossary

Avatar

Communication tools

In-world

Networking tools

Productivity tools

Virtual environment

Virtual platform

A presentation of the user in the virtual enviromtme
which in our benchmark is required to be in three-
dimensional form.

Tools in the platform that can include voice and te
based chat services that allow communication betwee
the avatars in the environment.

An action taking place or an object residing witttie 3D
virtual environment.

Features included in the environment that assestsus
find other participants and form linkages and gsobp-
tween the participants.

Technical solutions that ease the presentatiotiffefeint
material through the environment. These solutions i
clude, but are not limited to: document and videzspn-
tation screens, whiteboards, file sharing systemthe
integration of these solutions to existing toolssale the
platform.

The sum of the different aspects that form the Biual
representation of the environment, such as visualial
and emotional based factors.

The technical software solutions that runs theusirenvi-
ronment.
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Virtual environments not included in this benchmark due to our criteria
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