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Web 2.0
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Web 2.0 examples (then and now)

Personal websites blogs

Britannica Online Wikipedia

DoubleClick Google AdSense

Domain name speculation search engine optimisation
Screen scraping web services

Content management systems WIS

Directories (taxonomy) tagging ("folksonomy")
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Blogs and wikis

Blogging Is easy and
ubiquitous

Wikis are challenging
traditional content
management systems

Encapsulates the original
Intent of the web.
Read/write.

User-generated content

Social networking
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Web 2.0 attitude

“Web 2.0 is an attitude not a technology.
It’'s about enabling and encouraging participation
through open applications and services
By open | mean technically open with appropriate
APIs but also, more importantly, socially open , with
rights granted to use the content in new and exciting
contexts.”

lan Davis http://iandavis.com/blog/2005/07talis-web-20-and-a  ll-that
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Enterprise Mashup Technology
Situational, dynamic, content development

Combines:
RSS feeds
Web services
Rich Ul

ISV
components

Simple
Components

As easy as a
spreadsheet?

Business User
creates the
combination
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Web 2.0 Is understood — so what’'s next?

 What is Web 3.0?

* MMOs and MUVEs
* 3D Internet?

* Web3?

* Web 3.D?

* Virtual Worlds
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Games... A few numbers

69% of American heads of households play computer or video games
In 2005, 25% of gamers were over the age of 50

The average game player age is 33

44% of most frequent game players say they play games online

In 2005, video and computer games sales came in at $7billion
— Slightly down on 2004 — due to new consoles

Source: Entertainment Software Association., “Essential Facts about the Computer and Video
Game Industry, 2006”
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Virtual Worlds - background

Online Games

e.g. Quake, Half-Life, ...

MMORPGs (Massively multiplayer online role-playing games)

e.g. Everquest, Project Entropia, Eve, World of Warcratft, ...

Virtual Worlds - Massively multiplayer (but not role-playing games)
e.g. There.com, Second Life, Big World, ...
* The users generate the content

* Not really a game; no objectives — ‘just’ a platform
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Virtual Worlds

Second Life  nitp:/isecondiife.com)

1,005,000 user accounts and growing fast

400,000 logged on in past 2 months. Usually 8000 concurrently online
Not really a game

A platform for meeting, building, selling, collaborating and exploring.
Active economy

Millions of US$ changes hands between players every month.

Over $400,000 in last 24 hours
Media coverage

BBC, Wired, Economist, Business Week, Observer, Sunday Times,
Guardian, Channel 4, CBS, USA Today, The Register, Forbes, ...
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Buy can business really use this?

—Meetings
—Conferences
—Changing the desktop metaphor

—Engaging with the community
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More possibilities

—Marketing, brand promotion

—Retall

—Hardware / Storage

—Media and entertainment (TV?)

—Modelling (visualisation, simulation, ...)
—Research, including monitoring (and data-mining)
—Education (e-learning, blended learning, ...)
—Conferences

—Community events
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Effect on business

—Travel
—Marketing and brand

—Recruitment

Effect on individual

—Travel
—Social interaction

—Innovative work environment
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What's next?
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