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Introduction: Astrobiology is a world-wide en-

deavor. Advances in collaborative technologies have 

made remote participation in astrobiology meetings 

possible. AbGradCon used a 3d virual world (Second 

Life) and an online meeting tool (Adobe Connect) to 

extend the reach of the meeting to the world. The tech-

nical details of the AbGradCon 2008 mixed-reality 

meeting will be discussed here. 

 

Science Talk Simulcast: One of the goals when 

setting up connectivity to the Second Life virtual 

venue from the in-person meeting space was to elimi-

nate any distractions and interferences that would de-

tract from the experience of in-person participants.  In 

order to achieve this goal, the connectivity to Second 

Life would have to be achieved without requiring par-

ticipants to perform any tasks they wouldn’t normally 

perform in a meeting without a virtual component such 

as logging into a virtual world or running their slides 

outside of PowerPoint.  

 

Participants sent all presentations to the conference 

organizers in advance using a web-based uploading 

tool. This allowed the preloading of slides into Second 

Life. Second Life does not natively accept PowerPoint 

presentations, so each presentation had to be exported 

to a series of png image files then imported. During the 

talks a Second Life avatar with permission to modify 

the content on the presentation screen would change 

the image displayed in sync with the local presentation. 

Local presenters projected their presentations using 

PowerPoint. 

 

 

 
Figure 1. The Second Life AbGradCon Amphithea-

ter. 

 

Another goal when setting up connectivity to Sec-

ond Life was to make the experience for Second Life 

participants comparable to being at the in-person con-

ference. In order to achieve this, audio and video qual-

ity would have to be at a level that would not distract 

from the experience. Slides would need to be at a high 

enough resolution to be readable. Particular attention 

was paid to the audio so that Second life participants 

could clearly hear both the speaker and audience 

comments. Audio and video were streamed into Sec-

ond Life using Quicktime Broadcaster and a Quicktime 

Streaming Server. (See Figure 2). Audio from a Poly-

com HDX system with two microphones was con-

nected to the broadcasting computer’s line input. The 

Polycom HDX microphones feature 360-degree 

pickup, automatic gain control and noise cancellation. 

Video from cameras was connected to the broadcast 

computer using firewire. Quicktime Broadcaster sent 

the audio and video information to the Quicktime 

Streaming Server. The video screen in the second life 

venue was then set to connect users to the Quicktime 

Streaming Server when they entered the venue. 

 

 
Figure 2. Audio and Video Connectivity to Second 

Life 

 

Poster Session: As with the Science talks, confer-

ence participants uploaded their posters in advance of 

the meeting. These posters were converted to PNG 

images and loaded onto poster boards in Second Life.  

Video and audio from the in-person poster session 

were broadcast using Quicktime Broadcaster and 

Quicktime Streaming Server into Second Life. Hand-

held microphones were used at the poster session to 

allow for movement around the poster session venue.  
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Figure 3. The photo on the left shows students in 

Seattle pointing to Second Life. The image on the right 

is a snapshot taken in Second Life, showing avatars 

and the overhead JumboTron with with real time video 

of students in Seattle. 
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