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Linden Lab CEO Philip Rosedale and MacArthur Foundation President Jonathan Fanton meet in Second Life to discuss the role of philanthropy in virtual worlds.  The public event, hosted by USC’s Center on Public Diplomacy and Linden Lab, works to engage Second Life residents in the open discussion.  Audience members have an opportunity to ask questions and provide commentary on how virtual worlds might address today’s most pressing real life issues.  Moderating the event is Connie Yowell, Director of Education at the MacArthur Foundation. 
[BEGIN TRANSCRIPT]
YOWELL: Hello I’m Connie Macfound, otherwise known as Connie Yowell, Director of Education at the John D. and Catherine T. MacArthur Foundation, and I’ll be your moderator today.  If you saw Jonathan’s post today on the MacArthur Foundation spotlight blog, this event marks the first of what we expect to be a year-long series of events in virtual worlds. I’d like to welcome our two partners in hosting this event, Linden Lab and the University of Southern California’s Center on Public Diplomacy at the Annenberg School. Also we’re joined by residents on the Teen Grid in the global kids estate today. 

Today we’ll be hearing a discussion between Philip Rosedale and Jonathan Fanton about the role of philanthropy in virtual worlds. This discussion will be followed by a question-and-answer session where we’ll look forward to hearing from you. Following the event, we are hosting a reception in the courtyard outside the amphitheater where Macfound staff will be to continue the discussion. You’ll also be able to find additional information about MacArthur and some of the work we support on billboards throughout the courtyard. And now I’d like you to all press play where you will also… to press play on your movies to watch a video greeting from Jonathan Fanton.

[JONATHAN FANTON MOVIE]

YOWELL: Thank you, Jonathan. I’ve had the privilege of introducing Jonathan Fanton on many occasions, but for the first time I would like to introduce Jonathan’s avatar. He has been the president of the John D. and Catherine T. MacArthur Foundation since 1999. Under his leadership, the foundation has both tightly focused its grant making on a set of issues critical to both human development and global peace, and he has emboldened the foundation to experiment in new areas, exploring how technology can advance our core work. It is his willingness to explore and take risks that brings us here today. Welcome, Jonathan.

FANTON: Thank you.

YOWELL: As many of you probably already know, Philip is the CEO and co-founder of Linden Lab. Although he needs little introduction, he is the driving force behind Second Life and much of what is happening with virtual worlds today. When we started planning this event, there was little doubt that Jonathon’s partner in this discussion should be Philip. We are extremely grateful that he is joining us today. Welcome, Philip.

ROSEDALE: Thank you.


YOWELL: And now let me turn it over to Jonathan and Philip to begin the discussion.

FANTON: Good morning, Philip.

YOWELL: Good morning, Jonathan.

FANTON: I’m really thrilled to see the turn out. As I look around, I see a community that is ready for a conversation about the meaning of philanthropy, civic engagement, and the public good in virtual worlds. Here’s how the format is going to work: Philip and I will start off talking to each other, asking each other a few questions, and then we’ll take questions from the audience.

So, Philip, my first questions is, for those of us new to Second Life, and that includes me for sure, can you tell us a little bit about the developmental trajectory of Second Life, how did you get started in creating it, what’s it grown into, where do you see it going in the future, and if you will, what surprised you the most, what’s unexpected?

ROSEDALE: Well, the beginning of Second Life was a dream that I know I personally had since I was pretty young and a lot of other people that were out there working with technology had, which was this just wild thought that you ought to be able to use a ton of computers connected together, over the Internet ideally, to simulate a world. And that with sufficient computing power, you should be able to do that pretty well, and just kind of at least start by re-creating a lot of the sort of  physical, 3-dimensional world that we are so familiar with, in a virtual context. 

So that was really the driving force behind my dreams about building Second Life, and I think that when the technology came around to where I thought we could do it well or just barely begin to do it well, which was about 1999, I left Rail Networks where I was working, and started the company, and started trying to work on it. And it’s been a long project; we’re about eight years in now from the time we first started working on the software. 

In terms of surprises, Jonathan, I think that most everything that has happened in Second Life has surprised me, and that was kind of just the idea. We recognized from the beginning that Second Life would only be interesting if it was fundamentally under the control of everybody that was creating it, and if it was in fact created by everyone, by everyone using it, not us as a company. And so we kind of, with the light at the day-to-day crazy and wonderful and strange things happening in-world as proof that we were doing something right, so I think most everything has been a surprise.

FANTON: When you first started Second Life, did the notion of the public good effect any of your design? Do virtual worlds like Second Life help groups get together, discuss issues, and advance collective vision of the public good? Talk to us a little bit about those issues and activities.
ROSEDALE: Well, you know, I think that when we started, I know I, and a lot of us working on the technology, were very focused on the technology of creating a sort of a virtual world. But as we got it working in around 2003, people really started coming into it, we started to see the effect that being in this kind of very, very empowered, enabled, communicative environment had an effect on people. It made them close very rapidly, and it made them work together in certain ways. 

So the idea of how Second Life would be something of a public good I think emerged, along with a lot of other things, as we watched it kind of take form there in 2003, 2004, and then we all became very excited that fundamentally what we were doing was a mission that was something for the good of people, and that as people got into the virtual world, they would be improved by it in a number of ways. So it kind of grew, and I think Mitch Kapor and Pierre Omidyar and some of the investors that came in, came in and continued to get excited as that opportunity of public good became more apparent.

FANTON: One of the issues that MacArthur is interested in exploring is how activities in the virtual world move into the physical world. Have you seen some examples of this, and what should we know about the potential of alliances forming in the virtual world that then migrate into the physical world? That’s part of what brings us here today.
ROSEDALE: You know broadly, Second Life has had a lot of cases from very early on, where people have come together, met each other, and married, to give a non-philanthropical example. People have met each other in Second Life, formed businesses together, and then taken those relationships into the real world because they were able to form such an effective working relationship or a bond in Second Life. I think that businesses… people have taken business ideas say, clothing ideas or product ideas, and we’ve seen the very earliest stages of people starting to bring those into the real world. 

So there’s no question in my mind that Second Life can lower the barrier to early interaction and exploration between people, and that that lowering of barriers, combined with the fact that Second Life is pretty realistic, you know, as compared to the real world, means that things will start in it and then come to the real world. So we’ve broadly always believed that to be true. I guess what we’re talking about here today is how that might apply to philanthropy, and I think that it will. It already has begun to in small ways

FANTON: Maybe that’s a good segue to let you ask me some questions.

ROSEDALE: I guess the big, first, simple question is from your perspective, Jonathan, what do you hope to accomplish coming here? Second Life’s a big place with a lot of different things in it, what do you guys want to do?
FANTON: Well, we first want to learn about Second Life, as I said in the opening video, we have a whole area in our education work where we’re trying to understand how technology effects the way young people are learning, acquiring content skills, capacity to make judgments, and really what the role of schools will be going forward, given that so much of time now is spent in after-school programs or online, in Second Life, playing video games, and all the rest, so we acknowledge that the world is changing and we care a lot about encouraging people to get involved, to be civically engaged, and we look at Second Life as another avenue for that. We’re trying to learn how a foundation like ours might be active in Second Life and maybe even begin to give away some money in Second Life for projects that would migrate into the physical world.

ROSEDALE: Jonathan, well given that when you look at real life philanthropy, or RL, I guess as we say it here, philanthropy, which you know so much about, what are some of the areas where you’d like to see it improved to point to where things that might happen in Second Life?
FANTON: Well, MacArthur works all over the world, in 60 countries, on conservation, population and reproductive health, human rights and international justice, international peace and security. At home we work on housing, urban revival, education, juvenile justice reform, so we work on a lot of different areas, and I believe that we could be a resource for people in Second Life to learn about how they could connect to issues and organizations in the physical world that are working on all these issues. Now I’ll give you an example:

The international criminal court is a new institution started in 2002. There are 104 countries that are a part of it, but not the United States. This court is a court of last resort for the perpetrators of the worst crimes against humanity, like those who committed the genocide in Rwanda or committing genocide again in Darfur or the Lord’s Resistance Army that has waged a brutal civil war in northern Uganda. The United States should be part of this court, but it’s not. Yet as we see, the prospect of a new administration in a couple of years, there may be a new opening. Might there be a group in Second Life that could come together, educate itself about the criminal court and then organize a campaign to persuade the American public, and eventually our leaders, that the U.S. ought to be part of that court. That there’s a right, concrete example.

ROSEDALE: What are some of the other, maybe another example, or where, or a broad statement, about how our residents, how the residents of Second Life, can solve these types of pressing social problems that you see?  

FANTON: Well another possibility would be in the area of education. I think we all know that schools have been resistant to reform, and that the U.S., even though we put a lot into education, is lagging behind in what kids are learning and how they score on tests. I think it would be great to have a conversation in Second Life about how schools could be redesigned, or how we should think about the role of schools, now that students are learning so much information on Second Life, on the internet, and in so many other ways. How should we think about institutions like schools, libraries, and museums, and how to blend, in a seamless way, the virtual world with the physical world.

ROSEDALE: I think that’s a fantastic one that certainly overlaps with a lot of my personal views about how Second Life can make the world different. I think education is something that we’re just starting to see happen, but that’s great. The last question I have for you, Jonathan, do you think that… there are a lot of art galleries, and there are starting to be some sort of recreations in different parts of the real world and Second Life, do you think that museums and I guess more broadly people rebuilding the world, or the history of the world, in a virtual space like this, do you think that’s something that can be a positive force for people or help expose issues like the ones you’ve just talked about, in the world today, is that something that we should be pushing toward in here?
FANTON: I really believe it is. If you look at where we are in the arc of history, what would the 21st century be known for, it will be a century where governments, while still important, don’t dominate our lives in quite the way that they did in the past. I firmly believe that civil society, by which I mean people coming together to form organizations, that civil society has an enormous role to play in addressing the problems but also seizing the opportunities that lie ahead, and therefore I think that places like Second Life are a great setting for people from all over the world, and I know that residents in Second Life are not just from the U.S., but from all over the world, and it’s a great opportunity for people to get together across boundaries, not hampered by visas or security concerns, but just talk as people and learn about each other’s culture and history and learn about the issues that a young African person faces trying to get ahead, or a person living on a Pacific island in isolation, how do they connect to the rest of the world, and museums are a great way to teach each other about each other’s history and culture. They’re also a great way to spotlight issues. MacArthur has just given a grant to the Holocaust Museum to build an exhibit that would show what’s happening in Darfur and northern Uganda and other places where atrocities are happening, to help people visualize what’s going on in this world today that needs to be stopped, needs to be fixed.

Let me ask you, if I might, a question. Our first instinct, when thinking about coming into Second Life, was to create an island and put a replica of our office building here in Chicago, which is a beautiful, 19th-century historical building, and simply announce, “here we are.” But we’ve gotten advice that that would be a very clumsy way of starting, and we’re starting this year of conversation to learn from you and others, about how we can enter Second Life and be part of a culture and be useful. So what advice would you give us about how to come into Second Life, and also what should avoid, where might we go wrong and be irrelevant?

ROSEDALE: Yeah, I think that’s a great question. The thing that I would say, and I think maybe this is the thing that people don’t get coming in and also one of the things that makes Second Life so wonderful, because Second Life is a world that is rapidly being built by the people that are in it at a speed much greater than the real world, it’s a place where individuals are extraordinarily empowered to use relationships and tools and the things they find and their creative ideas to build the world around them. So what I’m seeing is that the companies coming in that are really successful here, or the organizations coming in, or anything above a person coming in, that are successful, are those that are able to contribute something to the world itself or give people better tools for making the world of Second Life and the growing society here better. 

So every case where I’ve seen people doing things, as say companies that genuinely empower people to do things here, those companies or organizations are successful. And I think that’s an obvious case where you can be successful here. And yeah, I think that building an office building that is just a kind of a physical representation that says “we’re here,” is something that is perhaps no more interesting that it would be to just open an empty building in another state in the United States. So I think that it’s that engagement with the community, and empowering the community in some way, contributing to it, given the unique skills that you have, that people would love here. 

FANTON: Well that’s what we’re all about in the physical world, is empowering people. Foundations don’t do a lot directly. Whatever good they do in the world, they do through civil society groups, collections of people who are working on human rights and conservation and housing and all the rest. And as you think about what a foundation has to offer, money for sure, but we also are good at convening people. We’re good about giving advice, or connecting people who have interests with others of similar interests. I could imagine, for example, having a counseling service where young people interested in doing internships could talk to us about where in the world they’d like to work, and on what issue, and we would at least know how to make the introduction in 60 countries around the world. So one of the hopes we have when we enter Second Life, is that we can be of service in helping people come together and empowering them to do the things they want to do.

ROSEDALE: Fantastic.

FANTON: If I could ask maybe a closing question, and perhaps it’s a more challenging question to you Philip. I’ve been reading recently some newspaper articles and blogs about Second Life. Most of them are positive, but not all of them. And I’ve been reading about security breaches, some companies pulling out, some issues with pornography, can you talk to us a little bit about those issues or those concerns, fair ones, and how you’re reacting to these concerns.

ROSEDALE: Sure. Well it’s exciting just to have Second Life suddenly, just over the last year or so, gotten to a scale where everybody’s watching. I mean for me, and for the company, I can’t tell you how exciting that is, but I think on the topic of companies… Let me first take on the topic of companies pulling out or being successful or unsuccessful here. I think like I said before, if you’re looking at Second Life as little more than a redeployment of a brand or conventional media into a place that has a set of eyeballs in it, you’ve got to respect that the things that work in the real world or don’t work in the real world, in many cases don’t work here either. Just setting up a piece of property in Second Life is no magic way to bring people to it, and I think that’s very much analogous to the emergence of the Internet, there in the late 90’s. 

People, every company in the world, opened a web site. The great companies and the great people who learned how to entrepreneurially adapt to the Internet were the ones that were successful. You know Amazon and Borders both tried to sell books on the Internet. At least ten years later or so, only one of them remains because… the one that adapted to the things that were different about the Internet. So I think one thing is just that we are certainly going to hear a lot of stories about companies and organizations and people coming in and out of Second Life, and I think that’s great. I think the most important thing to look at is simply the entrepreneurial success, the empowering of individuals who are becoming successful here and whether that’s growing, and that, at this point, is growing. 

Now you mentioned pornography, and content in general, I think again that open spaces, free and open places like Second Life, like the Internet, are always going to have to empower people, and there is always going to be, along with that empowerment, a tolerance that one has to have for the many different things that people are going to want to do in the space. I don’t see a way of fixing that, and I don’t want to fix it. I think that people need to be able to choose what they want to do in a new medium, and we as the stewards of that medium, should and can be only minimally controlling of those choices. 

And so I think that just like people looked at the Internet and said “Goodness, there’s adult content here, I’m not going to come,” I think those are thoughts that went away as everybody came to understand that the Internet was a space that contained many things, and was, in the aggregated public good. And like you said, Jonathan, and I think Second Life is in the aggregated powerful public good, and we will do everything we can to give people the tools to control what they want to see and not see, but we’re not going to try to control, at the highest level, what people do. It wouldn’t work.

FANTON: Well that’s a very thoughtful response, thank you. I’ve enjoyed this exchange, and I hope we’ll have another. I think it’s time now to go to the audience and take some questions. Connie will moderate for us.

YOWELL: Great, thank you, Jonathan and Philip, for starting us off in what I think is going to be a fantastic set of conversations over the next year. The first question that I have here from the audience is for Jonathan, but, Philip, please feel free to chime in at any point in responding to this one, or any of the other questions as well, back and forth.

Jonathan, with a few exceptions, the philanthropic world has not been very good about incorporating technology into their giving practices. What hope do you have that Virtual Worlds will be reacted to any differently?

FANTON: Well I’m hoping that MacArthur will learn a lot by entering Second Life, and we will learn how to bring people together, how to develop projects that speak to our issues in Second Life, and then how to move those projects into the physical world to pursue our desire to create a more just and humane world of peace.

YOWELL: Thank you. Here’s a question for both of you from the Teen Grid. How can Linden Lab and residents, especially teen grid residents, work together to make sure this power is used morally, apart from cooperation with MacArthur? And that’s for either Jonathan or Philip.
ROSEDALE: I bet Jonathan has perspective on this that’s probably quite unique from mine. I think what I would say is that we have a deep belief that with the high degree of transparency that exists in the virtual world, I believe that the virtual world is different in an important way, in that it is typically more transparent, more accessible, more communicative, it’s easier to see what’s going on, easier to travel within it than the real world. It is therefore more transparent than the world that we all live physically in today, and I believe, you know Pierre Omidyar, when he started eBay, he made the famous statement that he believed that eBay would work because people were basically good, that the majority of stuff that happened on eBay would be good and legitimate attempts by people to sell things to other people. 

I think the same thing can be said here, that with the additional transparency we have, we won’t need to do anything, from a central perspective, to make people good and just in their actions here. I think they will be, the only think I hope I’ll be able to look back and say we did, was that we simply enabled, using the technology, a very, very, very transparent environment, and that that transparency was beneficial.

FANTON: MacArthur supports about 1,000 local civil society groups all over the world: Action Health in Nigeria, working on sexuality education, Resources Himalaya in Nepal, working on protecting some of the most beautiful landscape in the world, the Nizhny Novgorod Committee Against Torture in Russia working against police abuse, or Fundar in Mexico, helping to strengthen the system of human rights ombudsmen. I’m hoping the MacArthur can encourage many of the civil rights organizations that it supports to operate in Second Life and other virtual worlds as well, so that there will be a civil society in virtual worlds that mirrors the civil society in the physical world.

YOWELL: I actually have a nice follow-up question from a resident that follows on what Jonathan was just describing, those civic organizations that we typically call NGO’s, or non-governmental organizations. This resident is wondering, Philip, about the ratio of civic to commercial life in Second Life. A lot of MacArthur’s work, as Jonathan just mentioned, is with NGO’s, while Second Life seems much more commercial than the first world. Can you comment on that?

ROSEDALE: That’s a great question. Because the media of course is very sensitive to brands, which great, it’s fine, it’s an inherent aspect of media, you see a lot more press about Second Life and things that known companies or organizations are doing there, but that actually is not statistically consistent with the reality of Second Life. There are, for example, 70,000 or so individuals who own the land in Second Life. That’s a staggering number. There are 11,500 individual regions, sort of large pieces of property like the one that we’re sitting on right now. If you look for the big, known companies in Second Life today, brand companies or well-known companies, you can’t even find them in a lot of cases because, and I think this is great, they are immersed in a sea of thousands and thousands of entrepreneurial individuals. 

So the most common type of content, if you will, in Second Life, is an individual building something that they are giving or showing or selling to the people in Second Life. It’s not a company. We’re just at the very beginning of that phase where larger organizations are starting to see Second Life as being of value, and I think, when they come, they’ll add a lot to Second Life, as they come. But I think profoundly, at its core, Second Life is an empowering platform, an open environment, for individuals. Historically and statistically, it’s much more individuals and that corporate ownership of Second Life is probably in the low, single digit percentages, in terms of looking at the land. 

YOWELL: This next question sort of continues on this conversation a little bit about branding, and it’s for Jonathan. Jonathan, do you see in virtual worlds the opportunity to reproduce the elements of the real world that allow us to make judgments of credibility, things like reputation, investment, identity? And if you do see this, what role do you see MacArthur as playing in helping the building of credible information?

FANTON: That’s a great question, and I think it’s at the core of what I hope we can do in the virtual world. MacArthur is a knowledge network. We support literally thousands of organizations and people doing research on all the critical issues of the day—weapons of mass destruction and threats there-from, climate change and environment, human rights, population, women’s health, community development in the U.S.—all those issues, and we know who’s doing the best research. We have to do our own due diligence before giving away money, so we know which organizations you can trust, and we are a resource bank for people in Second Life who would like to come and learn about where to go for credible information, and we also could convene study groups to have conversations, and we would like to do that.

YOWELL: Philip, did you want to comment?

ROSEDALE: I was just going to say, I actually just typed something—the fun of the multiplicity of communication we can do here, I can type and talk at the same time—yeah, I think Second Life is already demonstrating an ability to let people build systems for reputation and trust that are effective, fast, and lightweight, and can go beyond what can be done in the real world. It’s a rich topic, I see somebody in the audience saying say more about that. It’s a really rich topic, and one where I think technology will, in the virtual environment, empower us. If you look at things like Grameen and how microlending is enabled in the real world by a network of trust, I think that the virtual world allows that sort of network to be potentially expanded in ways broader and faster than it is in the real world.

YOWELL: Can either of you say a little more about what charitable organizations have been successful in Second Life, and what it is that has made them successful in Second Life, also a question from the audience?
ROSEDALE: The one example that I think is delightful, although quite frankly, there’s lists and lists of things people have been doing much greater than anything that I can point out. So at the risk of talking about one particular event instead of others, The American Cancer Society, I think, has just done its, I believe, third year of fund raising for the Relay of Life in Second Life, and I think it’s raised somewhere in the range of $80,000 or so this year, up from I think about $5,000 dollars the first year that it was done. 

The thing that’s interesting however about the Relay for Life was that what happened was The American Cancer Society asked a lot of people to build a walk, you know, a pathway, that you would walk on when you did the Relay for Life. And in Second Life, that walkway essentially wound through these fantastic landscapes of the real world and imaginary worlds and it was just this incredibly engaging walk that you went on with other people. And so if you think about that, it’s an amazing example of how the technology here enables people to contribute something to that event, their own creative work, it didn’t cost them money, they just helped the American Cancer Society build a world around this event. So I think that’s a fantastic example of what can happen here.

YOWELL: Jonathan, I have a question for you. What are the first three things you would use virtual worlds for to tackle a long running crisis, like the war in Iraq and the massive displacement of people now reaching over four million with numerous daily killings of civil society leaders in Iraq and our own soldiers?
FANTON: I think Iraq is a very challenging place to work, and I’m not honestly sure there’s much we can do in the short run. I would turn my attention instead to a place like northern Uganda. Iraq gets all of the headlines, but the death and destruction of innocent civilians is happening at a greater rate in Darfur and the eastern Congo and northern Uganda and other places, and there are surely opportunities to help. MacArthur has started a trust fund, for example, to help war-affected children in northern Uganda—money that will go to build schools, give scholarships to kids to go to universities, help the University of Gulu develop an Internet capacity so it can connect to the wider world.

There are many opportunities though Care, through the International Rescue Committee, through Refugees International, not only to give money, but to volunteer time and help. Iraq, I think, is a difficult place at the moment for individual citizens or even non-governmental organizations to do good, so I would urge those with the impulse to help in places where innocent civilians are being threatened, to look to places like Darfur, Uganda, Congo, Central African Republic, and others.

YOWELL: Thank you. I have another question for both of you. Another resident is curious about using the combined energy between MacArthur and Linden Lab to allow communities that are in isolation to receive direct training and opportunity to exchange ideas, cutting out the middle man, so to speak. What do you have planned in this regard?
ROSEDALE: Speaking from Philip’s perspective, I don’t… we don’t have anything planned, but I think that’s a fabulous example of the kind of barrier reduction, if you will, that I think Second Life enables. It cuts down to zero, in some cases, the cost of contacting somebody or seeing something or doing something. So I think that, yes, providing a context for people to come together as a group and get assistance, reach out to others from within the virtual world. That’s something that is already happening in the form of counseling and aid groups in-world, and I think that can happen a lot more. I would love to work on ways with the MacArthur Foundation to enable that if there were. 

FANTON: That question is a great example of what I hoped would come out of this conversation, which is a series of concrete ideas that we could look at and see whether we could develop into a program or two. One of the challenges that we face, is being sure that places in the world that are remote, where people are desperately poor, that some of those places have access to the technology that enables them to come in and be part of Second Life. MacArthur, along with a number of other foundations, has a partnership for higher education in Africa, working now in a dozen countries. 

One of the principle pieces of that initiative, is to expand bandwidth and at a lower cost, and to get high-quality Internet connectivity through the continent of Africa. I remember being in the Google office and looking at the map of the world where inquiries were coming in, and it’s shocking to see that Africa was totally dark. Just one or two places, Europe and the United States and places in Asia that were bursting with activity. So we have a real challenge ahead to get to the places in this world where people most need us. 

I might say as we’re coming near the end of the Q&A period, that MacArthur begins its entry into Second Life with a few assumptions. One assumption is that people in Second Life are people who care, who care about others, who are more open than most to communicating across all kinds of boundaries, including cultural and national boundaries. I think we believe that people in Second Life have a basic optimism about what can happen, feel a strong desire to seize hold of their own destiny, and to come together and work together to make both the virtual and the physical worlds better.

MacArthur has a strong belief that when good people who care have good information they will do the right thing. And in a world in which it’s so hard to get good information, information you can trust, we think we have a role to play in working with those of you in Second Life who care about the issues we care about, to educate ourselves and to figure out what sensible policy would be, what both the non-for-profit sector but also governments and world agencies like the UN ought to be doing. And we really look forward over the years to figuring out how MacArthur can play a constructive role in harnessing the idealism that exists in Second Life.

YOWELL: Thank you, Jonathan, and thank you, Philip. We’ve come to the end of our time now and it’s just been an incredible conversation. We have many more questions still from the members of the audience here. Next week on our spotlight blog we will be summarizing some of those questions, and continuing the conversation, so we look forward to seeing you all there. We will also be archiving this discussion on our spotlight blog, so you can find it there. Now I’d like to invite you in to a reception, just outside the amphitheater here, where many of my colleagues from MacArthur will be milling around, looking forward to engaging you in conversation. Thank you all so much for joining us today.

FANTON: Thank you, Philip.

ROSEDALE: Thanks, Jonathon. Thanks, Connie.

[END TRANSCRIPT]
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