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the beginning of a dialogue, and we hope that 
at least some of the ideas described below will 
trigger interest and participation from the 
community. Because we are all, in one way or 
another, involved in SL education. And those 
working hard to experiment with it deserve 
our respect and help. 

 

 

Anna Grant & Chaos 
Venera 

Second Life is an experiment. So we decided 
to go for one, too. That is why this issue is 
fully devoted to one of the things that happens 
in SL daily, but does not attract a lot of hype. 
People who are involved in it do not do what-
ever possible to boost traffic, and do not end 
up on the cover of Newsweek. They do not 
buy traffic or even make a lot of money. 

But what they do is truly amazing. They work 
and share ideas to turn Second Life into a tool 
that, one day, might change the way we learn. 
That is why we thought that giving them an 
opportunity to share their experiences and 
knowledge is one way to show our apprecia-
tion. 

 

Of course it is impossible for us to have cov-
ered every subject or experiment going on 
among educators in SL. But, we think, it’s just 

DDEAREAR  READERSREADERS,,  
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FFROMROM  THETHE  EDITORSEDITORS  
The fourth    
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Background: 
In 2006 GippsTAFE, a tertiary Technical and 
Further Education (TAFE) organization in 
Victoria, Australia won New Practice’s funding 
from the Australian Flexible Learning 
Framework to undertake a project in virtual 
worlds, specifically Second Life (SL). The 
project was titled ‘Virtual Worlds – Real 
Learning!’ We knew that virtual worlds were 
engaging, but what we wanted to know was, 
can real vocational learning outcomes be 
achieved through learning in SL. 

 
TAFE is not university, but rather a more 
‘hands on’ practical tertiary training sector 
where work related skills, theory and work 
placements are the focus. Students can 
undertake study from Certificate I – IV and at 
Diploma levels. Students range from 16 years 
old to very mature. Whilst some students 
come without completing secondary 
education, many are returning to study for a 
career change or upskilling for new career 
opportunities. 

 

Right from the outset, we decided NOT to 
replicate a classroom or a campus, but rather 
create a learning environment. 

The project: 
Two distinct learner cohorts were identified: a 
group of young mums (18 – 20 years) 
undertaking the Victorian Certificate of 
Applied Learning (VCAL) – equivalent to 
Certificate I or II; the second learning cohort 
were Certificate IV in Interior Decorating 
students. 

 
VCAL: 
It was decided to undertake the work related 
skills module of VCAL in SL. To do this, a 
holiday resort the students named ‘Paluma 
Resort’, would be developed on a private 
island owned by GippsTAFE. In real life, 
students brainstormed the staff roles required 
to run a holiday resort. They each selected a 
preferred role, eg Paluma resort manager, 
outdoors co-ordinator, receptionist etc. 
Students researched the roles in real life, 
wrote resumes and undertook an interview 

”Students researched the 
roles in real life, wrote 

resumes and undertook an 
interview for their preferred 

staff role.” 

CCANAN  VOCATIONALVOCATIONAL  EDUCATIONEDUCATION  LEARNINGLEARNING  
OUTCOMESOUTCOMES  BEBE  ACHIEVEDACHIEVED  ININ  SL?SL?  
A A SUCCESSFULSUCCESSFUL  EXAMPLEEXAMPLE  OFOF  CLEARCLEAR  LEARNINGLEARNING  TAKINGTAKING  PLACEPLACE!!  
Glenda McPherson  &  Malcolm Jolly  
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for their preferred staff role. In SL they were 
then interviewed by an unknown project team 
member who conducted individual job 
interviews with all the students. 

 

Once the students were ‘appointed’ to their 
roles, they set about building and creating a 
holiday resort with planned activities such as 
snorkeling, sailing, dancing, motor bike riding 
and so on. ‘Staff members’ spent many hours 
exploring SL for objects and activities for 
Paluma Resort. Many objects were acquired 
free whilst some were purchased using $L. 
‘Staff’ developed a uniform – one that was 
flexible enough for all the roles. In real life 
students used publisher to create a Paluma 
Resort brochure which was sent to a group of 
students and other potential visitors. 

 

On a designated day, around 30 ‘tourists’ 
arrived at Paluma Resort where the desk staff 
greeted them and directed them to chosen 
activities where other staff members ensured 
the tourists enjoyed their activities and had all 
the needs catered for – just like a real life 
holiday resort! ‘Tourists’ included students, 
interstate and international project team 
members and other invited guests. Over an 8 
week period, VCAL students undertook at 
least 15 learning outcomes such as ‘plan & 
organize activities in a work environment’, 
communicate ideas & information in a work 
environment’ and ‘work with others in a work 
environment’. 

 
Certificate IV in Interior Decorating: 
Students were asked to volunteer to 
undertake part of the Certificate IV 
competency ‘interpret & respond to a client 
brief’ in SL. Students were introduced to SL in 

a face to face orientation session, learning to 
interact as well as creating their own avatar. 
They were also taken as a group into SL to 
tour the houses – at this time there was much 
discussion amongst the group as to where the 
sun rose and set, the feel and structure of the 
houses, textures, views, local neighbourhood 
and design ideas that would suit the individual 
houses and the limited amount of existing 
furniture in each house. 

 

A painting & decorating ‘company’ was set up 
with teachers as the co-managers of the 
company and students as the interior 
decorators. Each student was allocated a 
‘client’ who owned a house in SL which 
needed some sort of re-decorating. For 
example, one client wanted their upstairs 
sitting room turned into a bedroom. 

 
Each student was contacted by IM in SL, and 
agreed to meet their ‘client’ at their SL house. 
Over a number of meetings, the interior 
decorator learned about the client’s needs, 
likes and dislikes and began developing design 
ideas with wall colour, furniture textures, 
lighting etc; all in response to their ‘client’ 
brief. With the mentoring and support of their 
‘co-manager’ teachers, the students were able 
to present they design ideas to their clients 
for a final sign off. The interior decorators 
only ever communicated and met their clients 
in SL. Issues such as time delays, the need for 
clarification regarding client’s expectations etc, 
were all experienced. 

 
Project methodology: 

The VCAL methodology: 

The teacher created the avatars for her 
students and held the passwords. This was 

WWHATHAT  THETHE  STUDENTSSTUDENTS  THOUGHTTHOUGHT::  

‘Learn to think on your feet’ 

Hands were sweaty & very nervous’ – reflecting 
on interview in SL 

Typing skills improved dramatically 

Even though they had a designated role, once the 
tourists arrived they were required to answer all 
client queries and direct them ways they had not 
planned or expected 

‘All our clients were so supportive. It would have 
been good to have some who didn’t like our 
ideas’ 

‘Knowing the right questions to ask was a 
challenge’ 

Texting allowed time to reflect on your response 
to a question or comment 

The more we enjoyed, the more we learnt 

 
WWHATHAT  THETHE  TEACHERSTEACHERS  THOUGHTTHOUGHT::  

‘An opportunity to re-charge my teaching style’ 

Reminded me of what being a teacher is all about 
– finding a way of engaging our students so they 
feel involved in their own learning and enjoy 
their experience 

The realism was impressive! 
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done to ensure that the students were only 
able to access SL in class with the teacher 
present – either in SL herself or circulating 
around the classroom. This was a group of 
young mums who were not very IT 
experienced and initially lots of time was spent 
talking about internet awareness and a range 
of protective behaviour strategies. The 
students spent many hours in SL in a 
‘supervised’ and supported manner – 
experiencing new places and activities as well 
as collecting objects for their ‘Paluma Resort’. 
Although students were often ‘alone’ in SL, 
they were all physically in the same classroom 
and regularly met together in SL or in the 
classroom talking about where they had been, 
what they had been doing and who they met. 

 

The students constantly were dipping in and 
out of SL. They had experiences and activities 
necessary for running of the resort in the real 
life classroom, brainstorming, writing resumes, 
searching the internet, preparing brochures 
and designing the building and activities. They 

also met in SL as a team of staff discussing 
how the activities were to be supervised, what 
was needed to ensure a wide range of 
activities and experiences and technically how 
they were going to serve drinks, allocate 
sailing boats and the like. 

 
The Cert IV in Interior Decorating 
methodology 
Students and clients only met in SL, therefore 
the methodology used needed to support this. 
It was imperative that the students created 

their own avatars using their own email 
addresses. As a group they did not spend a lot 
of time in SL. They were orientated face to 
face into SL and the houses toured initially as 
a group. Once the client and houses were 
allocated, they no longer met as a group in SL 
– it was then the individual students with their 
individual client. Although some meetings 
between students and teachers occurred in 
SL, most of the time their teachers supported 
them in real life rather than in world. 

 

”Even though role play can 
and is used in classroom, it is 

contrived and happens in a 
short amount of time. The 
spontaneity and realism of 
SL provides students with a 

graphic and experiential 
opportunity which can last 
over an extended period of 

time.” 
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client brief’ in class, the students who had 
experienced it in SL asked more insightful 
questions and the quality of their comments 
were far superior to those students who had 
not been in SL. Both students and teachers 
commented on the realism of the client 
relationship in SL and this was seen in a 
number of ways. It was observed that when 
the students met their ‘clients’ the student 
avatar was dressed more professionally than 
when they were in SL as a group; even their 
language changed when they addressed their 
‘clients’. These subtle changes 
were initiated by the students; 
they were not prompted by 
their teachers and it was not 
explicitly discussed amongst 
the students. They found it 
frustrating in the time it took 
to arrange a meeting with their 
client, and several planned 
meetings failed to take place – 
just like in the real world! They 
also discovered that the 
questioning of their client was 
extremely important and that 
many times they had either not 
asked the question, or had 
asked it the wrong way. 

 
In conclusion: 
SL provided both VCAL and 
Interior Decorating students at 
GippsTAFE with valuable 
learning experiences which 
could not have been fully 
replicated in a traditional 
classroom situation. Even 
though role play can and is 
used in classroom, it is 
contrived and happens in a 
short amount of time. The 

 
Glenda McPherson aka Glenda Arrow & Malcolm Jolly aka Malcolm 
Dalgleish work at GippsTAFE in Victoria, Australia and co-managed a 
project in 2006 about teaching and learning in SL. Having purchased 
a private island a project was run with 2 very different learner co-
horts.  
 

 Glenda McPherson  glendam@gippstafe.vic.edu.au 

  Malcolm Jolly  malcolmj@gippstafe.vic.edu.au 

Outcomes: 
The VCAL project demonstrated that 
students achieved outcomes in much less time 
than using a standard classroom approach. 
Students were so eager to get into SL in class 
that any real life class activity was very focused 
and completed quickly to ensure maximum 
class time could be spent in SL. The realism of 
the experience was such that they really did 
become the staff of the Paluma Resort and 
they experienced similar workplace 
experiences as they would in a real workplace, 
to a far greater level; way beyond that of a 
traditional classroom. The students really 
immersed themselves in SL, and most of them 
created their own avatars at home and spent 
many hours of their own time exploring and 
experiencing the wider SL – but, once the 
project was finished, only one or two of them 
remained an active SL resident. 

 

The teacher of the interior decorating 
students commented that when the rest of 
the class studied ‘interpret & respond to a 

spontaneity and realism of SL provides 
students with a graphic and experiential 
opportunity which can last over an extended 
period of time. Students and staff also had the 
opportunity to engage in conversations with 
like minded professionals from around the 
world. 

 

Real learning did take place! …… and the 
students loved it! 

”Even though role play can 
and is used in classroom, it is 

contrived and happens in a 
short amount of time. The 
spontaneity and realism of 
SL provides students with a 

graphic and experiential 
opportunity which can last 
over an extended period of 

time.” 
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88   On May 25, 2007, 1300 educators from 
around the world gathered at the Second Life 
Best Practices in Education: Teaching, 
Learning, and Research 2007 International 
Conference in Second Life. The event was the 
first 24 hour, international conference ever to 
take place entirely within a virtual world.  The 

multi-sim conference hosted over 30 academic 
presentations from several countries, including 
Australia, the United Kingdom, Canada, and 
the United States, and more than 100 
educational institutions, non-profit 
organizations, and businesses from both inside 
and outside the Second Life world took part.   

Beyond its sheer size, one of the most 
extraordinary aspects of SLBPE2007 was the 
number of educators who came into Second 
Life for the first time just to attend or 
participate in the conference.  Our intent to 
pull in educators who might not already be in 
Second Life was wildly successful in large part 
due to the enthusiasm and assistance of tech 
savvy members of listserv communities and 
the educational technology blogosphere.  
Though in-world group announcements and 
signage helped spread the word to the 
educational community already in Second Life, 
we also used external email distribution lists, 
websites, and other web based tools to 
recruit participants and invite others to 
attend.   

 

We also quickly discovered that marketing the 
conference was not the only area in which 
Second Life itself has limitations.  The Second 
Life platform does not yet offer adequate 
tools for document creation and sharing, 
asynchronous communication, and other 
collaborative activities that are required to 
coordinate such a large group activity.   

”The Second Life platform 
does not yet offer adequate 
tools for document creation 
and sharing, asynchronous 
communication, and other 
collaborative activities that 
are required to coordinate 

such a large group activity.” 

SSECONDECOND  LLIFEIFE  BBESTEST  PPRACTICESRACTICES  ININ  EEDUCATIONDUCATION: :   
A MA MODELODEL  FORFOR  UUSINGSING  WWEBEB--BBASEDASED  TTOOLSOOLS  TOTO    
PPLANLAN  ANDAND  SSIMULCASTIMULCAST  LLARGEARGE, I, INN--WWORLDORLD  EEVENTSVENTS  
by Fleep Tuque  
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As a result of this experience, it seems clear 
that choosing the best external 
communication and web-based tools to 
organize, plan, and market a grass roots 
Second Life event of this magnitude may make 
or break the whole enterprise.   The selection 
process we used was entirely organic – that is, 
if someone suggested we try something and 
we could figure out how to use it, we did.  
This turned out to be a terrific learning 
opportunity for everyone who participated.  
The conference team learned how to 
administer the tools more effectively and 
attendees, partners, and presenters became 
involved in creating the content and media 
surrounding the conference.   

 

The downside to this organic selection 
process is the flip side of the coin, we were 
learning as we went along and some tools 
proved to be easier to learn or more useful 
than others.  The following section describes 
some of the tools and processes we used and 
how they impacted the outcome of the 
conference. 

  

Wikispaces.com:  Using a publicly editable 
wiki as the main conference website allowed 
anyone with an interest in the conference to 
contribute and collaborate during the planning 
phase.  However, there were downsides both 
to the Wikispaces.com software and to the 
public collaboration approach.  
Wikispaces.com itself is not as customizable as 
many wiki packages and the flexibility for 
anyone to add new pages and new menu 
options resulted in an overall site design that 
was sometimes confusing and difficult to 
navigate.  It also occasionally led to 
miscommunication if details on the wiki were 
changed without being confirmed with all the 

necessary parties.  In the future, a different 
wiki package might be a useful tool for internal 
planning, but a publicly editable wiki is 
probably not a good choice as the main 
webpage and communication mechanism to 
the public.   

 

SLCN.tv:  Live audio and video streaming of 
the conference presentations both in-world 
and through simultaneous webcasts was one 
of the best technology implementations of the 
entire conference.  Beyond coordinating site 
permissions for streaming in-world at venues 
and overflow locations, and working with 
presenters to get them set up to do the live 
audio calls, all of the technical infrastructure 
was provided by the fabulously wonderful 
folks at SLCN.tv.  It seems clear that events of 

this size need to have a backup option for 
attendees to see/hear the conference 
proceedings even if they experience problems 
with the Second Life client.  In addition, 
recording the proceedings provided a web-
based archive of the event that has allowed 
the conference to reach an even wider 
audience of educators even after the event 
was over.   

”we were learning as we 
went along and some tools 
proved to be easier to learn 
or more useful than others.” 
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Email Listservs and Googlegroups.com:  
Pre-existing listservs like SLED https://
lists.secondlife.com/cgi-bin/mailman/listinfo/
educators were instrumental in recruiting 
volunteers, advertising, and communicating 
information about the conference to the 
public.  Googlegroups was an easy choice for 
creating email distribution lists, archives, and 
other group discussion activities.  The 
searchable archives often came in handy as the 
volume of email about the conference 
increased.   

 

Instant Messaging:  Instant messaging 
outside of Second Life was a lifesaver when 

Second Life crashed or if someone 
experienced technical difficulties in-world.  
Free programs like Pidgin (http://pidgin.im/
pidgin/home/) allow conference planners to 
use whatever IM protocol they prefer and still 
communicate with one another if messaging 
through Second Life is not possible. 

 

Skype:  Voice communication often was 
easier or necessary due to time constraints.  
Considering the international nature of the 
conference, long-distance phone call fees were 
also prohibitive.  Skype was the most 
commonly used VOIP application among the 
co-chairs, and greatly facilitated 

communication with our partners, vendors, 
sponsors, and presenters from around the 
world.   

 

Flickr:  Flickr allows multiple people to 
submit photos and screenshots to a public 
photo pool that can be embedded in other 
webpages.     We incorporated a Flickr feed 
into the front page of the main website, and 
direct links to images were used to 
communicate information about in-world 
sites, venues, and activities.  Beyond the 
functional uses, it was just plain fun to see all 
of the pictures people took as they enjoyed 
the conference activities. 

 

Tagging the conference:  Aggregation sites like 
Del.icio.us, Flickr, and other Web 2.0 
applications use tagging to organize materials 
and enable web searching.  There was some 
confusion about which tag to use for the 
conference, and several variations emerged, 
including slbpe, slbpe2007, slbestpractices, etc.  
For future events, a single, simple, consistent 
tag should be determined early in the planning 
stages and used for tagging all conference 
related material on the web. 

 

Slideshare:  Slideshare allows the posting of 
Powerpoint slides to the web for easy linking, 
archiving, and sharing.  The need for this kind 
of tool was only identified after-the-fact and 
its use by SLBPE2007 presenters was 
somewhat sporadic.  In the future, Slideshare 
or a similar application could be identified 
early on to collect and archive the slide 
presentations of any presenter who wishes to 
share their material.   
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activeCollab.com:  The only abject 
implementation failure of all the web based 
tools we tried, activeCollab is advertised as an 
easy to use, open source collaboration and 
project management tool.  We found it 
confusing and cumbersome and quickly 
abandoned it, but if there is a better project 
management tool out there, we are all ears. 

 

While a great deal of thought and planning 
went into the SLBPE2007 conference behind 
the scenes, and a number of different tools 
were utilized to help make it happen, the most 
important lesson we took away from the 
conference is the sheer abundance of 
creativity, knowledge, and collaborative spirit 
in the educational community in Second Life.   
We hope that others found the conference as 
informative and exciting as we did, and that 
sharing information about the tools and 
processes we used will inspire others to 
contemplate future collaborative educational 
projects in Second Life. 

 
 

For more information about the Second 
Life Best Practices in Education: 
Teaching, Learning, and Research 2007 
International Conference, please visit 
the website at  
http://
slbestpractices2007.wikispaces.com/  
or contact the author at 
fleep.tuque@gmail.com. 



Is
su

e 
#1

1,
 Ju

ne
, 2

7,
 2

00
7 

PP A
G

E
A

G
E   

1212
  

 

SHOW AND TELL 
Centerfold by Maddox DuPont 
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The idea to host an inworld educational 
conference came from a simple tour of 
Hyperstring Island.  Two months later, 1300 
avatars came together over a span of 24 hours 
to share ideas about research, teaching, and 
gaming. 

 

Why was the conference successful?   There 
are a lot of reasons, really.  This list could 
span the pages of a novella, but here are the 
top ten points: 

 

The time was right.  Educators and 
researches need to have professional activities 
in SL to establish their credibility in using this 

medium.  As people approach tenure and 
promotion, they need opportunities to engage 
in activities that match the same scope and 
quality of real-world activities.  This 
conference afforded them that opportunity. 

The date was right.  Many educators are too 
swamped during a regular semester to attend 
conferences.  The BPE was held after the end 
of most traditional semesters and was held 
entirely inworld. 

 

The scope was international.  Some folks 
thought we were crazy for hosting a 24-hour 
event, but it was essential that all time zones 
receive equally strong content. Instead of 

assuming we knew which times were best for 
all, we prepared a schedule that was inclusive 
of all parts of the world. 

 

Our volunteers were the best!  It would 
be lovely to say that four people put this 
conference together, but the reality is that 
over 50 people had a hand in shaping this 
event.  The volunteers were energetic, 
enthusiastic, and committed to making this 
maiden voyage a huge success. 

 

We had excellent sponsors.  Our 
sponsors provided us with spaces, tools, and 
financial resources to create a real-life 
academic conference.  Without their 
generosity, we would not have been able to 
accommodate so many people. 

 

SLCN.tv  As in-kind sponsors, SLCN.tv 
provided live footage, interviews, and 
streaming for the conference.  They worked 
tirelessly for 24 hours to make everything run 
smoothly and their presence truly made a 
difference. 

 

Professionalism:  The conference was 
created to mirror real life conferences of the 
same kind.  All of the tools of a real-life 
conference (call for proposals, exhibitors, 
keynotes, sessions, social events, panels, 
conference proceedings) were included in this 
project. 

 

The Keynotes were amazing.  We had an 
excellent slate of keynote speakers to engage 
the audience.  Their dedication to the mission 

  
  
EESTABLISHINGSTABLISHING  AA  PPROFESSIONALROFESSIONAL  PPRESENCERESENCE: :   
TTHEHE  2007 S2007 SECONDECOND  LLIFEIFE  BBESTEST  PPRACTICESRACTICES  ININ  EEDUCATIONDUCATION, T, TEACHINGEACHING  ANDAND  
RRESEARCHESEARCH  IINTERNATIONALNTERNATIONAL  CCONFERENCEONFERENCE 
 
 by Beth Ritter-Guth 
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of the conference and their willingness to 
share meant that everyone from every time 
zone could listen to an excellent speaker. 

 

The Presentation and Poster were 
amazing.  The program was full of high 
quality content.  The presentations were 
professional and engaging and the poster 
sessions were equally as edifying. 

The participants were energetic, 
understanding, and professional.  1300 unique 
avatars attended the conference.  We had 
minimal griefing, attendees were patient with 
the technology, and the questions and answers 
were engaging and interesting.  Without the 
support of the community, a conference like 
this could easily fall flat. 

 

The first BPE conference was a great success 
because the people involved – all of the 
people involved – made it a 
success. 

 
 
 
 
 

The SecondLife business guide is NOT available in-world, as it is published 
and distributed in .PDF format. To obtain a copy, pay 349L to Anna Grant 
and send her an email (anna.grant@thekonstrukt.com) confirming your 

order.  You will get your copy the same day! 
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The French writer, Anais Nin, wrote that “it is 
the function of art to renew our perception.”  
The same statement is applied to teaching 
professors; they, too, must renew their 
perceptions if they want to teach effectively. 

 

The 2007 Horizon Report argues that virtual 
worlds might increase in speed and magnitude 
in the same fashion and pace as the Internet. If 
this is true, teaching in a multi-user virtual 
environment has educational merit.  But, how? 

 

This article highlights practical approaches to 
teaching in an immersive environment, and is 

meant, exclusively, to be a resource for 
educators.  This is not a research article; this 
is an article for those who wish to jump in and 
teach. 

 

The first step in teaching in a multi-user virtual 
environment (MUVE) is to understand that 
the word “immersion” means “generating a 
three-dimensional image which appears to 
surround the user.”  Second Life does this 
naturally.  But, teaching in a Multi-User Virtual 
Environment (MUVE) needs to be more than 
just creating 3D images.  It needs to add the 

“plunge” effect, and it needs to be something 
radically different than what can be provided 
in real life (brick and mortar) and online 
classrooms.  To use technology just for the 
sake of using it provides a great disservice to 
students; they often miss the connection.  
Creating real-life spaces is natural as new 
teachers navigate opportunities, but, in the 
long term, is just a duplication of what 
students can get in real life.  So, for the 
purposes of this discussion, “immersive” 
means engaging course content in a virtual 
environment beyond what can be done in a 
brick and mortar or online course. 

MMOVINGOVING  BBEYONDEYOND  
THETHE  PPRIMRIM: : 
LLITERATUREITERATURE  AALIVELIVE! ! 
& S& SECONDECOND  LLIFEIFE  
 
 by Beth Ritter-Guth 
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The second step in preparing to teach in a 
MUVE is to carefully examine course 
objectives.  Sadly, some faculty members get 
caught up in the technology of it all and 
content is sacrificed as a result.  In first-year 
composition, for example, one course 
objective is to teach documentation.  This 
objective needs to be sustained in all realities, 
and, thus, careful attention to teaching citation 
in a virtual environment must be maintained.  
Critics will jump on opportunities to shred 
MUVE instructors because of their failure to 
comply with course objects, but, more 
importantly, students are not receiving what 
they paid for if content is minimized for the 
sake of maximizing an environment. 

 

The third step is to generate ideas about what 
needs to be taught and how best to teach it.  
There are some restrictions in MUVE, and 
one of them is not one that will likely be 
solved.  At present, copyrighted works hosted 
in academic libraries cannot be open access to 
residents in Second Life.  Therefore, students 
can only be given links to the library where 
the service is provided.  It is illegal to repost 
the articles on private servers. When possible, 

it is best to use open access educational 
materials, but this is not always possible.  In all 
circumstance, all materials should be carefully 
cited within the prim it is housed.  While not 
intuitive, it is easy to place a URL in the 
description line of both a prim and a texture.  
Every classroom should also model best 
practices by posting a works cited and 
consulted object. 

 

The fourth step is to hash out what needs to 
be done in a MUVE that cannot be done in a 
brick and mortar classroom. Should students 
engage in role play?  Should they create 
objects and scripts that function in the virtual 
world?  What is the digital draw?  For 
Literature Alive!, it has been the ability to 
create environments for texts that are often 
complicated to teach in a brick and mortar or 
online classroom. 

 

The final step is to consider and plan ethical 
assessment.  There are laws that need to be 
considered, and there are assessments that 
work and don’t work in the SL environment. 
Grades can never be given to students within 
Second Life, as doing so will violate the Family 
Education Right to Privacy Act (FERPA) in the 
US.  All copyrighted materials (falling under 
fair use) and grading must take place in a 
recognized course management system like 
WebCT/Blackboard, Angel, or Moodle.  
Instructors need to carefully assess course 
competencies and be sure not to confuse 
navigating SL with mastery of course 
objectives (unless the course is 3D design).   
Remember that students are not paying for 
lessons in building and scripting (well, unless 
they are taking a class in that), they are taking 
a course in Literature, Math, Science, etc.  
Course content must always come first.  

”Remember that students are 
not paying for lessons in 

building and scripting (well, 
unless they are taking a class 

in that), they are taking a 
course in Literature, Math, 

Science, etc.” 



Is
su

e 
#1

1,
 Ju

ne
, 2

7,
 2

00
7 

PP A
G

E
A

G
E   

1717
  

Literature Alive! 

 

The idea for Literature Alive! Was born when 
plans started for teaching a summer section of 
online British Literature I at Lehigh Carbon 
Community College.  The course starts with 
the heroic tale of Beowulf.  While much loved 
by English professors, it is almost always a 
bear to get students to enjoy it.  Second Life 
provided a new way to teach the text while 
relying on the tools of reading and podcasting.  
Students could listen to instructor-created 
podcasts, read an updated version of the text 
by Dr. Breeden, and then work together in 
Second Life to teach its “main 
point” (collaboratively determined) to other 
SL residents.  On class night, the students 
worked with educational designer, Eloise 
Pasteur, and used Flickr and the web to 

generate content based on the theme 
“heroism.”  They decided that the definition of 
heroism has changed since the days of 
Grendel and Beowulf, and that Heroism in 
2007 means a restoration of peace as 
indicated by the words of Gandhi.  To teach 
the concept, they made one flag with links out 
to the Beowulf podcast series and another flag 
with links out to the words of Gandhi.  The 
next class will need to take a look at what 

they built and will have to build their project 
on top of it; they will either have to accept 
the assertion and build something to add to 
the display (and the user’s understanding) or 
scratch the idea and form a new one. 

 

The classroom for Beowulf looks nothing like 
a classroom at Lehigh Carbon Community 
College.  At the time, the classroom was held 
at the Education UK sim under a land grant 
provided by Chris Swaine.  It included a castle, 
a lair, and a link over to Herot Hall on the lo 
sim space donated by Eloise Pasteur 
Educational Designs.  The prim count for the 
monster, Grendel, was too high to stay at 
Education UK, so the whole exhibit was 
moved to Herot on the lo sim.  It is open to 
all to use and explore.  As a concept, the 
Beowulf classroom helped to provide 
scaffolding support and added value to a text 
that is hard to teach and, for students, hard to 
learn.   

 

Chaucer’s Canterbury Tales are difficult to 
teach in an online classroom.  In SL, the virtual 
pilgrimage was created with 12 stations spread 
across the Mayfair Sim (space donated by the 
Virtual Commerce Project) .The pilgrimage 
can be taken alone or in groups, and features 
discussion prompts for role-playing.  Students 
adopt a character and answer the questions 
on his or her behalf during the journey.  
Lindens are awarded at the Three Bells Pub in 
Knightsbridge at the end of the journey for 
best role player.  This site is also open access, 
and can be used at any time. 

 

In American Literature, students generally 
enjoy the works of Edgar Allan Poe but often 

”As a concept, the Beowulf 
classroom helped to provide 

scaffolding support and 
added value to a text that is 

hard to teach and, for 
students, hard to learn.” 
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miss the detail of his work.  The Edgar Allan 
Poe Classroom resides on donated space at 
the CHSS Montclair State sim and is a fully 
interactive house featuring eight works of Poe.  
Students must read the works, go into the 
house and find the artifacts, and then return 
to the instructor to report.  In the first round 
of this lesson, students had to go back and 
forth to review the works and find the objects 
and, thus, fully engaged the literature. 

 

Similarly, the Willow Springs Project brings to 
life the work of Gloria Naylor in her novel, 
Mama Day.  The plot donated by CHSS 
Montclair recreates a small-scale version of 
version of Willow Springs, and, in a sub 
classroom, provides readings, assignments, and 
videos that match up the use of SL and the 
text. 

 

Assessment of work done in Second Life is a 
bit of a challenge for those working under 
FERPA restrictions.   Work can be submitted 
in Second Life, but the grading must be done 
in person or via a recognized course 
management system.  Further, designing 
effective assessments needs to be rooted in 
the content and not the technology of the 
enterprise.  Students did not pay to learn how 
to build and script prims; they paid to learn 
about Mary Wollstonecraft.  It is essential that 
these lines be designed early and maintained 
regularly.  In support of this idea, and 
somewhat controversial, was the decision, 
early on, to teach very little prim building and 
scripting to students taking literature courses 
through Literature Alive!   

 
The focus of the classes are on literature, and 
it is essential that literature be taught.  The 
reasons for using SL were not to teach 

students about 3D technology, they were 
rooted in a passion to make the inaccessible 
useful again.  It is not necessary for literature 
students to learn building and scripting; it is 
essential that they engage texts.  Thus, the 
assignments, themselves, are immersive.  
Students might have to role-play or design an 
environment.  The students can choose to 
learn the building techniques while the 
instructor creates it.  The students generate 
all of the content.  Student frustration is 
minimized by this approach, and it has worked 
very well.   

 

Lessons Learned 

Teaching in a virtual environment has 
provided excellent scaffolding in the teaching 
of literature online and in brick and mortar 
classrooms.  But, lessons are learned every 
day. 

 

Professors need to decide early on what level 
of Second Life skills will be necessary for 
students to posess to be functional in the 
course.  Time is generally limited and teaching 
building and scripting can take a chunk of time; 
therefore, I deliberately chose not to teach 
those skills.  The classrooms are set up for 
engagement and immersion, but do not 
require the students to build and script. 

 

Since Second Life does not provide intuitive 
measures for documenting sources, it is up to 
the instructor to make sure that students cite 
work appropriately.  Modeling good citation 
skills is important, but requiring students to be 
compliant is also essential.  If students do not 
cite work properly, I send back their objects 
until they are compliant. 

Beth Ritter-Guth (Desideria Stockton, SL) 
teaches English and Women’s Studies full-time 
at Lehigh Carbon Community College in 
Schnecksville, PA.  Her passion for serving the 
community is recognized in her non-profit 
work with Community College without 
Borders and Open Access Educational (OED) 
initiatives.  Her work in SL is a result of her 
desire to make literature fun and accessible to 
all populations.  She hopes to encourage, 
support, and mentor the academic community 
it its use of Second Life as an instructional 
tool.  Among her extensive list of speaking 
engagements, Beth’s most recent work as the 
co-chair of the first Second Life Best Practices 
in Education International Conference was 
extremely fulfilling.  Beth has a BA in English 
and Communication from DeSales University 
and a MA in English from Kutztown 
University.  She is working on a PhD in 
technical communication and rhetoric at 
Texas Tech University.  Beth and her husband, 
Dave, live in PA with their two children, David 
and Julian, three cats, and 15 exotic African 
fish. 

 
Nin, Anais. 
http://www.nmc.org/
pdf/2007_Horizon_Report.pdf 
immersive. (n.d.). Webster's New 
Millennium™ Dictionary of English, Preview 
Edition (v 0.9.7). Retrieved June 13, 2007, 
from Dictionary.com website: http://
dictionary.reference.com/browse/immersive 
FERPA, http://www.ed.gov/policy/gen/guid/
fpco/ferpa/index.html 
Beowulf 
Virtual Commerce Project, 
www.debsregent.com 
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It is often possible, in new environments, to 
sacrifice quality in exchange for doey-eyed 
newness in the environment.  It is easy to say, 
“well, they didn’t know” or “it is just such a 
new environment.”  Providing good grades for 
scant and cloudy work is a crime, and means 
that – at some level – the technology has over 
powered the content.  The bottom line always 
needs to be delivering college level content, 
and grades must be tied to that content and 
not the technology used to teach it. No one 
ever graded the ability to write with chalk to 
do those math problems on the board; 
likewise, the ability to fly in Second Life should 
not be graded. While sometimes the lines are 
blurred between technology and content, it is 
up to educators to solidify the lines. 

 

The most effective way to do this, at least in 
the experience of Literature Alive!, is to spend 
one full class teaching and learning the basic 
skills, to create and maintain a high academic 
standard, and to provide appropriate 
assessment of materials learned. 

Conclusions and Continued Challenges 

Teaching literature in Second Life has added 
what was missing from brick and mortar and 
online courses.  Students have engaged 
material on multiple levels, maintained ethical 
standards, and have been able to discuss 
materials on more comprehensive levels.  
Additionally, they have had the added value of 
international collaboration through the at-
large guests participating in the courses.  
Teaching in Second Life has provided all of the 
materials necessary to help students become 
life long lovers of literature. 

 

The Literature Alive! Project in Second Life 
has become increasingly popular over the past 
few months.  This might be a result of many 
things, but, hopefully, it is because the works 
of Literature Alive! Are immersive, well 
documented, and engaging.  The biggest 
challenges are lands, upload funds, and prim 
count.  Literature Alive! Relies exclusively on 
donations of land and Linden from the 

community, and, as such, classrooms are not 
being built because the resources are dry.   

 

As Literature Alive! Moves forward, it will 
continue to apply for grant funding to support 
its efforts and advocate for 
community partners.  More 
importantly, it will explore 
new ways to teach literature 
in an immersive 
environment.   
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Education is an inherent part of SL. That 
statement is as deep as trying to tell someone 
that water is wet. It is so obvious that there is 
no need to seriously ponder whether this is 
something that is coming from the world itself 
or it is part of the world domination Linden 
Labs strategy. It is as simple as something that 
transparently comes to anyone who has 
survived more than a day in SL and discovered 
its potential. 

 

But the fact is also that education in relation 
to SL is a huge concept, with many different 
dimensions. Just like any area of SL that 
unleashes creativity and can be taken to any 
extreme as the possibilities are limitless, 
educational experiments run in-world are so 

varied that they defy all imagination. From 
University presences in-world to classes for 
newbies, the potential is huge, and the 
experiments abundant. With this in mind, 
what I am trying to do is to make some order 
in this creative chaos, and define some of the 
areas of educational applications one can find. 

Education to master the world 

This is probably the easiest, well-know to 
everyone SL education. Well-known because 
only few people can actually avoid it. The 
interface is complex, the building and 
programming tools – so powerful that at a 
certain point pretty much everyone decides to 
discover a new area, and opts to attend a 
course. Whether it is about architecture 
business or LSL, there is a whole directory of 

education available pretty much 24 hours a 
day. Those running it are usually enthusiasts 
willing to share their knowledge with the 
newcomers.  Those attending the classes 
might not realize that they are investing in 
their own future and opting for distance 
education. In any case this type of education, 
with a stable user base and incredible 
enthusiasm and devotion, has a lot to be 
learned from. From course organization to the 
way people use their knowledge of the SL 
tools to spread what they know, it is informal 
education at its best. 

 

The truly amazing thing is that the rationale 
behind is not obvious. In most of the cases, 
there is a donation box around, but everyone 

SL SL ANDAND  
EDUCATIONEDUCATION... ... 
WWHATHAT  
EDUCATIONEDUCATION??  
 
 by Chaos Venera 

”Those attending the classes 
might not realize that they 
are investing in their own 

future and opting for distance 
education.” 
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knows that newbies have no money. And no 
one has too much time to spend in SL. 
Moreover, theoretically teaching others how 
to make clothing, poseballs or sophisticated 
scripts should be counterproductive, as it 
creates competition for those who already 
know all that and can get real-world money 
for their creations. Despite all these 
arguments, there is quite a lot that educational 
institutions trying to make their way into SL 
can learn from the classes run by those who 

are not afraid to invest their time and 
knowledge into building a better community.   

 

Education as a SL business 

Not really a separate part, but rather a 
complimentary structure to in-world 
education is the one provided by businesses. It 
is not the intention here to argue which one is 
better, but there exists certain areas where 

knowledge in its purest form is used as a 
business. After all, there is nothing wrong with 
Linden Labs selling a book explaining on over 
two hundred pages the same things that one 
can learn for free, either through 
experimentation, or by attending a lesson in-
world. 

Some of this education takes the forms of 
classes, as the most standard form of 
education. Some revolves around the idea that 
materials produced are worth money, and 
provide the players with training, tutorials, 
books and guides that are either sold in-world 
or through the web. Some go as far as 
creating whole centers where one, for a 
nominal fee, has access to information on a 
variety of topics. Maybe soon we shall see the 
day when real-world Universities will start 
offering courses in SL that anyone can attend, 
with a respective tuition fee. 

 

Whatever the forms that this business takes, it 
is there because there is a demand. Demand 
for more specialized knowledge that people 
are willing to pay for, or offering a quality of 
classes, printed products and whatever else, 
that people are willing to pay for.   

 
Education using SL as a tool 

The recent “gold rush” for in-world presence 
has along with BMW, SUN and MTV quite a 
cohort of Universities and schools. At least 
for the moment, there are at least more 
educational institutions in SL than there are 
embassies, and that is a good thing. Also, at 
least reading the educators mailing list, it 
seems that quite some projects first run as a 
crazy experiment are taking roots to become 
far more that a try. Are we, after the 
excitement about radio, TV and the Internet 
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use, has distance education indeed found the 
Holy Grail where the interaction between the 
teachers and the student is almost physical?  

The number of seminars and conferences 
using SL as a platform has never been that 
representative as in the recent months. I 
would really like to know how do some of 
them manage to make it without the sim 
crashing and the students probably chatting 
with each other through IM while listening to 
the speaker (hardly a necessary process 
though as the whole lecture can be copied and 
eventually read offline). Despite all the 

technical problems, even the big players such 
as IBM and SUN seem to embrace distance 
communication and learning as a normal 
feature to expect from a digital global 
alternative environment. 

 

Education using SL in innovative ways 

On a more serious, professional level SL 
offers an amazing opportunity to realize the 
dreams of applied experiments that would be 
just impossible to realize otherwise in the 
classroom. For instance, architecture design 

might be one of the areas where SL can be 
viewed as an affordable easy-to-use tool for 
student experiments. Far more affordable that 
professional packages, such as Maya or 
3Dmax, SL offers all the basic tools that are 
needed for totally interactive classes, where it 
is not only possible to build, but also to “try” 
the results. A teacher who, together with her 
students, can at the end of the lesson go 
through the homes built and discuss the 
results with the students, is then able to 
achieve totally immersive classes. The 
combination of practical work, immersive 
environment and real-time interaction, group 
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work – those are just some of the benefits 
that SL offers as a platform.  

 

SL as a tool is an extension of the computer-
based simulation approach, allowing the 
teacher to expand the horizons of the 
possible. Running a class where everyone 
together builds a molecule or velocity 
calculations to make a car? Allowing the 
students to make their own medieval castle 
and live in it, or visit a typical Swedish village? 
Everything is possible, affordable and with 
proven tools that are there to be discovered. 
Far more interactive than the web and more 
affordable than commercial specialized 
simulations, which are simply too expensive 
for some educational institutions. Easily 
grasped by students and unleashing their 
creativity to the max, the present amazing 
experiments are just the top of the iceberg of 
what can be done.   

 

Educating life in a digital society 

All of the above-described areas are important 
directions of development. All of them have 
their own heroes and amazing projects worth 

learning from. All of them involve thousands 
of people that put their time, creativity and 
knowledge to the most wonderful art which is 
education. But there is one more aspect 
which, although in the shadows, is probably of 
upmost importance for the future. 

 

Although everyone seems to agree and 
promote the idea that SL is not a game, very 
few would actually agree as to what it really is. 
A big chat room with animations, a digital 

playground for adults to realize their hidden 
fantasies, a new programming platform? The 
answer to this question is not as important as 
it seems. Even if tomorrow SL crashes under 
the weight of its own popularity, influx of a 
number of new users that will make it totally 
unplayable, or the famous asset servers will 
eventually happily die under the workload, 
there is one lesson that will be learned. And it 
is that a digital alternative reality can be built 
with the current technology. We can and 
therefore will realize Gibson’s cyberspace, the 
Matrix or whatever else form it takes. A 

”Although everyone seems to 
agree and promote the idea 
that SL is not a game, very 
few would actually agree as 
to what it really is. ... The 

answer to this question is not 
as important as it seems.” 
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world that is the new, fresh and clean start for 
everyone, an alternative reality where 
everyone gets a second chance to live, have 
fun, work or learn. No matter what Linden 
Labs does tomorrow, they are already in the 
history books as the first company that made 
a prototype of a new cyber space. 

 

Will the internet ten years from now going to 
look like SL? Will we work in a digital world 
finally telecommuting as we should, with an 
avatar embodied presence? But what SL does 
right now, and does it well, is to educate 
people how to leave in the alternative reality. 
How to behave, how to act, how to make 
friends and how to work. It might not include 
the ability to use prims or indeed master the 
intricacies of LSL. It might not even include a 
successful business or a stable friendship. But 
the fact that six million people have 
discovered a window into another world 
where their identity is a tabula rasa ready to 

be started from scratch, is a huge learning 
experience by itself. And that the probably half
-a-million that stayed and embraced this 
alternative reality are those who are spreading 
the word, write applications for research 
grants and pilot projects, are the ones 
spreading the knowledge of what the future 
might look like.  

 

What I am trying to say is that SL is by its very 
nature, one huge educational experiment. An 
immense learning experience, from intimately 
individual to formalized and collective. 
Whether it is formalized through any type of 
structure or just the discovery of one’s hidden 
potentials, is irrelevant. But it allows us to not 
only play around with a future technology 
which, as many of us hope will one day blow 
away webpages and email, but 
also prove the relevance of 
learning in the equation of an  
information-intense society.  
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