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INFORMATION AND RESOURCES ON VIRTUAL WORLDS
Virtual Worlds in Education

Some virtual worlds have been created for educational purposes. In most cases, educational worlds are sponsored by academic institutions or nonprofit organizations, although some educational worlds are sponsored by corporations. Educational worlds come in a wide variety of forms, including 3D recreations of museum and gallery spaces, computer programming tutorials, virtual libraries, and meeting spaces for online university courses.

Link to the Journal of Virtual Worlds Research – Pedagogy, Education and Innovation in Virtual Worlds.  http://jvwresearch.org/index.php?_cms=1249023516
Second Life: www.secondlife.com
Largest 3-D, user created virtual community providing opportunities to explore, created, meet people, make money, and learn created by Linden Lab. Go to www.secondlife.com to download Second LifeTM and create and avatar. 

Virtual Worlds Educators Roundtable (VWER): http://www.virtualworldsedu.info/
The VWER is forum to educate and inform the community about issues that are important and relevant to education.  The meetings are hosted by AJ Brooks, Director of Emerging Technology, College of Humanities and Social Sciences at Montclair State University.  Meetings are held every Tuesday at 2:30 in world on the Montclair State University Island.

EDUCAUSE (http://www.educause.edu/) is a nonprofit association whose mission is to advance higher education by promoting the intelligent use of information technology. 
International Society for Technology in Education (ISTE) www.iste.org
ISTE is the premier membership association for educators and education leaders engaged in improving learning and teaching by advancing the effective use of technology in PK-12 and higher education.
Second LifeTM, a multi-user virtual environment (MUVE), is a favorite ISTE venue for online learning, collaborating, and networking. Visit us on ISTE Island! 

ISTE's Second Life space provides a venue for educators to network and learn from each other about real-life education opportunities and best practices in Second Life.

ISTE sponsors an in world group, hosts weekly networking socials and topical events, and sponsors a television series broadcast live from Second Life. 

http://www.iste.org/content/navigationmenu/membership/member_networking/iste_second_life.htm
New Media Consortium (NMC) www.nmc.org
The New Media Consortium (NMC) is an international not-for-profit consortium of learning-focused organizations dedicated to the exploration and use of new media and new technologies. Its hundreds of member institutions constitute an elite list of the most highly regarded colleges and universities in the world, as well as leading museums, key research centers, and some of the world's most forward-thinking companies. For more than 15 years, the consortium and its members have dedicated themselves to exploring and developing potential applications of emerging technologies for learning, research, and creative inquiry. The consortium's Horizon Reports are regarded worldwide as the most timely and authoritative sources of information on new and emerging technologies available to education anywhere.

Enter Second Life With the NMC
Go to: http://sl.nmc.org/join/ to create your Second Life account / avatar and get all the information you need to enter this virtual world via NMC’s own Orientation Island. In addition, you can also choose to join the NMC Education Community, where you get access to NMC Campus as well as signing up for notification of our events.
Virtual Worlds Best Practices in Education Conference (VWPBE 2010) was held in Second Life® (SL), March 12-13, 2010. www.vwbpe.org
National Educational Technology Plan
The U.S. Department of Education is developing a new National Educational Technology Plan to provide a vision for how information and communication technologies can help transform American education. The plan will provide a set of concrete goals that can inform state and local educational technology plans as well as inspire research, development, and innovation. A draft plan is expected in early 2010.
Link: https://edtechfuture.org/
The University of Texas Initiates a System-Wide Rollout into Second Life: Sixteen Campuses will Serve as Virtual Learning Model for Other Statewide Systems (September 2009)
Today, Linden Lab, the Makers of Second Life and Second Life Work are announcing the first statewide rollout of a virtual learning environment in the world.  The Transforming Undergraduate Education Program, at the University of Texas System, recently awarded a grant to fund the initiation of a pioneering statewide virtual learning community of students, faculty, researchers and administrators in Second Life, that offers an innovative, low-cost approach to undergraduate instruction.

Duke School of Nursing in Second Life
We have built a Second Life® infrastructure that allows faculty and students experiential learning, role-playing, and promotes social interaction, in a collaborative environment in our distance education program. It furthermore supports immersion and presence, allowing real-time teaching and discussion that enhances the mentor/mentee relationship in a simulated learning environment. With virtual environments, we now have the option to create social and professional relationships which have been the missing component of distance learning. 
For a tour:  http://nursing.duke.edu/modules/son_academic/index.php?id=139
User Testimonial: Robin Harrington, California Community College Chancellor’s Office

   What I enjoy about Second Life® is that the platform allows me to:


●
design, build and create

●
collaborate with others with endless possibilities

●
meet people from around the world

●
schedule and/or attend meetings “with world-wide participants” for free

●
engage in actual commerce, with the ability to earn money in second life and then transferred that money into the real world

●
attend social events if I choose and explore all that others imaginations have built
      Possibilities I see for education opportunities on Second Life®:
I have now been on Second Life® for almost a year.  The possibilities for educational opportunities are endless. But what I find fascinating is the opportunities for work-based learning that would cost little to no money for an instructor to utilize.

A small example of this would be working on a single project across college disciplines.  Second Life® has all the areas of business and commerce that can be found in the real world.  Trying out a new business (from the ground up) would cost less than $100 and if successful, can be carried on “making its own money for further projects while supporting itself.”  In putting together that business, you would need every aspect that is needed in real life.  All those systems can be found in Second Life®.  There are places and ways to market product, you can produce the building and all furniture for your business; you can build and program the boards that sell your product(s); you need accountants, marketers, managers, a product, design and production of the product.  So the following disciplines could take what they are being taught and use this very inexpensive platform to try out what they have learned.  I am sure there are more, but I perceive the following as top codes that could get involved.  Including international business and trade since Second Life® is most definitely international.

· Advertising/Marketing

· Business Management

· Customer Service

· Accounting

· Word Processing Utilizing Adobe Photo Shop

· Photography

· Architecture/Drafting

· Computer programming and design (designing script, animations, sound bites)

· Fashion Design (design, merchandising, or production -- if the designing of clothing is part of the business)

· International Business and Trade

CALL ME IF YOU ARE INTERESTED IN CREATING YOUR OWN AVATAR AND EXPLORING SECOND LIFETM!  

Luann Swanberg 

SL Avatar: Lu Swansong

805.654.6400 x1256  

lswanberg@vcccd.edu
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SECOND LIFE PROJECT BAKGROUND

This project is funded by the California Community College Economic and Workforce Development (EWD) Program through a Regional Consortium Partnership Collaborative grant.  The EWD Program is to advance the state’s economic growth and global competitiveness through education and training.  This project is looking at virtual world (Second Life® in particular) and other innovative technologies to improve collaboration and communications among the regional colleges and beyond and provide an innovative alternative to deliver education and training.  In the current state of the local, state and national economy, immersive environments like Second Life® provide platforms for distance education and for world-wide collaboration that engages the learner and involves them in creating a virtual presence and environment: all from a desktop or laptop computer.  This is an engaging, cost effective and timely alternative to more traditional distance learning platforms.  Web 2.0 has revolutionized business and life and web-based, 3-D, immersive environments are doing the same. In the area of workforce development and career and technical education, these virtual environments allow learners to interact with people, places and things that they may not physically have the opportunity to interact with creating collaborative learning environments.

SECOND LIFE PROJECT LEADERSHIP

The South Central Regional Consortium (SCRC) is coordinating and leading this regional collaborative project.  The SCRC, under the administration of Ventura College, provides leadership to the colleges and economic development initiatives to meet the needs of vocational and career technical education and training in the region. The consortium conducts regional professional development activities for faculty and staff and holds monthly meetings to review programs and collaborate on strategies for addressing regional economic development and workforce preparation needs. (www.scrc.cc ). 
http://www.scrc.cc/project/index.lasso   Link to the Second Life® (Regional Collaborative) project information and other valuable information and resources.
Point of Contact:

Luann Swanberg

SL Avatar: Lu Swansong

South Central Regional Consortium Co-Chair and Coordinator/Regional Collaborative Project Coordinator/Performance Improvement Specialist

www.scrc.cc
Ventura College Institute for Community and Professional Development

71 Day Road, Ventura, CA 93003

Office: 805.654.6400 x1256  
lswanberg@vcccd.edu
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