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ABSTRACT 

CATHERINE DUTTON 

A QUALITATIVE STUDY OF EDUCATOR EXPERIENCES IN A VIRTUAL 
WORLD 

DECEMBER 2009 

This qualitative research study used a phenomenological approach to 
I,• • 

examine educators' experiences in the virtual world of Second Life TM. The 

rationale for this study's focus on educators using a virtual world stems from an 

interest in the factors that influence educational practices in virtual worlds. 

The researcher conducted focus groups entirely online in Second Life with 

25 university educators using Second Life with their students. Participants were 

recruited through educator list-servs, Second Life groups and personal e-mails to 

educators who had published or presented on education in Second Life. Focus 

groups were conducted using two modes of communication: voice and text. 

Transcripts from the focus groups were analyzed using a constructivist approach. 

The researcher added rigor to the study through data triangulation employing 

reflexive journaling, follow-up interviews and rich descriptions to the study. 

The results examined five aspects of Second Life use: motivations, helps, 

hindrances, advice and best practices. Motivations included the desire for greater 

student engagement, a sense of presence and immediacy, a shift in the 
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instructor/student dynamic and an international audience. Helps included 

mentoring, tutorials, conferences, and colleague and administrative support. 

Hindrances included technical requirements of the platform, the learning curve 

and lack of administrative support. Participants shared advice including being a 

comfortable user of Second Life, having sound pedagogical reasons for using 

Second Life and being aware of expectations for students in creating 

assignments. They advised that play should be considered and Second Life 

should be seen as a tool and used appropriately. Finally, best practices included 

scaffolding for student learning, capitalizing on the social nature of the platform 

and preparation. 

The researcher concluded that the use of Second Life as an educational 

platform has strong implications. Early adopters of Second Life were creating 

many innovative educational uses. Additionally, the use of focus groups in virtual 

vyorlds is an effective form of data collection. Recommendations for conducting 

virtual focus groups were included as well as implications for educators, 

instructional technologists, and virtual world solution providers. 
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CHAPTER I 

STATEMENT OF THE PROBLEM 

Virtual worlds provide many potential educational opportunities for 

learners (Delwiche, 2006; Steinkuehler, 2006b ). These worlds vary in form and 

function. In objective-centered environments, such as World of Warcraft or 

Everquest, players have definite goals or objectives to meet and levels in Which 

they can advance (Steinkuehler, 2006a). In user-created environments, users 

develop their own meaning and content in the world. Creative and educational 

opportunities abound as educators and students are able to define and produce 

the meaning of their activities in the virtual world (Coffman & Klinger, 2008). · 

Research suggests that the use of virtual worlds will become more important to 

higher education over the next few years (New Media Consortium, 2007). 

Virtual worlds provide a game-like environment in which educators and 

students can shape learning experiences in engaging ways (McKerlich & 

Anderson, 2007). Users immerse themselves in the environment. As they 

become immersed, student engagement is enhanced (Robbins, 2007), 

collaboration is improved (Dede, 2005), and users are able to explore and 

develop their identity in a new medium (Turkle, 1997). 

One virtual world in particular, Second Life ®, provides an environment in 

which the game objectives are removed and users are encouraged to create their 
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own purpose in the virtual world. This makes Second Life a platform in which 

educators can create immersive and engaging virtual learning experiences. 

In spring 2006, Second Life, a user created virtual world, provided free 

space to a small group of educators who wanted to explore the educational uses 

of Second Life (Childress & Braswell, 2006). Since that time, many conversations 

have happened about the potential of Second Life for education and for the 

future of education. The use of Second Life by educators is growing rapidly. In 

2006, 24 educational institutions had representation in Second Life (Kemp, 

2008). The numbers rose to over 200 institutions in 2007 (New Media 

Consortium, 2007). As of February 2009, over 1,000 educational and nonprofit 

spaces were created in Second Life (Lester, 2009). Since Second Life is a user

created virtual world, the educational uses are broad, ranging from class 

discussions to immersive learning scenarios. The adoption of this tool for 

educational uses is growing quickly yet little empirical research is available about 

the educational aspect of Second Life. The evaluation of the effectiveness of 

new technology tools in educational settings is important for educators as they 

choose which tools they will integrate into their curriculum and how they will be 

used ( de Freitas, 2006). 

As an emerging technology, little research has been published about best 

practices for educators using virtual worlds or how educators are integrating 

virtual worlds into their curriculum experiences. As with other teaching tools, 

hindrances and advantages exist to using this platform. By examining educators' 
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experiences in using the virtual world of Second Life, current users may find 

support; those seeking to use the platform can learn from the experiences of 

early adopters. 

Statement of Purpose 

The purpose of this study was to explore the experiences of educators 

using Second Life. This study used a phenomenological perspective with a 

qualitative research approach. 

Research Questions 

In order to examine the current educational uses of Second Life and 

educators' perception of these experiences, the following questions guided the 

research: 

1. What motivated educators to use (and continue using) Second Life? 

2. What are hindrances in using Second Life? 

3. What are helps or aids to using/adopting Second Life? 

4. What advice do educators give for other educators about using Second 

Life? 

5. What are best practiGes for using a virtual world? 

Theoretical Perspectives 

This study followed the principles of a social constructivist framework. In a 

constructivist framework, the researcher assumes that individuals associate 

meaning with life experiences and the meanings they create are varied 

(Creswell, 2007). Therefore, the researcher relied on the participant's view. In 
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relying on the view of educators and the meaning they have associated with 

educational experiences, the researcher hoped to find information that would be 

useful to other educators as they consider using Second Life. 

In addition, the researcher framed statements made by participants 

through the lens of diffusion theory. Rogers (2003) explained that innovations are 

adopted over time by many groups. Educators using virtual worlds currently are 

early adopters, according to Rogers' terminology. Early adopters frame the 

concept for using a new innovation and their use may be instrumental to 

widespread adoption, particularly in looking at educational technology 

(Samarawickrema & Stacey, 2007). 

Definition of Terms 

For the purpose of this study, terms were defined as follows: 

Avatar: A digital representation of one's self. The representation may be 

true to life or represent personality aspects. It is often the character representing 

the user within a virtual world. 

Chat: Text chats within Second Life. 

Educator: A person who designs and facilitates instruction at the university· 

or high school level. 

Educational activity: An activity directly associated with a college or 

university in which students or educators are involved. 
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Groups: Public and private groups based on interests and affiliation. Upon 

joining a group, users will receive notices about events and activities and have 

the ability to chat with all group members who are online. 

In-world: Events that happen within Second Life or the state of being 

logged into Second Life 

Instant message (IM): A feature in Second Life allowing users to chat 

(voice or text) privately with one person or a group of people. Instant messages 

cannot be overheard or listened to by other users. Instant messages can be 

saved by the-users participating in the chat. 

Multi-user virtual environments (MUVE): A virtual world in which more than 

one user is able to log in and users are able to interact with one another 

synchronously. In MUVE's, activity continues to happen even when a user logs 

out. Other users may continue to create content so the environment may change 

from one use to the next. 

Resident: A user of Second Life. Residents may have a free or paid 

account. 

Second Life (SL): A 3-D virtual world created by its users, operated and 

run by Linden Labs (Linden Labs, 2008). 

Text: A method of text-based chat used in Second Life wherein users type 

to communicate and "talk." 

Virtual world: A simulated environment facilitated via computers. Users 

interact via avatars, or virtual representations of themselves. 
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Voice: The use of audio within Second Life. The users speak into a 

microphone and their voice is broadcast to a group of people within a set radius. 

Summary , 

Virtual Worlds are unique learning spaces for educators to provide 

immersive learning experiences for their students. This study examined the 

experiences of educators using a virtual world, best practices used, and helps 

and hindrances to using a virtual world. This chapter has provided definitions of 

terms and described the virtual world examined. 
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CHAPTER II 

REVIEW OF LITERATURE 

This phenomenological study explored experiences of educators in 

Second Life using a phenomenological perspective and qualitative research 

approach. Using semi-structured focus groups in a virtual world, the researcher 

encouraged discussion among educators about their experiences using virtual 

worlds, helps and hindrances to using the Second Life platform, and best 
, ..____ 

practices for teaching in a virtual world. Discussion and questions focused on 

educators' motivations, helps, and hindrances in using Second Life, best 

practices, and the perceived educational value of using a virtual world. 

This section defines virtual worlds and provides further information about 

the selected platform, Second Life. The educational movement in Second Life is 

discussed and then an examination of education in virtual worlds. Finally, the 

chapter looks at two theoretical frameworks: social constructivism and innovation 

diffusion as lenses to view the research. 

Overview of Virtual Worlds 

Virtual worlds are online environments that enable users to interact with 

objects and other users in real time. The use of virtual worlds has increased 

exponentially since 2005 (Castronova, 2007). In a virtual world, the user is 

represented by an avatar, a digital representation of oneself. Users navigate 
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through virtual worlds by moving their avatar and interacting with other avatars 

and with objects. Virtual worlds may have themes, or be open ended worlds in 

which the user can determine the content and premise for their use. Some virtual 

worlds use a game-like atmosphere in which users must complete tasks or have 

a story line to follow. 

Due to the immediacy and interactivity present in virtual worlds, an 

immersive environment facilitates the engagement of the user (Cobb, 2002). 

Learners feel a sense of presence through the visual representations of people 

and places which activate imagination and engagement (Murray, 2004 ). Virtual 

worlds provide an environment where team building and group work may be 

essential (Sanchez, 2009). Users are exposed to a diverse population and may 

find themselves working with others to learn and interact. 

Dede (2004) found that virtual worlds reach learners who are less 

successful in conventional settings by providing problem _based learning and 

collaborative learning options for educators. He also stated that virtual worlds 

may motivate users by providing a learning environment out of the norm with 

fantasy, fun, social recognition, and challenging students to think outside of the 

regular classroom. Virtual worlds may encourage students to explore beyond the 

given material and to be proactive in their learning (Taradi, 2005). 

Many virtual worlds exist, catering to different audiences. Worlds such as 

Webkins, Club Penguin, and Disney Toon Town are designed for young children. 

Virtual worlds for young children often have limited phrases from which children 

8 



can select. Membership in children's worlds such as Webkins comes through the 

purchase of merchandise. Second Life, Active Worlds and There are the three 

most populated virtual worlds for adults. These worlds allow for greater flexibility 

in content creation, communication and exploration. 

An Explanation of Second Life 

Second Life is defined by Linden Labs (2008) as a "3-D virtual world 

created by its Residents." Second Life opened to the public in 2003 and is 

inhabited by millions of Residents from around the globe. Second Life stands out 

from other virtual worlds in that the content is developed almost uniquely by the 

residents. Second Life does not have a game-type objective or goal. Stages or 

levels are only created if the users create a game that has them (Rymanszewski, 

2007). 

Environment 

Due to Second Life's user-created content, the environment varies from 

one location to another. Residents of Second Life can sit on the beach sipping 

beverages and watch dolphins jump in the ocean. Two minutes later a resident 

could be in a professional conference interacting with a group and listening to a 

speaker from across the world (Rymanszewski, 2007). Users can create the 

content for Second Life, giving the platform an edge for educators. Using the 

embedded content creation tools within the program, educators can create three

dimensional content and provide their students with immersive learning 

9 



experiences without the expense and time needed to learn complex 3-D 

graphical applications. 

Avatars 

As in other virtual worlds, Second Life users are represented by an 

avatar. Avatars can be customized to reflect a real-world persona, the user's 

personality, or a fantasy character. Avatars can be changed depending on the 

setting and one's purpose in using Second Life. 

Communication 

Second Life has multiple modes of communication. Residents can 

communicate via text b_ased chat, voice chat, or a combination of the two. 

Residents can opt to chat in public chat, permitting any avatar within a certain 

distance to "hear" the conversation, or to chat in private chat only viewed by 

those invited. 

Current Educational Movement in Second Life 

In spring 2006, Second Life opened a new project entitled Campus: 

Second Life (Robbins & Bell, 2008). The purpose of this project was to provide 

land to interested educators who wanted to explore the educational potential of 

Second Life. Educators needed only to fill out an application and provide a copy 

of their syllabus indicating the Second Life component. Pioneering educators had 

already started exploring the metaverse, but this project proved to be a tipping 

point in which educators became actively involved in not only teaching in Second 

Life, but researching about teaching in Second Life. 
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Second Life's function as a "cool tool" for teaching programming and 

game design quickly exploded into the creation of class content in various fields 

from law to English rhetoric to sociology. Educators such as Sarah Robbins at 

Ball State University and Charlie Nessen at Harvard University began delivering 

courses supported by activities in Second Life as early as 2006 (Carvin, 2006). 

Carter and Click (2006) reported that 60 institutions used Second Life in 2006. In 

2007, over 1,300 educators participated in a 24-hour virtual conference entitled 

Best Practices in Education. Early adopters to the platform provided campus 

models, simulations, class projects, and created examples of the potential of 

Second Life for others seeking to use the platform and tools for use. Texas State 

Technical College announced the first degree program offered entirely in Second 

Life in 2007. During an address for educators in Second Life, Lester (2009) 

reported that Second Life now provides discounted land for over 1,000 

educational and nonprofit institutions. Second Life's growing educational 

population indicates that at this time, it is the tool of choice for educators using 

virtual worlds (Warburton, 2009). 

Current Research in Virtual World Education 

The educational potential of games has been documented and discussed 

at length. While one might argue that a virtual world is not the same as a video 

game or even a MUVE (multi-user virtual environment), many of the benefits of 

games can be seen in virtual worlds. Little research has been done on the 

effectiveness of using virtual worlds for education. Two notable exceptions are 
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Steinkuehler (2004, 2006b, 2008a) and Gee (2003). Both look at the social 

practice of learning and examine how the structure of games plays into the 

learning process. However, their emphasis has focused on objective-based 

games rather than user created environments. 

Research on widespread use of virtual worlds for educational uses has 

been limited to case studies and individual courses. In an analysis of action 

learning for a senior level course, Wagner & Ip (2009) reported that Second Life 

contributes to student's perceived value of learning. In addition, they noted that 

Second Life offered an environment for students to carry out tasks that might 

have been difficult to undertake in the real-world. Several other publications have 

shared best practices of individual projects within virtual worlds. Bronack, Riedl, 

and Tashner (2006) examined the use of another virtual world, Active Worlds, 

and received feedback from their students that the use of the virtual world 

provided a rich learning community. Wang and Braman (2009) completed a 

series of case study activities in Second Life with multiple sections of three 

computer science courses and reported that Second Life activities had a positive 

impact on student learning experiences. They reported that feedback increased 

for students along with student motivation for learning. 

Contradictory to other positive findings relating to virtual worlds and . 

Second Life, Cheal (2009) reported a negative assessment of Second Life by 

students who took an honors level course within the virtual world. Cheal posited 
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that the negative perceptions might have been due to technical problems, course 

design and student concerns about their ability to learn in a virtual environment. 

Jamison (2008) examined new instructors' experiences in using Second 

Life and suggested multiple frameworks for orientation of new users to the 

platform. He suggests that social interaction, environmental adjustment, learning 

mentality and personal meaning affect one's first experiences in Second Life. 

Robbins (2007) asserted that virtual worlds create a sense of presence 

and build community among users. However, little has been done to compile 

general best practices or to determine the effectiveness of using virtual worlds 

compared to other technologies in education. 

Theoretical Frameworks: Social Constructivism & Innovation Diffusion 

Vygotsky (1978) postulated that learning occurs on a social level and then 

on an individual level. This concept of social based learning is formulated in 

social constructivism where learning is viewed as a continual process which 

occurs as people interact with one another. In examining social constructivism, 

one finds the following five assumptions: a) learning is participatory ( communities 

of practice), b) knowledge is social (situat~d), c) learning leads development 

through predictable stages via shared activity with others (engaging with others), 

d) knowledge emerges through meaningful interaction with others, and e) 

learners develop dispositions relative to the communities in which they practice 

(attitudes, beliefs, and values) (Bronack et al., 2006). 
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Steinkuehler (2004, 2006a, 2008b) and Gee (2003) argued that the 

instructional potential of games can only be realized through attention to the fact 

that learning is a social practice. Lave and Wenger (1991) challenged the 

traditional view of education as a process by which an individual takes in 

culturally given knowledge. They argued that learning and thinking come from a 

socially constructed world. Meaning is contextual, and learning happens when 

individuals are participants in social communities of practice (Delwiche, 2006). 

As educators explore and use a new learning platform, they will learn from 

others' uses. Rogers' (2003) theory of innovation diffusion stated that as 

individuals become aware of a new innovation they will evaluate it, determining if 

that innovation is adopted or rejected. The innovation-decision process is the 

process in which an individual becomes aware of an in~ovation, forms an attitude 

about the innovation, decides to adopt or reject, implements the new idea and 

then receives confirmation of the decision. Rogers broke the adoption process 

into five categories of adopters: innovators, early adopters, early majority, late 

majority, and laggards. Educators teaching with virtual worlds might be described 

at this point as early adopters. Rogers contended that those who know about an 

innovation earlier are more educated, have higher social status and have more 

contact with change agents. In addition, those who adopt the technology at an 

earlier point are more likely to shape the use of the innovation for later adopters 

(Rogers, 2003; Samarawickrema & Stacey, 2007). 
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Rogers described five characteristics predictive of the adoption of 

innovations: 1) relative advantage, 2) compatibility, 3) complexity, 4) trialibility, 5) 

observability (Rogers, 2003). If educators can see an advantage to using a 

newer innovation over more traditional methods, feel that it is not too complex, 

can test the technology with minimal investment and observe the results, 

adoption may occur. Looking to virtual worlds, these criteria may help explain 

why educators are adopting and the use of the innovation has expanded. 

Rogers (2003) stated that those who adopt early will shape the way future 

users view and use an innovation. Social constructivism explains that people 

learn from one another's experiences. Bringing together these two theories, and 

looking at educators' current uses and best practices, future users may be more 

inclined to use the technology and current users may be able to enhance their 

use permitting a more generalized use among educators should this technology 

become more mainstream (Samarawickrema & Stacey, 2007). 

Summary 

Virtual worlds provide several collaborative learning opportunities for 

educators and students. However, the lack of a strong theoretical framework and 

research studies on the use of virtual worlds leaves much to be explored in this 

arena. The unique environment in Second Life lends itself to further exploration 

as a pedagogical tool. 

The use of diffusion theory and social constructivism frame this study in 

assuming that educators currently using virtual worlds are early adopters. Their 
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use may be predicative of future uses and a more widespread adoption. By 

learning about best practices, helps, hindrances and motivations for using this 

technology, training and future course development may be enhanced. 
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CHAPTER Ill 

DESIGN & METHODOLOGY 

The purpose of this phenomenological study was to explore the 

experiences of educators in Second Life using a phenomenological perspective 

and qualitative research approach. Using semi-structured focus groups and 

follow-up interviews in a virtual world, the researcher encouraged discussion 

among educators about their experiences using virtual worlds, helps and 

hindrances to using the Second Life platform, and best practices for teaching in a . 

virtual world. Discussion and questions focused on educators' motivations, helps, 

and hindrances in using Second Life, best practices, and the perceived 

educational value of using a virtual world. 

Research Questions 

In order to examine the current educational uses of Second Life and 

educators' perception of these experiences, the following questions guided the 

research: 

1. What motivated educators to use (and continue using) Second Life? 

2. What are hindrances in using Second Life? 

3. What are helps or aids to using/adopting Second Life? 

4. What advice do educators give for other educators about using Second 

Life? 
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5. What are best practices for using a virtual world? 

Focus Group Methodology 

Focus groups provide an opportunity for participants to collaborate and 

build off one another. Interaction is the hallmark feature of focus groups, focusing 

on a group's ability to tap into their collective intelligence and experiences 

enabling people to clarify ideas and provide an opportunity for rich sharing and 

collaborative thought (Watson, Peacock, & Jones, 2006). 

Online Focus Groups 

The effectiveness of online focus groups has been a topic of much debate, 

with some critics claiming that online focus groups are not, in fact, actually focus 

groups but another form of group interaction entirely (Edmunds, 1999; Krueger & 

Casey, 2000). Others assert that online focus groups provide multiple benefits 

including the ability to bridge geographical constraints, focus specifically on 

internet users, and provide a level of anonymity not afforded with a face to face 

focus group (Rezabek, 2000; Watson, et al., 2006). However, it is important to 

acknowledge the inherent limitations of online focus groups; the main limitation 

has been described as the lack of visual cues and feedback (Turney & Pocknee, 

2005). Using typed response, there may also be fewer spontaneous comments, 

and participants may be more likely to think more carefully about their responses 

before composing them. In addition, those who are faster typers may·be at an 

advantage over those who lack typing skill (Edmunds, 1999; Rezabek, 2000). 

18 



Krueger and Casey (2000) defined four basic characteristics needed for 

focus groups. The characteristics include (1) a group of people who (2) possess 

certain characteristics and (3) provide qualitative data to help understand a 

certain topic through (4) a focused discussion. Using these criteria, the 

researcher established protocols for the focus groups. 

Focus Groups Involve People. While the average size of a regular focus 

group is 10-12 people, small groups of four to six participants allow more 

opportunity for sharing ideas. A small group is recommended for focus groups 

where people are experts in a field or have a good deal of experience in the 

subject area (Krueger & Casey, 2000). Additionally, using a larger group with 

text-based chat is highly discouraged as it takes more time for people to read, 

process, and respond (Greenbaum, 1998). 

The People Possess Certain Characteristics. Online studies are o·nIy 

appropriate when the researcher acknowledges that the participants will be 

limited to computer users with access to the platform. For the purpose of this 

study, an online focus group ensured that participation was limited to participants 

who have an account within Second Life and who were involved in the 

educational aspect of the program. Using a homogeneous group is 

recommended for focus groups (Krueger & Casey, 2000). For the purpose of this 

study, participants were limited to educators associated with an educationaJ 

institution who have conducted sessions in the virtual world with their students 

and have been a member for more than six months. These criteria helped to 
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ensure that the participants were adequately experienced to discuss topics 

related to the research questions. 

Focus Groups Provide Qualitative Data. Focus groups solicit opinions and 

present a more natural environment than interviews in that people influence each 

other's opinions (Krueger & Casey, 2000). This can be a drawback to group 

dynamics, but the structure can also provide for richer content. The researcher 

must be aware that the purpose is not to come to a consensus but to discuss and 

share ideas. Watson et al. (2006) pointed out that the language of computer 

mediated communication brings a new form of feedback including cues such as 

LOL (laugh out loud), :) (smiley faces) and other text emphasis (*laugh* or 

*shrug*) that experienced users may use to provide a form of nonverbal 

feedback. In using a virtual world, the program allows participants to use 

"gestures" and to communicate via voice or text chat. Participants are 

represented by an avatar on screen, giving participants a sense of presence for 

the other group members. The appearance of avatars, use of gestures and text

based "nonverbal" feedback are all forms of qualitative data which could be 

interpreted along with the text and voice discussion. 

Focus Groups have a Focused Discussion. Krueger and Casey (2000) 

emphasized the importance of a focused discussion. Questioning begins with 

broad topics and as the group continues talking, questions narrow in scope. The 

moderator's role was to keep participants focused on the topic of discussion, 
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Participants 

Participants represented a p~pulation of over 2,000 educators in Second 

Life. For the purposes of this study, participants were limited to college and 

university educators who registered in Second Life for at least six months and 

had facilitated sessions in Second Life with their students. Participants were 

both self selected and invited to participate. 

Second Life has a group function that permits users to create groups for 

specific interests. Group managers must grant permission for sending 

notifications to all users. To recruit educators, the researcher contacted group 

managers for permission. Groups may represent real-life entities or be 

representative of groups contained only in Second Life. Notices were sent to two 

educational groups within Second Life (Real Life Education in Second Life, and 

EdTech). Other participants responded to a call for participation on the Second 

Life Educators (SLED) list-serv. After using these two arenas for recruitment with 

minimal response, the researcher combined a list of educators who had 

presented at professional conferences on their use of Second Life with students. 

These educators received individual e-mails containing an invitation to 

participate. 

Krueger and 'Casey (2000) recommended a screening interview for 

participants. This ensures that participants meet the criteria for the focus groups. 

The researcher prepared a screening survey that potential participants were 
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directed to take. Participants meeting the criteria for participation signed up for a 

focus group. 

Educators in this study were associated with a real-life educational 

institution (university or high school) and currently using Second Life for 

instruction or research. In order to ensure that participants have experience in 

using virtual worlds, participants needed to have used Second Life with students 

and been a member of Second Life for at least six months prior to participating in 

the focus group. 

Confidentiality and Protection of Human Participants 

Informed Consent 

Consent to participate in the research was delivered at multiple levels. 

Before participants completed the screening survey, a page online explained the 

research project. By clicking on the page to take the screening survey, 

participants indicated consent to participate. Participants who signed up for the 

focus groups received information about the research as their participation was 

confirmed in Second Life. After signing up to participate for a focus group, 

participants were sent a text-based "notecard" in Second Life confirming the time 

of their focus group and containing the consent form. Participants created a new 

notecard in Second Life indicating consent and returned it to the researcher prior 

to beginning the focus group. In Second Life when a user creates a new notecard 

the name of the avatar appears as the card's creator. Giving the notecard to the 

researcher served as ·a digital "signature" for consent. 
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Confidentiality 

As research conducted in a virtual world, participants' real life identity did 

not need to be revealed to the researcher. However, participants' screen name 

did appear in chat logs. Within Second Life, screen names are unique to each 

user, therefor~ all screen names were removed from transcripts and chat logs 

prior to analysis and participants were coded in order to ensure that their Second 

Life persona could not be linked to their real life identity. Participants had the 

option of creating an alternate avatar identity if they did not want to disclose their 

Second Life identity. As real life identities were not necessarily disclosed, the 

researcher was not able to distinguish if participants chose to use an alternate 

avatar. 

Data Collection Methods 

The following protocol was followed after participants were identified 

through the screening process. The participant received, in Second Life, a formal 

invitation to participate in the study and the researcher scheduled a time for an 

appropriate session. Since it is commonly accepted in Second Life that some 

users prefer the use of text-based chat over voice chat (or vice versa), the 

researcher conducted groups in both text and voice chat. Participants selected 

an available time from a list of choices and chose to participate using text-based 

chat or voice chat. One day prior to the scheduled focus group, the researcher 

contacted participants to confirm attendance. 
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Participants indicated informed consent of their participation by reading 

the consent form and returning a virtual notecard to the researcher indicating that 

they consented before beginning the discussion. The researcher posted signs in 

the discussion space outlining the rules for discussion. Discussion took place 

with participants' avatars seated at a round table. The researcher captured chat 

using two methods. First, the researcher used a digital recording program on the 

computer allowing the resea"rcher to record voice chat and to view the use of 

gestures or avatar animations. This procedure enabled the researcher to identify 

who was speaking during voice chat _sessions as the interface provides indicators 

of the current speaker. Secondly, the researcher logged the chat so that all text

based communication was saved directly onto the computer. 

Discussions occurred in either text-based chat or voice chat within the 

Second Life interface, depending on the group preference. At the end of the 

focus group, the participants were asked to complete a short survey with 

demographic data including information on how long they have taught in Second 

Life, where they teach, and topics they teach. 

Focus Groups 

Size of Focus Group. Since the use of a focus group within virtual worlds 

is largely unexplored, the researcher followed guides and protocols based on 

focus groups for both internet and real life groups. Using a larger group with text

based chat is highly discouraged as it takes more time for people to read, 

process, and respond (Greenbaum, 1998; Turney & Pocknee, 2005). Therefore 
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the researcher limited the focus group size to a maximum of six people per 

session. 

Length of Focus Group. Focus groups lasted between 90 minutes and 203 

minutes. According to Greenbaum (1998), distance focus groups become less 

effective after two hours as people may excuse themselves or be prone to more 

interruptions after this point. Text based chats require more time for participants 

to express their ideas, thus leading to longer time needed for a focus group 

discussion. 

Guidelines for Focus Group. Stewart and Shamdasani (1990) 

recommended setting guidelines for the focus group and posting them in a visible 

location to remind participants of the expectations during the group discussion. 

Second Life is a rich environment, but can also be a very distracting 

environment. In order to help prevent participants from being visually distracted, 

the focus group space within Second Life was held in a protected space. Other 

Second Life users were not able to access the space during the focus groups. 

This prevented interruptions by other avatars and provided less visual 

distractions. Participants were asked not to instant message one another or other 

people within Second Life. The researcher asked participants to participate fully 

in the conversation by minimizing instant messaging and other distractions. Next, 

participants were asked to respect the comments made. It was emphasized that 

the researcher is seeking experiences, not "right answers" to the questions or 

even consensus in responses to the questions. Finally, the participants were 
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asked not to share the discussion with others after the focus group ended. This 

request was important not only in maintaining confidentiality, but also in helping 

participants feel ~hat they could speak openly about their experiences 

(Greenbaum, 1998). 

Second Life Setting for Focus Group. Access to the focus group area was 

controlled and only participants were permitted in the "chat range." Participants 

seated their avatars around a table, giving a sense of one another's presence 

during the session. 

Focus Group Questions. The researcher began the focus group with a list 

of prepared questions. These questions were aimed at answering the research 

questions. 

o Briefly introduce yourself and tell us how you have been using 

Second Life in teaching. 

o Tell me about why you became involved in Second Life. 

o What type of training (if any) did you participate in while getting 

started in Second Life? (examples: in-world, local campus training, 

books) 

o How does using Second Life compare to other online methods you 

. have used? 

o What have been some "ah ha" moments in working in Second Life? 

Times where you went "wow, that worked well?" 
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o What about the inverse? Times you realized you would do 

something differently? 

o If you were talking to a person considering using SL for their class, 

what advice would you offer? 

o Best practices are previously used techniques that have been 

effective in delivering a desired outcome. Can you tell me about a 

best practice that you have used or seen others use while teaching 

in Second Life? 

During discussion, the researcher asked for clarification or more detail on 

responses. Such prompts included, "Can you tell me more about. .. ," "Can you 

give me examples?", "What else would you include?" etc. 

Pilot Study 

Prior to beginning the focus groups, the researcher conducted two pilot 

focus groups; one used voice chat, and the other used text chat. Based on 

findings from these pilot efforts, the researcher modified questions and 

procedures as needed. The original list of questions was too long for time allotted 

therefore, the researcher eliminated questions addressed through discussion of 

other questions. 

The first voice focus group also led to a realization that Second Life's use 

of "back chatter" during voice sessions provided an invaluable chance for 

interaction and discussion. Back chatter occurs in text chat while another person 

is talking in voice. One person speaks while others type comments or questions 
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into chat. This increased discussion and allowed participants to interact more 

with one another as they might have in a face-to-face focus group. While 

nonverbal feedback was limited, the back chatter provided a way for others to 

indicate agreement or disagreement without verbally interrupting another 

participant. 

Follow-up Interviews 

The researcher conducted follow-up interviews for clarification and 

additional information following the focus groups. Focus group participants who 

consented to an in-depth interview on the original consent form were asked to 

participate in an interview. Interview participants were selected based on their 

participation and comments in the focus groups. Five interviews were conducted 

in Second Life using voice or text chat, depending on the participant's 

preference. 

Actual questions for follow-up interviews varied based on participant's 

comments during the focus group. However, the question type followed the 

following format: 

1) Would you expound on your statement (insert statement here). 

2) Can you tell me more about the projecUbest practice/help/hindrance 

mentioned in the focus group? 

3) You stated (insert statement here); can you explain more about this? 
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Data Analysis Procedure 

Data Management 

In order to ensure that no harm was done to participants, the researcher 

employed several procedures in order to maintain confidentiality. Even though 

participants were not required to reveal their actual names, they were identifiable 

through their Second Life name. Therefore, participants' avatar names were 

masked after data collection. The screening survey and sign up tool was 

conducted online using an online survey tool. The follow-up survey was a 

notecard (text based file) in Second Life. Data were stored on secured servers 

and deleted from the researcher's account once the information was downloaded 

for analysis. 

During the focus groups, a chat recorder was utilized to record the typed 

chat. The chat was logged on the researcher's computer and stored on the 

researcher's home computer in password protected files. 

Focus groups were captured using a digital screen capture program in 

order to capture both video and audio output. The researcher transcribed voice 

recordings. Transcripts were stored digitally in password-protected files on the 

researcher's home computer. 

Data Analysis 

Using a phenomenological framework, the researcher acknowledges that 

her perspective influenced the analysis of the information (Denzin & Lincoln, 

2003). Using the hermeneutical circle, where analysis of the part depends on the 
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whole, and analysis of the whole depends on the part, the researcher recorded 

reflections from the focus group immediately following the group. This helped the 

researcher to focus not only on individual parts during the data analysis but also 

consider the discussions as a whole (Denzin & Lincoln, 2003). Using an 

interpretative phenomenological approach to analysis, key points in transcripts 

were coded and extracted. The codes were then grouped into concepts and 

themes. 

Ensuring Authenticity and Trustworthiness 

As a hermeneutical approach requires acknowledgement that the 

researcher will affect the data, the researcher employed several methods to 

ensure trustworthiness of the data (Denzin & Lincoln, 2003). Using the concept 

of triangulation, several sources ":Vere examined to explain and confirm that the 

researcher's conclusions were correct. First, the researcher visited and observed 

educational spaces created and used by the educators in the study. Visiting the 

spaces helped the researcher to confirm the type of interaction and use of the 

virtual world. Next, the researcher conducted follow-up interviews with five 

educators who participated in the focus groups. By asking questions based on 

prior conversations, the researcher was able to clarify and ensure correct 

assumptions. Finally, the researcher read entries from June to August 2009 on 

the Second Life Educator's listserv. This listserv generates approximately 1,000 

posts from educators each month. Educators frequently ask questions, post 

information about projects and converse about their experiences using Second 
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Life. Finally, the researcher attempted to bracket her previous experience in 

Second Life by keeping a reflexive blog journaling her experience and reflections 

during the research process recording her thoughts and acknowledging bias 

based on previous experience teaching in Second Life. 

Role of the Researcher and Previous Experience in Virtual Worlds 

The researcher has been an educator for the past eight years, teaching at 

both the high school and university level. She has been actively teaching in 

Second Life since February 2007. She has designed curriculum for introducing 

educators to Second Life and for the past year, taught an eight week series on 

pedagogical practices in Second Life. She has also taught classes on Second 

Life content creation. 

Summary 

This phenomenological study of educators' experiences in using virtual 

worlds for educational activities used focus groups, observations, and individual 

interviews to aid the researcher in answering the research question. The 

research question asked: "What are educators' experiences in using virtual 

worlds for educational activities?" 

Through the use of virtual focus groups, the researcher asked small 

groups of 2-6 instructors who have been in Second Life for at least three months 

about their experiences in teaching. Follow up interviews were conducted with 

select participants. A convenience sample was used. A hermeneutic approach 

was used to analyze the data in which the researcher will acknowledge that her 
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interpretation affected the data. Using triangulation, the researcher attempted to 

ensure authenticity and trustworthiness of the data. 
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CHAPTER IV 

RESULTS OF THE STUDY 

The purpose of this phenomenological study was to explore the 

experiences of educators using the virtual world Second Life. The researcher 

conducted semi-structured focus groups with educators who have used Second 

Life with their students. Focusing on how educators are using Second Life, 

lessons learned, and best practices, the researcher analyzed the focus group 

data using a hermeneutical approach. The research questions are: 

1. What motivated educators to use (and continue using) Second Life? 

2. What are helps or aids to using/adopting Second Life? 

3. What are hindrances in using Second Life? 

4. What advice do educators give for other educators about using Second 

Life? 

5. What are best practices for using a virtual world? 

This chapter will discuss the data collection procedure, describe the 

participants, explain the method of data analysis and examine the overarching 

themes relating to the four guiding research questions. Comments from 

participants will be shared using their actual words, but the identities have been 

masked by using codes. 
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Data Collection Procedure 

The researcher conducted a total of 6 online focus groups with a total of 

25 participants. Focus groups were held within the virtual world of Second Life. 

Group size ranged from two to seven participants. Three groups were held using 

voice chat, and three used text only chat. Calls for participation were made to the 

Second Life Educator's listserv, education-related groups within Second Life, and 

by e-mail invitation to educators who had presented or published on their 

experiences teaching in Second Life. Prior to participating, participants were 

asked if they met the selection criteria. Criteria were stated as follows: 

Eligibility: Educators employed by a university or college who have taught 

in Second Life. Educators will have had a Second Life account for six 

months or more and have facilitated sessions within Second Life with their 

students. 

After self selecting, participants were asked to choose a time from a list of 

9 possible dates over a 2-week span. Initially 31 participants signed up for the 

focus groups;. a total of 25 participated. Of the six that did not participate, two did 

not show up to the session or respond after being contacted about rescheduling. 

Two were not available at any of the times listed for the focus groups but 

expressed an interest in participating if more were scheduled. Two came to the 

focus group session but left before it began; one left due to technical difficulties, 

the second left when called to attend another meeting. Although participants who 
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were not able to participate initially were given an opportunity at a later date, 

none responded to future inquiries. 

After completing the sign up form, participants received digital 

confirmation of their participation within Second Life containing information about 

the location of the focus group in Second Life and a consent form. Approximately 

24 hours prior to the focus group, participants were sent a reminder message. As 

participants arrived in the area where the focus group was held, they were asked 

to pass their consent forms to the researcher and select a seat around a round 

table. Participants were informed that both audio and video for the focus group 

was being recorded. With groups conducted in voice, the researcher began with 

a sound check to ensure that all speakers could be heard and then ran through 

directions for the focus group. The researcher then began with questions and 

allowed the group to discuss and respond. When needed, prompts were used to 

ask for clarification or elaboration. At the end of the focus groups, participants 

were given 1000 Linden dollars (virtual money used for trading within Second 

Life- roughly equivalent to 5USD) and were asked to complete a participant data 

form containing demographic information. 

Two pilot studies were held, one in voice and one in text to help determine 

the pacing, technology and questions: Data from the pilot groups were included 

in the analysis; pilot groups are represented by groups V1 and T2. · 
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Length of Focus Groups 

The average length of the focus groups was 123 minutes with the longest 

group lasting 203 minutes and the shortest group lasting 93 minutes. Groups 

conducted in voice were longer than groups conducted in text by an average of 

30 minutes. 

Table 1 

Distribution of Participants in Focus Groups 

, V1 T2 V3 T4 vs T6 Total 

Participants 6 2 5 4 6 2 25 

Length 203 106 117 112 93 111 

(in minutes) 

Mode of Voice Text Voice Text Voice Text 

Communication 

Note: V=Voice; T=Text 

Participation by Method of Communication 

Participants had the choice of participating in either a voice session or a 

text-only session. Originally there were four voice and four text sessions planned. 

Participants did not elect times for two of the text sessions, so those sessions did 

not occur. However, at the last session, one of the participants was unable to use 

voice and th~ other participant agreed to participate in text so both would be able 

to contribute. Therefore, there were three voice groups and three text groups. 

Voice groups ranged from 5-6 participants while text groups had 2-4 participants. 

36 



Text groups tended to provide an equal balance of time for each participant, 

while voice groups required more moderation to ensure that all participants had a 

c~ance to speak. 

Follow-up Interviews 

After the focus groups, the researcher conducted five follow-up interviews with 

participants from the focus groups. The follow up interviews were conducted after 

a review of the transcripts. Participants were chosen for the follow-up interview if 

1) they noted that they would be willing to participate in a follow-up interview on 

their consent form, and 2) if the researcher had questions, needed clarification on 

a statement or if the participant did not have much speaking time during the 

focus group. Two of the follow-up interviews were specifically to clarify 

information provided in the focus groups and three were participants who for 

technical or other reasons were not able to fully participate in the focus group. 

Follow-up interviews ranged from 15 to 30 minutes and asked participants to 

clarify statements made during the focus groups, expound on information or to 

ask their responses if they did not respond to certain questions during the focus 

groups. Three of the follow-up interviews also included a brief tour of the 

participant's space in Second Life showing the researcher the learning 

environment that the participant created for their students. All follow-up 

interviews were conducted in text chat. 
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Transcription and Data Analysis 

The researcher transcribed half of the three voice focus groups and 

professional transcriptionists transcribed the remaining half. The researcher read 

through all the transcripts twice before color coding, cutting, and sorting 

comments according to responses and concepts. Using the software OneNote, 

the researcher sorted comments into response categories. From that point, the 

researcher was able to organize data from all focus groups. Data was organized 

as answers the research questions. 

During the focus groups and the data analysis, the researcher blogged 

about discoveries and the data collection and analysis process. This reflexive 

process allowed the researcher to bracket her personal expectations and to 

reflect on the emerging findings of the study. 

Description of Sample 

The sample consisted of 25 participants. Participants were self identified 

educators working with students in Second Life. Twenty-one participants were 

instructors at a university or college, one participant was an educator with a 

federal entity, and three were employed by universities and worked closely with 

faculty providing technical guidance over Second Life projects. 

Twenty-one participants were from the United States, three from the 

United Kingdom and one from Portugal; 68% of participants were female (n=17); 

32% were male (n=8). The age of the participants ranged from 37 to 68 with an 

average age of 53. 
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Table 2 

Participant Age and Gender 

V1 T2 V3 T4 vs T6 Total 

Females 3 1 3 4 4 2 17 

Males 3 1 2 0 2 0 8 

Real Life Age 

30-39 1 1 

40-49 3 1 2 6 

50-59 1 2 5 2 4 2 16 

60-69 1 1 2 

Note: V=Voice; T=Text 

Participant Experience in Second Life and Other Virtual Worlds 

Participants averaged 24.5 months as active members of Second Life. 

The minimum time spent in Second Life was six_ months with 42 months as the 

maximum. When asked if they had used other virtual worlds, 11 participants 

responded no, five responded yes and nine stated they had done minimal 

exploration of other platforms. 
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Table 3 

Participant Experience in Virtual Worlds 

V1 T2 

Months active in Second Life 

6-11 2 0 

12-17 0 0 

18-23 0 0 

24-29 1 1 

30-35 2 0 

36-42 1 1 

Exploration of other virtual worlds 

yes 

minimal 

no 

1 

1 

4 

0 

1 

1 

V3 

0 

1 

1 

1 

2 

0 

0 

3 

2 

Joined Second Life for Educational Purposes 

Yes 

No 

4 

2 

Note: V=Voice; T=Text 

0 

2 

5 

0 

40 

T4 

0 

0 

1 

2 

1 

0 

2 

1 

1 

3 

1 

vs 

2 

1 

0 

1 

1 

1 

2 

1 

3 

5 

t 

T6 

0 

0 

0 

0 

1 

1 

0 

2 

0 

2 

0 

Total 

4 

2 

2 

6 

7 

4 

5 

9 

11 

19 
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Courses Taught Using Second Life 

A total of 63 courses were represented in this study. Courses taught by 

participants ranged across all levels of higher education. Fourteen faculty in the 

sample taught used Second Life with lower level undergraduate courses (100-

200 level courses). Twelve used Second Life.in upper level undergraduate 

courses (300-400 level courses). Eleven used Second Life with master's level 

courses and two used Second Life on the doctoral level. 

Upper Level 
Undergraduate, 

(n=12) 31% 

Masters (n=ll) 
28% 

Doctoral (n=2) 

Lower Level 
Undergraduate, 

(n=14) 36% 

Figure 1. Academic level of courses taught in Second Life. 

Areas of Courses 

Participants taught 26 different areas of courses. Education represented the 

largest group of courses with 32% (n=8) of the participants teaching in that area. 

Business courses represented the second largest group with 20% of the 

participants (n=5). 
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Table 4 

Content Areas of Courses Taught 

n= 
participants 

Content Area teaching 
Education 8 

Business 5 

Communications/Journalism 3 

Information Literacy 2 

Nu·rsing 2 

Animation 1 

Architecture 1 

Composition 1 

Financial Literacy 1 

History 1 

Programming 1 

Social Sciences 1 

Findings on Research Questions 

In analyzing responses of the participants, several themes prevailed 

regarding their experiences and L:JSes of Second Life. Participants addressed five 

questions in the focus groups. During analysis of the focus group data, the 

42 



researcher used a phenomenological approach, coding comments and then 

grouping comments and overall "answers" relating to the, research questions. 

Motivations 

When asked why they initially joined Second Life, 76% (n=19) stated that 

they joined specifically for the educational implications of the program. Other 

reasons included curiosity (n=1 ), love of technology (n=3), gaming purposes 

(n=2), fun (n=2), and a desire to be involved in a spouse's new hobby (n=1 ). 

Many motivations for using Second Life were discussed by educators for· 

using Second Life. The most commonly cited reason for continued use of 

Second Life was a desire for greater student engagement in teaching. 

V5: I was just intrigued at how we can get students more engaged 

because we have a lot of truly fully online students who are dispersed 

around ... here and we really needed a way to keep them connected. 

In the quest for greater course efficacy and more student engagement, this 

faculty member sought an immersive environment to greater facilitate discussion 

and interaction 

TV5-1: I wanted to create a more interactive environment for my online 

class, my fully online classes. I've taught many years face-to-face and I 

teach teachers ... I vowed that if I was going to teach [th.is class] online I 

would find a way to make it more interactive. 
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Some expressed a desire for greater interaction with their online students or 

dissatisfaction with other online methods. One participant shared thoughts on this 

question: 

QV3-5: I sort of got motivated to use SL because I was very dissatisfied 

with the chat functions and the virtual classroom in Blackboard and was 

looking for a variety of other platforms and we've continued to look at 

other platforms. 

Many faculty members consider themselves generally techy and saw this as a 

new tool for exploration. 

ST4-2: I've been teaching using computers since 1980 (I'm old!) and I was 

curious to see if SL would make sense in a writing course. I teach in a 

computer lab and whenever a new interesting application comes along, I 

start to think about it as a potential teaching tool. 

TV5-2: I basically came in just because I was fascinated. It was bleeding 

edge. It was tech. 

Perceived educational advantages of Second Life. Participants discussed 

many perceived advantages of using Second Life as an educational platform. 

The benefits ranged from greater ability for student interaction to a more 

international audience to the ability to use other technologies in tandem with a 

virtual learning environment. · By far, the most common educational advantage, 

mentioned in all the focus groups was the feeling of presence and immediacy in 
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using Second Life. Participants described this feeling of presence and immediacy 

in many ways. One participant explains the concept of immediacy: 

V3: But what I find most useful in teaching in Second Life is.the 

immediacy, much like what we're experiencing her~. That we can have a 

conversation and we are able to bounce ideas off each other so much 

richer format than we ever could in a flat 1-D text format. 

These participants provide examples how a sense of presence in Second Life 

helps form better relationships: 

V5: "Aha" moment for me was how people could truly bond in here as 

groups and as groups of learners, and there was really a revelation that 

over some online classes that I had taken through traditional format that 

the bonding really doesn't occur there like it does here. 

T6: A couple come to mind - students saying that they really feel they 

have been in a group and got to know each other 

V1: I have to agree that in using SL it really becomes personal. Students 

feel like they're really sitting there discussing. 

Some faculty compared the feeling of immediacy in Second Life to the lack 

thereof in their learning management system or other tools and viewed Second 

Life as a complement to other teaching tools: 

V3: But I do really like Second Life as a complement because it's so 

different for students to interact with one another just as we are here; the 

fact that your avatar is here affects how I speak and when I speak and 
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what I say and how I respond in a way that can't be duplicated in 

Blackboard. I don't know if there are three other students online when I'm 

online in Blackboard so there's really no immediacy with my students on a 

2-D webpage like that. 

V3: That seems to get a response from students who have done BB-only 

courses in the past. They have told me- now I have a vague idea of what 

you sound like and you're more of a real person rather than someone just 

leaving notes and sending e-mails. 

One participant provided an example of how that sense of presence led students 

to consider their appearance and non-verbal communication during Second Life 

presentations: 

V1: so, I had met with my students a few times in SL before their 

speeches and I was surprised the night of their speeches that one student 

had actually changed her avatar outfit to be more of a professional attire 

so ... that is one thing that she had taken into consideration that she may 

not have if she was just sending me a PowerPoint so ... the nonverbals 

ARE there to some extent both students also commented that they felt 

more nervous ... like it was more of a personal experience for them. 

Participants discussed how the presence and immediacy in Second Life changed 

the instructor-student dynamic in the Second Life "classroom": 

VS: One of the students was saying last night, "I feel a lot more connected 

to you" I had been online with them for a week. With one student I used 
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text chat and then I used voice chat in the second meeting. I felt more 

connected to them. I felt like I knew them and we had done something 

together and we had gone somewhere together and we had experienced 

each other in a way that I c'ould not experience them through text in these 

discussion rooms. 

In addition, this instructor explains how she felt a shift in the instructor/student 

relationship: 

T6: The relationship is different from the classroom - the dynamics are 

different - and for some younger students it is the opportunity to grow up 

and recognise teacher as a peer rather than a superior. 

The second most frequently mentioned educational advantage was the feeling 

that students were successfully learning in Second Life. 

V1: My biggest moments have been where students will teach each other. 

We had a instance where a couple students from another university came 

in to view our class. They were showing what they were doing and they 

were comparing. I stood out of the way and I could see that the concepts 

we had taugh_t were being applied. Those were my best moments. 

T 4: I love reading a logged chat and realizing that the students were really 

thinking about the topic--not just playing. 

V5: When my students were writing in journals and talking about the kinds 

of reflecUons they were having about social behaviors they were coming to 

some revelations about how they view themselves and others. They were 
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pretty deep. I realized that this environment, Second Life, this idea of 

immersive worlds, had potential for education that I don't think that we 

have really even scratched the surface of. 

In addition to the feeling of presence and immediacy in Second Life, participants 

discussed other educational advantages including a global audience and a 

canvas full of possibilities: 

Helps 

T2: The world audience adds to the seriousness of the final evaluation. 

V3: The first thing that pops into my mind is the expansiveness of Second 

Life and the possibilities for teaching online in ways that are not possible 

in a more traditional online teaching method. 

Educators shared several experiences about their initial experiences in Second 

Life. Many mentioned the increased learning curve of the platform and some 

described a feeling of jumping in not knowing what they were doing. 

NV1-1: Shortly after that I went to a SL Stepping into Science workshop 

for a day. There were so many wonderful things going on, I could 

immediately see the implications here and so I jumped in with both feet 

and not really knowing what I was doing. 

Few educators participated in orientation or official programs. 

NV1 -5: I didn't participate in any training other than the initial orientation 

island. Other than that, It's just been falling, breaking myself, picking 

myself up and going on. 
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Six participants mentioned taking classes offered in Second Life, and eight 

participants commented on conferences which provided their introduction to 

Second Life. 

V1; I took this great building class- it was actually on building campuses 

from Boise State University .... the dean of the school of education back a 

summer or so ago. Plus the conferences in SL are fantastic - the 

education ones, VWBPE [Virtual Worlds Best Practice in Education 

Conference]. All of those are well worth attending. 

V1: I attended that stepping in science conference which gave us a little 

bit of orientation but otherwise it's been finding classes on building that are 

offered in world and picking out what I think I might need and working my 

own way through it. 

V3: My training or introduction was through the Sloan-C consortium I had 

signed up for a web2.0 boot camp and really I had no idea SL existed and 

was going to be part of the workshop. But I needed to fill in a gap on my 

vita with a conference that year and it was more convenient to do it online 

so I started in SL with them. The type of training that they offered included 

some tutorial material as in some handouts if you will, but they were kind 

of rudimentary to start. 

V3: Okay, I taught myself basically, I became aware more when I went to 

a one day conference about its use in education and I got an avatar; that 
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was in May 2007. It wasn't a course; it was people talking about their 

experience in using Second Life. After that I learnt gradually. 

For the most part, educators were self taught with Second Life. Four attributed 

help to tutorials within Secqnd Life: 

V3: Essentially, I went through the different tutorials that are available on 

SL including the orientation islands and the Ivory Tower Library of 

Primitives. Places where you have instructions how to do different things. I 

would use that experience and record them for the course that I knew I 

was going to be teaching and I listed them all on lesson plans for the 

students to follow and to use for their own training and to learn how to use 

Second Life and to do the work for the course. 

Finally, many talk about the importance of mentors and Second Life residents 

who aided their discovery within Second Life. 

V3: The most beneficial aspect of my orientation to SL with them was the 

access to a mentor that we had during the two weeks we had in Second 

Life. They taught us about teaching tools and also a few times a week 

there was someone online who could answer our questions and we went 

on field trips. 

V3: So as this has already been said- there were individual people who 

helped me ... such key points but I never went to any sort of courses so it's 

learning from observing others and talking to others. On the first year 

class there were a few librarians who helped me in a lot of the sessions. 
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We often teach together in SL. I find collaborative teaching in SL works 

good. As in RL so learning from each other - learning by going to a lot of 

events but not going to anything that was specifically a training course. 

While tutorials are helpful, this educator found exploring, experimenting, and 

discussions to be the most beneficial: 

V3: I've been self taught except for interaction with a lot of people in SL on 

a lot of different sims and like most of my technology experiences the self 

wandering through experimenting has stood me in good stead and I'm 

continuing to do that. 

This faculty member explains that conferences, symposiums and meetings in 

Second Life are an excellent forum for meeting people and that students are an 

excellent resource. 

V3: I learned mostly from friends I met. I attended a lot of conferences 

and symposiums and meetings in SL also and that's how I learned. I 

continue to learn also and I find that students teach me a lot of things just 

about the building type of things. I've done some of that but certainly not to 

the level of a lot of people in SL. I continue to, learn. 

This educator explains that in addition to mentors, having a purpose or event to 

attend is an excellent vehicle for finding those mentors: 

V3: Having a reason to go in like an event, because that's a good place to 

meet people and they might get something out of participating in the 

event. And also trying to identify friend, finding a friend who will be a bit of 
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a mentor to them. Or not necessarily a mentor just someone who to begin 

with them gives them a little bit of advice and is a friendly person, just 

someone so the they feel that there's someone there that they can contact 

with some really basic questions in a fairly informal sort of way. 

Hindrances 

While the overall impression given by the educators in the study was· a 

positive one, several hindrances to using Second Life were apparent throughout 

the discussion. Technical issues, student perceptions and a need to have work 

acknowledged were common themes. 

Technical Limitations. Participants Second Life is a resource intensive 

program. It has high technical requirements for optimal use. While this makes it a 

highly immersive program, it also proves to be a great limitation. F?culty 

discussed the need for computers that run the program, and internet connections 

that can manage it. Second Life also frequently has updates, although not as 

frequently as in the past which were often monthly. 

T2: [Educators] need to be fully aware of tech limitations. If we don't 

provide the lab for students to connect, some will not be able to. I would 

love to use SL for distance education, but you can't require it as many of 

our rural students are still on dial up. 

V3: When I first started teaching, Second Life seemed to crash fairly 

regularly and we would have new versions of the viewer promulgated 

often. And I got annoyed enough with it, yes, weekly updates seemed to 
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happen and I was always downloading things. And I was using an older 

computer than I'm using now and it would freeze sometimes and there 

was nothing I could do. 

T 4: We had to do the hard sell to our technology department to get the 

computer labs up to snuff ... 

T4: It's hard to convince administrators to adopt a new technology, when 

it's not as reliable as say ... Blackboard. 

Related to the technical limitations, Second Life has many features which 

enhance it's offerings but can present a steep learning curve which can be 

prohibitive for entry. 

V3: At the same time it has this expansive quality- the learning curve is 

steep and it requires this relatively advanced computer and so there's 

barriers to entry to SL and then not only for students but for faculty alike . 

VS: And I must say I still have my concerns about the steep learning 

curve. I think a lot of students still have challenges feeling, navigating and 

really very comfortable in the environment. 

This instructor comments on the surprise that comes with the learning curve in 

Second Life: 

T 4: The learning curve in SL is steeper than I thought it would be. 

Probably more for me than for my students, who are very brave and walk 

up to strangers for help. 
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Student resistance. Some educators expressed that they found resistance 

from students when introducing Second Life. They make a point that while many 

students end up enjoying the experience, the initial learning curve is a barrier for 

entry and further exploration 

V1: One of the things I've found is a bit of resistance on the part of the 

students. I would really love for me to be able to introduce SL and have all 

of them up rise and go to the Chair and say 'We want all of our courses to 

be taught in SL.' But I don't see that. I think sometimes it's just another 

thing they have to deal with. They would rather sit in the classroom and 

listen to a lecture and it's a little disappointing. 

According to the faculty, some students expressed a dislike of the synchronous 

atmosphere in Second Life: 

V3: Many of my students came in, but they didn't like the real time aspect 

of it. So we just did a few things and after that I got a lot of survey data. I 

had about two dozen students fill out questionnaires. Now I'm in the 

process of pre-creating avatars and I'm hoping to offer up again the option 

again of coming into SL using a pre-created avatar to decrease the 

amount of time used to orient. 

Other participants noted that while students were resistant initially, they adopted 

the technology after they had a chance to experience "freedom" in SL. 

V1: I've had similar experiences that [another instructor] was talking about 

in that the students if they get hooked, they get hooked immediately. They 
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see SL as a better SimCity and they just grab onto it. Others you have to 

drag them through every step of the way. They don't know what they're 

doing. They wish they could be back in the classroom. They complain to 

other professors who ask you why you're doing this. But eventually most 

of my students came around the very first class and even I had one 

student who sent me an e-mail the first two days they were on in bold cap 

letters I HATE SL. And now six months later I'm still meeting her. She 

comes into the environment, she comes to see what I'm doing, she goes 

dancing. Most of the time they come around but there is a big problem in 

early training. 

This educator noted that an initial assumption that younger students are more 

likely to be adopters might not necessarily be true: 

V3: I also have some concern about students who are coming from our 

high schools because in many cases they have not been allowed any 

freedom in using technology. So they have minimal competencies with 

things like e-mail and Web pages because they've been told and it's been 

reinforced regularly that much of what goes on in the Web is evil and so 

they find examples and they say because there's pornography in Second 

Life no one should be able to use ir I'm trying to counteract that with 

students by having them use our virtual campus. 

The shift in the instructor-student relationship may not necessarily be a 

hindrance, but it does require consideration for faculty members as explained by 
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this faculty member who is learning to negotiate boundaries with students within 

Second Life: 

T2-1: I have some announced times I'm going to be available in world. But 

I also like to get on just for me. Students don't really understand that. They 

think if they see me on then it's okay to ask me RL questions. Once I just 

didn't feel like talking to this person, so I disappeared. It wasn't very nice 

to do. 

T2-2: poof! 

T2-1: I think they use that on me sometimes! I haven't really figured out 

what to do. Sometimes I talk a little bit and then say I was in the middle of 

doing something. One student decided to tag along while I went shopping! 

And another speaks of the challenge with identifying instructors in a virtual 

setting: 

V1: I would like to know if anyone else has this experience but my first 

frustrating experience teaching in SL was when the students didn't 

recognize who was the instructor and who is the student particularly if you 

were dragons or whatever. But when I had guest instructors come in from 

other countries and the students kinda blew them off; they were frustrated 

and I was frustrated and there's no- you kinda have to establish a teacher

student relationship somehow even if it's just where you're standing or 

some sort of, I don't know, some way you have to establish that. I don't 

know how you establish it, but you need to. The other thing is the moment 
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that students turn their backs from you to the computer you've lost them 

unless you've established some sort of rapport. 

Importance of administrative support. Administrative support was 

discussed directly in four of the six focus groups. Those who had support 

expressed it in terms of luck, or good fortune. 

V1: you know, I feel fortunate, because where I am our campus presidents 

our chancellors, my chancellor, provost, and CIO have been in SL and 

been encouraging me all along. I guess hearing other people talk about it, 

I should consider myself fortunate. 

T2: the administration has been very supportive of SL. I know we're lucky 

compared to some places. 

V1: We're getting more interest. I think the advantage is we're faculty led. 

The administration is say, okay, you tell us what you need to make this 

work so that's been very encouraging. 

Monetary support seems to be a topic of great interest. Some are able to have 

monetary investments from universities: 

V1-1: somehow at both places we have managed to convince the dean to 

at least purchase us an island however, as others have stated, that's all 

the support I've received. 

V1-2: They're (the administration) saying, 'We'll we're not sure where the 

money's going to come from, but we'll find you something.' 

Others have made a great personal investment: 
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V1-3: Most of this project is coming out of my pockets. 

V1-4: I can sympathize with that, I've made a heavy investment of my own 

funds over the years. 

Also discussed were issues with workload and tenure. Some instructors do not 

even have the support of a computer in their office which can run Second Life. 

T4-1: Obtain tenure first. Learning SL is time consuming and not taken 

into university workload where I am. 

T 4-2: No. None of my computer work is [seen as part of workload]. I do it 

on my own time. 

T4-1: .... Being an innovator has a high price. 

T 4~3: It was my full time job for one year ... and now I am part-time as a 

consultant. .. since my sabbatical is over. 

T 4-1: My computer in my office will not work with SI, so my time in SL is in 

the evening hours. 

Some instructors recommended resolutions to the issue of administrative 

support. One explained that he uses the "look at what others are doing" tactic to 

gain administrative support: 

V1: That's one of the tactics I use when I take this info to our deans- so 

and so has it, where are we if we don't have it? How will we be seen? 

V5: I think the more that I know that other folks are doing and can see 

because I am confronted quite often with my director or someone saying 

"Well, you know, is anybody else using Second Life? Are there really 
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some other folks out there doing something?" so I think the more 

ammunition I have in my belt, the longer I'll get to keep this island. 

This instructor brings forward a practical solution: 

Advice 

V1: I think it helps if you can get some of the kind of notoriety that some of 

the ~raditional faculty use on their own behalf. Last year a publication took 

my method of teaching- a one piece of teaching, journalistic interviewing 

wrote it up and published it and called it a best practice. I shared it with my 

dean and they were "oh wow." Then recently a journal on libraries wrote 

up a piece on my avatar and .I guess for our administrators, it's 

recognizable. 

When asked to provide advice for other educators about using Second Life, 

participants had many suggestions. Advice ranged from specific technical details 

about Second Life to broad pedagogical considerations. Others recommended 

specific organizations and spaces in Second Life (see Appendix J) 

Familiarity with the platform. The most common piece of advice- offered in 

every focus group- was the importance of instructors being comfortable in using 

Second Life prior to introducing a class to the platform. As this faculty member 

explains, a high level of comfort on the platform will increase student confidence 

in their ability to use it: 

V1: I think if I had to give anyone advice and in many ways I have tried to 

do that formally and informally is definitely you should become a 
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comfortable user, not an expert user, but a comfortable user because we 

just mentioned the fact that if students see that if you're stumbling around 

and they're coming in frightened about the experience, if they see that you 

can't figure it out, then how could you possibly expect it of them and grade 

them? 

T2: They need to come in a lot and get comfortable ·so they will be able to 

answer all the questions students will have about doing things. They will 

expect you to know all the answers. 

VS: I think the professor has got to be comfortable, and from what I have 

seen, those who are not themselves comfortable in Second Life struggle 

heavily, and I've still got the same professors who are depending on me to 

be there and to guide them through their classrooms. 

V3: It's easier now I think, I see less sort of monkey business around SL 

now that they've sort of segregated the adult content but faculty that I work 

with ... I always feel as though although I don't want to discourage anyone 

but that they might not know exactly what they need to know in the way of 

you know expelling or banning a griefer or how to manage the platform 

enough but I'm not about to stop anyone from coming in. 

This participant suggested that observing others aids in determining how to 

implement Second Life for course content: 

V5: For me what's been helpful and I would advise people in teaching 

Second Life is to attend the workshop, attend a course in Second Life to 
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see how that is done, and then also to really spend time and explore how 

Second Life is really being leveraged for teaching and learning and decide 

what aspect would be most beneficial for their course content. 

These participants recommended general exploration of Second Life after getting 

a grasp of the basic navigation skills to understand the possibilities: 

T6: When first on SL, after they learn to fly and walk and keep their 

clothes on, search for something that interests them ... so they get a sense 

of the possibilities. 

VS: I would advise them to jump in and-- or give them a few resources to 

get started, advise them to jump in this space and explore around, but 

look at it in the eye-- look at it in how it is different, how they can engage 

people contrary to their normal online course materials, and give them 

ideas like role play, simulations, those type things and also I would give 

them some examples to talk about some things that we've done that's 

been successful in our classes, and I think that's a fairly good way to get 

them started exploring and then kind of turn them loose, let them explore 

and offer to mentor them, help them along if they need help with 

something, and they know they can contact me if they come up with 

questions, and we've also demonstrated some of the-- to faculty we've 

demonstrated some of the things that we've done to them, which kind of 

opens their minds. 
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Understanding the platform is an important element in creating learning 

experiences within Second Life that are appropriate for students. This instructor 

explains the importance of keeping objectives realistic in regards to the skills 

needed in Second Life: 

V5: I think a key element too is for professors to determine with their 

mentors, do they want to have a course that is basically presenting their 

curriculum- or do they want the course to actually incorporate the 

student's learning SL skills? Is that a goal, other than those they definitely 

just need for the course? For instance, students building something 

doesn't really have anything to do with say anthropology. They may not 

need to learn the build skills, they just need to learn the communication 

skills and how do you open a note card and all the basic things of that 

nature, how you pass information around. But I think sometimes they get 

those two things mixed up. I've seen professors say that to me, "Well I 

can't have my class in there because I'm going to have to teach them how 

to build." It is like "Well no, you don't," so you have to distinguish between 

those two things. 

Pedagogical soundness. Participants emphasized the need to have 

pedagogical reasons for using Second Life. They explained that students will ask 

why they are using Second Life and ~hat it's important for the use of technology 

to correlate with the learning objectives: 
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T2: At some point they are going to want to know why they need to do 

this. You have to have an answer. You have to actually have something 

you are doing here that could not be done easier in RL. 

T 4: I would tell them to be really sure WHY they want to use it. How does 

the technology align with learning objectives? I would also suggest looking 

for learning experiences that would suit them before trying to build them 

custom. A lot of thinking and planning can go a long way toward a good 

teaching experience/ 

Participants discussed that while one evaluates the use of Second Life, it is 

_ important to view it as a tool- it may or may not be the best tool for a certain 

educational outcome. It may need to be supplemented with other tools in order to 

provide an optimal learning experience: 

V3: Personally, I can see myself teaching an entire program in SL rather 

than in physical space and I'd need other tools- I'd need other tools- other 

sorts of tools where people could on a permanent basis exchange 

messages and be able to see them and be able to deposit documents and 

share links and that sort of stuff which at the moment is more difficult to do 

in SL. 

V3: I think there is a value of using WebCT or [other learning management 

systems]. WebCT is the one we use. I think it's kinda clunky but the fact 

remains that students like to have somewhere that they know there's any 

stuff that's given as handouts or anything like that. Also they don't like -
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the feedback from our students is that they don't like stuff to be all over the 

place they like it to be as simple as possible for them. 

Play and fun. Second Life has many possibilities and fun is an element of 

the platform. Participants in four of the six groups emphasized the importance of 

allowing for the element of fun and play: 

T4: I would say build in extra play time at the beginning. People seem to 

love tweaking their appearance and learning how to fly. 

T6: main thing - have fun and don't panic if it all seems to go wrong -

· people will have learned stuff anyway. 

V3: I give students a freebie pack that includes fun items like vehicles and 

bubble tubes and things like that. Having it is slightly chaotic but that's the 

idea, they're learning how to walk and communicate and so forth. 

In addition to allowing for an element of play, participants talked about the 

importance of having students customize their avatar in order to feel more 

comfortable in-world: 

T4-1: they need to be comfortable in their new skin before they can focus 

on deeper learning. 

T 4-2: I would agree ... our orientation session runs about 4 hours ... and 

students like having that time to explore "themselves" in their avatar 

sense .. 

T 4-3: I agree. They also seem to love designing their avatars. 
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T2: Your students will absolutely need to spend the first two hours setting 

up their appearance. You can't stop them, so be ready to help. 

T6: Let people fool around with modifying an avatar - that seems to 

engage people. 

Best Practices 

In terms of best practices, instructor responses ranged from content 

creation practices, personal uses of Second Life and exemplary examples they 

have seen or experienced in Second Life .. 

Preparation. Preparation is key as well as the method of delivery. 

Instructor roles may change in using an environment like Second Life: 

V1: if you're really going to have a class, what I'm doing is I'm looking at 

my experience when I had a class of teachers taking a building class by 

the dean of the school of education at_. That was probably my best 

experience in someone else's class. It was very good because, hey, they 

prepared! They had notes for the day, they had agendas. They had 

objectives- we knew what we were doing! They did a Socratic method so 

to speak. They didn't just talk- talk we did things so we shared. Very well 

prepared; very well done. 

Along the lines of preparation, learning activities must be geared with a purpose, 

as stated earlier: 
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T 4: Best practice is giving student a good orientation; clear objectives that 

connect with the work in SL and then outcomes that can be measure in 

achieving your goals for the course 

Scaffolding. Scaffolding is an important step when introducing a new 

technology to students. Discussed in three of the focus groups by six different 

participants, the most frequently mentioned method of providing an orientation to 

students and helping them become acclimated to Second Life was through a 

scavenger hunt. Faculty discussed scavenger hunts as a way to orient students 

contextually to Second Life: 

V3: The other thing that I've done with students a couple of times is 

scavenger hunts. Getting them to make landmarks a.nd move to different 

places and look for things and search and get comfortable doing all of the 

functions that are available in Second Life. They always astound me with 

where they find the things that they find that satisfy the scavenger hunt. 

So it's become a technique that I use fairly regularly. 

V1 :During the orientation period I use a scavenger hunt and I give them a 

40-item list of things that I previously tested - I have to go back and retest 

them because things come and go- items, objects, places come and go in 

SL. But I use a scavenger hunt as a big part of the initial orientation to get 

into walking flying/teleporting/taking photographs all the stuff that you want 

to do, I do it that way. I make them take photos of themselves if they can't 

actually bring st~ff back. Things like that. 
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Scavenger hunts can be used to introduce teamwork within Second Life: 

V1: We started out by having a scavenger hunt that had both clues both 

on French and English cultures so the students would get to know each 

other and get to learn a little bit of team working skills before we actually 

started building. Then we started building simple objects, and then we had 

real objects and they had to report on their progress in project 

management states and we had a discussion at the very end and 

feedback. 

Or use scavenger hunts as a method of evaluating students' Second Life skills: 

VS: For me this being my first time teaching in Second Life, and since it's 

looking at how do you develop instruction in a virtual world environment, I 

made-- it was a prerequisite that students-needed to have, you know, 

familiarity with navigating, you know, flying and using the camera controls, 

and I made it very explicit in the description of the course that you needed 

to have between 10 and 15 hours of experience in Second Life. Now, on 

that they have the necessary prerequisite is to send them on a scavenger 

hunt and they can collect artifacts that they have done this. They have, 

you know, taken a snapshot in front of a certain place so I know they know 

how to teleport, chat, and take snapshots, so that's what I'd probably do 

differently. 

This instructor provides an example of a colleague who provided a low-threat 

assignment for students as their first foray into Second Life: 
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V3: His students were told to think of the meaning behind adverts and 

advertisements and interpret them critically. And they made posters of the 

adverts in Second Life. And they embedded interpretations as note cards 

in the posters. And then they had sessions where they interacted with 

each other, looked at each other's posters and discussed them. So it was 

actually quite a simple use of Second Life. The students didn't need very 

many skills because, in fact, [the instructor] set up the posters and the 

note cards all ready. So they just had to learn how to sort of edit the poster 

to put in their own text and to write in the note card. He didn't have to 

spend too much in teaching them Second Life skills. But he was saying 

how compared with the classroom exercise they were spending more time 

looking at each other's works when they came in world actually looking at 

the adverts and looking at the descriptions, it seemed to have more impact 

on them. He said that between class times they were also looking at each 

other's work more and this made the reflection and the discussion around 

the meaning behind the advertisements deeper. 

Another example of an activity providing scaffolding in Second Life: 

You can create worlds from poems or embodiments of what the poem 

means to you, that kind of thing because that's adding an extra level. It's 

enabling people to express things that they may not find so easily to 

express through words, but they might be able to express when they've 

68 



got the building skills or the ability to collect objects and res them. They 

might find that easier in the context of Second Life. 

Finally, capitalize on the social aspect of Second Life to provide scaffolding: 

T2: I had students in individually. They had no real sense of the social 

aspects. When I had them come in pairs, Second Life started to make 

sense to them. 

Specific Examples of Classes Within Second Life 

Participants offered specific examples of how they used Second Life for their 

classes within Second Life and offered contextual best practices based on their 

experiences and their observation of others' use. Figure 2 provides a 

visualization of the uses participants in this study employed. 
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Uses of SL for 
Education 

Figure 2: Uses of Second Life for Education 
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Faculty members in the study related how they have used Second Life and what 

they deemed best practices. One broad definition: 

V3: Everything interactive and immersive is what I have observed to be 

the best practices in Second Life. 

Tool for Discussions 

Another faculty member discusses that he used Second Life for discussions and 

interaction: 

V3: I have done one face to face class in Second Life bringing them in for 

a particular project which was a group project... I do hold class 

discussions and I have projects where students are taking a concept from 

the weekly reading and going out to the grid to observe that concept or 

how that notion occurs in SL. Then we come back and discuss it, debrief 

on our campus island that we have. 

Simulation 

One explains how he uses Second Life as a simulation to save students time and 

money: 

V1: Essentially, I learned from what I did in here my first semester in here I 

taught a course on journalistic interviewing. I learned some things that 

were an eye-opener to me in terms of using SL as a simulation in the 

classroom. I was able to save my students a lot of trouble in terms of time 

and travel and gasoline money and things like that. They would have the 

same experiences of having to approach strangers and ask them 
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questions and things. I taught them all the things that you would have to 

someone to do it in real life a11d they use that in here and we have the 

added benefit of you can do class/group work first so they all learn and 

then you can send them out on individual assignments to learn what they 

have done as a group. I have used that many times now. I use that every 

semester. It's worked out really well. I guess for that purpose and in all my 

courses I see SL as a simulation. And that I send the students into this 

simulation to have a real world like experience. 

Applying Theory 

These faculty members have students apply theory learned in class to Second 

Life: 

T 4: I teach nursing theory to graduate students. The students receive 

lectures and also do artwork. The artwork is placed in the art gallery along 

with a note card. This artwork is an assignment in which they look at 

theory and integrate it into art. 

T 4: SL is being used by our nursing education program as a tool to aid 

students in developing good health assessments, become familiar with 

public health endeavors and also learning proper nursing techniques 

T2: Success in teaching interviewing techniques. The class can watch as 

each one interviews someone in world. They can help formulate the 

questions. See how the interview progresses. The teacher can point out 
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strategies. Everyone can sit in on the interview without being as intrusive 

as it would in RL or change the dynamics. 

Observing Behavior 

Taking on another approach, this participant has students experience 

Second Life, observe behavior and write about their experiences 

T 4: But I also use it as part of the courses' subject matter. For exampl~, 

one of my courses is a literature course that investigates concepts of 

"reality." So students spend a fair amount of time experiencing SL and 

writing about it. 

Instruction for Fully Online Classes 

Second Life can also be used for fully online courses. This participant 

explains the balance they have found in negotiating Second Life and the learning 

management system: 

V3: The other course that I've been teaching is a foundations of literacy 

and it's for students who have their bachelors degree and are pursuing 

their certification in one of the tracks available for them post 

baccalaureate. That course is listed in the catalog a~ a Second Life course 

but in reality it's a hybrid course that uses Second Life for our regular 

meeting and Black~oard for texts and information that students need to 

meet their competencies. Although they can also hand me notecards with 

their competencies. In that course I do an introduction to Second Life and 

then we work through the syllabus the second evening that we meet and 
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that uses PowerPoint in Second Life and from then on the students are 

handing me notecards with comments about their readings and questions 

and their questions- I compile a list of them and they become the basis for 

our discussion. We usually use a combination of voice and text for these 

sorts of discussion because I like sometimes for these to occur with me 

not having any privilege over the students who haven't got a good mike. 

So I type like mad and they type like mad for some of those things and 

then we do quite a bit in voice. Then instead of me lecturing from 

PowerPoint's- after that then we're immersed and I post on various 

locations around the sims we use and students can go to them anytime 

they want to or they can download them from blackboard to their 

computers and read them there. They read them and comment. From time 

to time we go on field trips around SL to immerse them in some other 

aspect of learning literacy. Sometimes I take them to foreign language 

sites so they experience the difficulty with not being able to read. If I got to 

a Japanese or Chinese site then we discuss thematic teaching in pretty 

great detail. We often go to a variety of sims- usually I use Japanese sims 

or the Alhambra sim or the Jerusalem temple. I've used Egyptian sims

just something to help them see the variety of things that are available. 
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Exploring Technology Itself 

Education was the most frequently taught content area in this study and 

frequently faculty had students studying how Second Life can be used for 

· teaching and learning: 

VS: And we do it various ways visiting sims; educational sims to see their 

design. But also looking at using instruction design principles and theories 

to see how that could be applied in the virtual environment, what needs to 

be tweaked in order to design in a 3D environment. 

V3: We did lots of building and we read all sorts of research that we could 

find. We built things and we tried to immerse ourselves in SL talking 

regularly at the scheduled time throughout the semester. 

Do Things that are Not Possible in Real Life 

Second Life can be used by faculty for assignments which might not be 

possible in re·a1 life. One example is the following assignment where the faculty 

member has students experiment with gender roles: 

VS: I decided to use Second Life to have students, as an alternative 

assignment for students to examine gender roles and it's been a lot of fun. 

They visit in an avatar whose gender is the one they most relate to in real 

world. And then they go in as the gender that they relate to the least. And 

in the journal tool in our learning management system they take pictures 

of themselves in Snapzilla. They create a Snapzilla account and they take 

pictures like a photograph album. And they keep a journal as kind of a 
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field guide talking about their experiences. And it's been very interesting 

because it's helped them to do some things in Second Life that they 

couldn't otherwise do in the real world. It's been a lot of fun. 

This faculty member discusses the potential of role playing within Second Life: 

VS: Things that the engaging environments in which you can role play and 

simulate in things that we can't easily do in a classroom setting. We have 

created a palace, an India Palace and we've created a China, the Ming 

Dynasty and the Forbidden City or a close facsimile of, created clothes for 

his student participants to wear that's applicable to that era. And then he 

has given them assignments of various roles or characters in each one of 

these situations. Then he gives them a situation or an event and they are 

to pretend to be that individual. They have to do research on how the 

· individual would look, how they would have dressed, what they would 

have worn, how they would have talked, what they would have said, how 

they would behave and then to do that in a classroom setting. His is very 

different than most because these students all but maybe a couple are 

actually in the classroom. And they collaborate and work together looking 

and watching their avatars as their avatars perform in the setting. He has 

been doing role play in his classroom for a long time like this. But the 

students getting to see some visual aids along with what they're doing 

because there's no way that he could have ever come up with costumes 

and all of that for his classroom. So instead they're doing it in Second Life. 
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Along the lin_e of things not possible in the physical world, content creation in . 

Second Life provides a forum for a new form of digital art: 

V1: Some of our art faculty are into digital art and they've seen the light 
) 

here as far as things you can't do in the real world but you can do here to 

recreate the visions that they have in their mind. So they've built some 

things and had art shows. From their point of view they can do things here 

that they can't do in RL. 

Research 

Finally, the interactive, social nature of Second Life lends itself to teaching 

research methods and interviewing skills: 

V3: The activity they do in SL is they carry out a research interview with a 

SL resident one or two SL residents. Then they have to analyze the 

transcript of the interview and they have to provide this analysis and a 

reflection of how well they did as interviewers ... In terms ofmy own 

teaching I think the activity that I was doing with my students was, again, it 

wasn't that sophisticated in terms of the Second Life skill, but certainly it 

seemed to me that, for example, having the students able to interview 

people that they would never have been able to interview face-to-face in 

real life because they're in different parts of the world. Having them do that 

which made the research experience more authentic and some people 

have said who don't know Second Life, "How can it be more authentic 

when it's a virtual world?" 
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Non-Classroom University Uses of Second Life 

Participants discussed some valid and innovative ways that they are using 

Second Life on the university but outside of the classroom. Two participants 

discussed how they developed campus security plans incorporating Second Life: 

V1: May I also tell you about the campus security- we also talked about 

maybe an hour ago. We have a tremendous interest in acts of terrorism 

and other kinds of security issues on campus. When they began to take a 

look at that they realized that something could go wrong- we're in the 

hurricane zone, so there could be hurricanes. Today there are disease 

threats .... There's all these threats, not just terrorism. They came to me 

and talked to me about the possibility of creating a place where the board 

of trustees and the administrators of the university could meet if the 

campus were sealed. Because of lot of these could cause the campus to 

be sealed. Particularly the diseases where students might be quarantined 

and be forced to remain on campus. It's possible that the board of trustees 

would not be here but administrators would be here if some tragedy or 

something else were to happen. So they wanted a place where everyone 

could meet- and you all know where I'm headed with this- Second Life 

was it. So on my campus I built a large building that's a security center 

with all kinds of in world technology in the sense that not only is there a 

place for the board of trustees to be as avatars, but maps, campus maps, 

local maps, state maps, us maps- all these sort of interactive maps. Video 
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screens- several video screens so that all the primary television stations 

could be viewed so that if there really was a crisis all these top level 

people could get together to run or manage the university from Second 

Life. 

They were in the process this coming school year of having an actual drill 

where everyone would have their avatar and get together. We have had a 

real shooter- active shooter test in RL and now they're going to bring 

something like that in world but it'll either be chemical spill related or also 

disease related probably. 

Another participant uses Second Life as an alternative method of providing 

standard training: 

V1: one of the things we're trying to do is our HR and our safety 

department have also approached us for using SL as alternative ways to 

present material that we have to present every year. Here again , it's the 

24/7 idea. As long as we have ways of S?ying that people have seen it 

then it's perfectly okay to do it in Second Life rather than in Real life. Also 

our Alumni office is very interested in using Second Life since we have a 

campus and an island. Of having a place for the alumni to meet and to 

also to- also for raising of funds for new buildings. Our school of nursing is 

talking about building the plans for our new school of nursing. Our 

architecture class has built a two story house out of blueprints and stuff so 

we could build the school of nursing and we could actually show it and 
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have people walk through it very cheaply compared to an architectural 

model. 

Yet another faculty member discussed how his university engaged alumni and 

showcased pr·oposed buildings for community feedback in Second Life. 

V1: ... they would use SL as a way to .show people around a proposed 

building or to show the um- alumni what the campus looks like now 

compared to what it was say 30 years ago when they graduated. 

Other Findings 

Evangelizing Second Life 

Faculty members in this study expressed enjoyment of using the platform 

and truly wanted to share that enjoyment with their colleagues and students. 

They mentioned several benefits of sharing their experier:1ces in Second Life. 

One faculty member explains that the more she shares about Second Life the 

more she learns: 

V3: The more I talk about it the more I learn about it. I continue to learn. 

We've been running a series of face to face workshops in one of our labs 

for students and faculty who want to know about Second Life and I've 

presented at those and I did a session at EdMedia on some of our survey 

data on Second Life so there's a lot of teaching that goes on that's one on 

one and in small groups that's not particularly related to any course or any 

one experience but by talking with people you find out all so_rts of things 

while you're in Second Life. 
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While some faculty had experienced success in sharing Second Life with 

colleagues, others didn't have many other colleagues in Second Life: 

V1: Being the only persons in my university who had any knowledge of 

this environment made it sort of the lone wolf sorta situation. People are 

starting to get on board now. 

Some faculty even expressed that the focus group was the first time they had a 

conversation with experienced Second Life educators: 

T 4: I'm really enjoying hearing about all of your experiences. 

T 4: I'm pretty isolated on my campus. 

T 4: Yes actually it is the first time I have had a conversation with 

individuals as experienced as this group [the focus group]. 

T6: But perhaps too often we have technology looking for a use rather 

than a use looking for technology. If people don't get it, if we can at least 

give decent demos, it raises the possibility of relevance even if now isn't 

the time. 

An effective argument for the "Second Life is a Deserted Island" issue: 

V3: Recently, when I've been giving talks about Second Life I've tended to 

say it might be a good idea to have a reason for coming in, like an event 

or something else specific in that. People who like it (SL) are going to get 

it very quickly on the whole see it a demonstration or something and go in 

· and they're just going to go in. They're not going to go in and think what's 

going on. But I was thinking how I get irritated by people saying the usual 
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thing, "I went into Second Life and nothing much seemed to qe happening 

it was all rather dull." Well, as they wouldn't suddenly get out of a car or 

something in the a middle of a city and stand and wait for people to talk to 

them in a very friendly fashion or wait for things to happen. They wouldn't 

get out at some random place in a country. But they do that in Second Life 

and somehow then blame Second Life for not being interesting. I realized I 

was getting quite irritated about this so I started to think about for probably 

the majority of people who don't immediately think of a story for 

themselves, they don't think of things to do in Second Life. 

The Role of Appearance in Second Life 

While not addressed directly in questions during the focus groups, faculty 

raised points about the role of appearance in Second Life from both the instructor 

and student viewpoints. They talked about the connectedness that one might 

experience with their avatar: 

V3: People get so involved and look at their avatars as extensions of their 

own. If you kick them or slap them or kiss them they react like if you're 

actually doing it to them, which is very funny. I find that particularly 

interesting because really your avatar is just a bunch of pixels in your 

monitor. You're not there. You're welcome to spit on my avatar and do 

whatever you want to my avatar, it doesn't bother me at_all. But it certainly 

bothers a lot of people. 
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Another faculty member talked about students whose avatars were extensions of 

an ideal: 

T2: I know some others who [use wheelchairs in Second Life] because 

they want to be true to themselves. But [my student who didn't use a 

wheelchair in Second Life] wanted to be how he pictured himself. 

In response, another faculty member explained his rationale for his avatar's look: 

T2: I try to keep my avatar no better than the real me. I don't want to envy 

my avi. 

The ability to change appearance easily in Second Life brought up the discussion 

of dress code and non-human avatars. Some universities cover this issue by 

referring to their code of conduct-what is appropriate on campus is what is 

expected online: 

T 4-1: My administrators were concerned about naked avatars streaking 

on our campus! As if that couldn't happen on our real campus! Our user 

policies state that visitors have to abide by the student code of conduct 

T4-2: We do have a dress code for students ... they must be properly 

clothed for class sessions ... and not in most of the club wear one sees in 

SL 

One faculty member expressed humor at the accidental declothing of a student: 

T4: One student came nude. I don't think on purpose ... ! think they 

accidently declothed themselves ... hehehe 
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Several commented that while alternate avatars are intriguing initially, students 

adapt and class continues as normal: 

T 4: They carry on class discussion as if it's perfectly normal to be a talking 

blob. 

Summary 

The focus of this chapter was on findings relating to the five research questions 

driving the exploration of educators' experiences in Second Life: 

1. What motivated educators to use (and continue using) Second Life? 

2. What are helps or aids to using/adopting Second Life? 

3. What are hindrances in using Second Life? 

4. What advice do educators give for other educ~tors about using Second 

Life? 

5. What are best practices for using a virtual world? 

Using the data from 25 participants of 6 focus groups conducted in a 

virtual world, this chapter provided excerpts to describe the experiences of these 

educators as they have used Second Life with their students. 
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CHAPTERV 

SUMMARY, DISCUSSION, & IMPLICATIONS 

This qualitative study examined the experiences of 25 educators using the 

virtual world Second Life u?ing a phenomenological approach. Through six virtual 

focus groups, educators shared their experiences in using Second Life with their 

students and discussed helps, hindrances, observed best practices and shared 

advice for those considering using Second Life. In addition, participants 

completed a survey detailing demographic information, information about their 

experience in Second Life account, and their use of other technologies in their 

teaching. 

The purpose of this chapter is to discuss the findings taken from this 

research study. In this analysis, the researcher offers an interpretation of the data 

along with recommendations. This chapter will provide a summary of the 

methodology and a description of the sample. Following these sections, the 

finding~ of this study are discussed in relation to the research questions, the 

theoretical frameworks considered in the study, and a discussion of the 

methodology. The chapter will conclude with a discussion of the strengths and 

limitations of this study and offer recommendations for future research about 

education in virtual worlds. 
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Methodology 

This qualitative study utilized online, virtual focus groups held within the 

virtual world, Second Life. Focus groups were conducted entirely online in the 

virtual world of Second Life. Participants had the option of participating in voice 

or text chat. Three groups were conducted in voice chat and three groups were 

conducted in text chat. Qualitative methodology generates descriptive data from 

participants written or spoken language. The focus group methodology was 

utilized with the intent to provide a forum for conversation and brainstorming 

among participants. Researchers are cautioned to carefully consider the impact 

of numbers and percentages in reporting results of a focus group (Krueger & 

Casey, 2000). Numbers often convey that results are descriptive of an entire 

population. A qualitative research study with a limited sample is not 

representative of an entire population; therefore, the use of counts and 

percentages in this section are limited (Krueger & Casey, 2000). 

Description of Research Sample 

This study examined educators who are currently using Second Life with 

their students. To participate in the study, educators had to have a minimum of 

six months experience in Second Life, be employed by a college or university 

and have facilitated sessions in Second Life with their students. Twenty-five 

educators participated in the focus groups; follow-up interviews were conducted 

with five of the participants to ask clarifying questions or to ask for more 
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feedback. Of the participants, 17 were female, and 8 were male. Participants 

ranged in age from 37 to 68 with a mean age of 53. 

Participants' experience in Second Life ranged from being active for 6 to 

42 months with a mean of 24 months (n=25). While some participants had 

explored other virtual worlds at length (n=S), others had looked minimally at other 

virtual worlds (n=9) and others had not looked at any other virtual worlds (n=11 ). 

This range of experience in virtual worlds proved to be valuable during the focus 

groups as participants looked to one another for expert opinions and for 

information and validation about common experiences. 

Discussion of Findings Relative to Research Questions 

This section addresses the findings of this qualitative study on educator's 

experiences in Second Life relative to the five research questions on which this 

study is based. The study focused on the following research questions: 

1. What motivated educators to use (and continue using) Second Life? 

2. What are helps or aids to using/adopting Second Life? 

3. What are hindrances in using Second Life? 

4. What advice do educators give for other educators about using Second 

Life? 

5. What are best practices for using a virtual world? 

In examining the findings through a phenomenological approach, several themes 

emerged related to each research question. 

87 



Research Question #1:What motivated educators to use (and continue using) 

Second Life? 

Educators stated several motivations for using the virtual world, Second 

Life. The educational implications of the platform was the main reason that the 

majority, 76% (n=19) joined Second Life initially. Looking at the educational 

implications, participants were asked to identify their motivators for using Second 

Life. The prevailing theme through the motivations of using Second Life was . 

perceived educational advantages. 

Participants in this study identified numerous advantages to using the 

Second Life platform. The advantages discussed included a greater sense of 

immediacy, presence and student engagement in their Second Life courses, a 

shift in the instructor/student dynamic and the possibility of an international 

audience. 

Immediacy and presence as a factor for success in learning has been 

discussed by many researchers. Social presence theory looks at how "real" a 

person is perceived in computer mediated communication. (Richardson & Swan, 

2003). This element of "realness" or presence is frequently cited to be an 

indicator of student success in courses. Beverie, Nagel, McGee and Garcia 

(1997) found that social presence was the only significant predictor of student 

satisfaction when looking at three factors: elements of learning styles, emotional 

intelligence and social presence. Richardson and Swan (2003) found significant 

correlation to student's perception of presence in online courses to their 
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perceived learning for a course. In addition students perceived that they learned 

more in specific activities where they perceived greater engagement. 

The participants in this study frequently explained that they wanted a 

greater feeling of presence in their class. After using Second Life they felt an 

increased sense of social presence in their classes compared to using other 

platforms for their classes. One faculty member explained: 

V3: What I find most useful in teaching in Second Life is the immediacy, 

much like what we're experiencing here. That we can have a conversation 

and we are able to bounce ideas of each other so much richer format than 

we ever could in a flat 1-D text format. 

Having this sense of presence led faculty to feel a greater connection to their 

students and to feel that their students were more connected to them: 

V3: They [my students] have told me- now I have a vague idea of what 

you sound like and you're more of a real person rather than someone just 

leaving notes and sending e-mails. 

This perception that Second Life adds an element of presence and immediacy to 

courses is one reason faculty invested the time in using the platform. This 

motivation correlates to findings by Edirisingha, Nie, Pluciennik and Young's 

(2009) that examined the sense of immediacy felt by a small group of instructors 

and students while teaching in Second Life. 

Along the lines of presence, faculty also explained that they chose to 

begin using Second Life to create more engaging activities within their cours·e. 

89 



Bradshaw (2006) suggested that instructors must become more engaged with 

their students when working in Second Life, which might explain the sentiment 

that these participants' expressed in feeling a greater sense of presence and 

immediacy. Participants in this study expressed that they felt their students were 

more engaged in Second Life activities and that this was a distinct advantage for 

them to use Second Life over another platform: 

VS: I think it was for us ... it was looking for levels of engagement in online 

courses and so many technical courses it's difficult to do that in a 

traditional online format through a learning management system. In here, 

we can do more simulations of real life scenarios. And it really is far more 

engaging to the student to be able to come in here and collaborate and 

simulate and role play. 

While a shift in the instructor-student dynamic was not cited as a reason 

for joining Second Life, it was cited as a perceived advantage. This shift in the 

instructor-student roles included moving the student from a passive learner role 

to a more active role and allowing the student to be the expert during different 

times in the course: 

T6: The relationship is different from the classroom - the dynamics are 

different - and for some younger students it is the opportunity to grow up 

and recognize teacher as a peer rather than a superior. 

This shift in the instructor student dynamic leads faculty to see that their role 

changes in the Second Life classroom, indicating a willingness of the faculty •in 
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this study to allow students to be the expert or to accept the shift in their 

teaching. 

Research Question #2: What are helps or aids to using/adopting Second Life? 

Participants in the study identified numerous aids in adopting Second Life. Many 

participants were self-taught in using Second Life, although several mentioned 

the importance of mentorship by other Second Life educators/residents in 

becoming familiar with the platform. Participants were frequently introduced to 

Second Life through a demonstration, workshop or conference session. These 

brief introductions led to greater exploration on the part of the participant as 

exemplified in the statement below: 

V1: I went to a SL ... workshop for a day. There were so many wonderful 

things going on, I could immediately see the implications here and so I 

jumped in with both feet and not really knowing what I was doing. 

These workshops did not necessarily look at the mechanics of using the 

program, but how others are using it. 

V3: Okay, I taught myself basically, I became aware more when I went to 

a one day conference about its use in education ... It wasn't a course; it 

was people talking about their experience in using Second Life. 

As the world of Second Life is one where there is so much possibility, it is 

important for educators to share their experiences and their uses of the platform. 

By expanding the knowledge base about current uses of virtual worlds such as 

Second Life, others may become more prone to adoption. One participant also 
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stated that one of the greatest helps for her in aiding others to adopt Second Life 

is to introduce them to a purpose - bringing them in to the platform for a 

conference or to see something specific. Being introduced to a specific use of 

Second Life helps new users find purpose, mentors and support. Second Life 

can be seen as more than a teaching tool, but also as a networking and 

professional development forum for educators as one participant describes: 

V3: I learned mostly from friends I met. I attended a lot of conferences 

and symposiums and meetings in SL also and that's how I learned. 

While using the platform, educators not only become more familiar with the tools 

and the technical aspect of the program, but they also meet people and gain 

other knowledge. 

The use of mentors in introducing new faculty was a key point discussed 

in five of the six focus groups. These relationships may be formal or informal, but 

for educators in this study, they provided an invaluable resource: 

V3: The most beneficial aspect of my orientation to SL with them was the 

access to a mentor that we had during the two weeks we had in Second 

Life. They taught us about teaching tools and also a few times a week 

there was someone online who could answer our questions and we went 

on field trips. 

Social support within Second ·life provided a great help for the participants 

in this study, but support beyond that was a key factor for many of the 

participants. Support from colleagues at their university, from administration,· and 
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from students was also important to the adoption of Second Life. During the 

focus groups, eight educators expressed that they were receiving some sort of 

administrative support for their work in Second Life. This support was either 

monetary or a perception of approval and understanding in the faculty member's 

pursuance of adopting Second Life. 

Research Question #3: What are hindrances in using Second Life? 

The third research question · addresses possible hindrances and barriers to 

educators' use of Second Life. Two major themes emerged in this area: technical 

limitations and administrative support. 

Technical limitations. Every focus group discussed the technical limitations 

of using Second Life. Second Life requires increased memory, and a fast internet 

connection. Students or educators with dial-up internet access cannot use 

Second Life. Video cards must be above average for an optimal experience. In 

addition to the technical limitations, the Second Life interface requires a steep 

learning curve. Participants cited this as a barrier for one-time student use and 

for widespread adoption. 

Technical limitations and the steep learning curve are cited in several 

studies as barriers to adoption and use of Second Life (Wang & Braman, 2009; 

Warburton, 2009;) However, Sanchez (2009) found that students who did not 

have the technology to run Second Life at home still found a way to participate in . 

activities. O'Conner and Sakshaug (2009) and Cheal (2009) support Sanchez's 

findings that students are resourceful when asked to use alternative platforms. 
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Related to technical limitations is the learning curve for using the Second 

Life platform. This may prove to be a greater hindrance than hardware limitations 

if activities are not designed keeping the need for students' to learn a new 

platform in mind (Cheal, 2009; Wang & Braman, 2009). 

Administrative support. After technical and platform issues, lack of 

administrative support was an underlying theme throughout five of the focus 

groups. Participants expressed either that they had support- and it was seen as a 

help- or they did not. Administrative support was perceived as both funding and 

social support. 

Five participants in the focus groups indicated that they had made a 

significant personal monetary investment in using Second Life. In addition, eight 

participants talked about the time investment needed to prepare materials and 

lear~ing activities within Second Life. They noted that administrators did not 

account work in Second Life when calculating workload and that the time 

investment in Second Life was sometimes perceived as time "playing" rather than 

working. This lack of social support or perceived approval was noted by 

participants as a hindrance. One participant suggested that educators seeking to 

use innovative technologies should wait until they are fully tenured to avoid 

negative consequences. She stated that "being an innovator comes at a high 

price." 

Some participants expressed a desire for their peers to use Second Life and 

others expressed a concern that requiring the use of Second Life in their classes 
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might result in student complaints where they would be reprimanded by their 

superior. The concern over perception of time use and peer approval for use of 

Second Life was also a hindrance for several faculty to require the use of Second 

Life in their courses. 

Research Question #4: What advi(?e do educators give to other educators about 

using Second Life? 

When asked to provide advice for other educators investigating Second Life, 

several common pieces of advice were offered. Discussed in each focus group 

was the need for educators to a) become comfortable with Second Life, b) have 

a pedagogical reason for using Second Life, c) be aware of expectations, d) 

allow time for play, e) view Second Life as a tool. 

Participants in the study recommended that educators seeking to use 

Second Life in their classes become very familiar with the platform prior to 

introducing the platform to their class. Participants recommended a period of 

exploration for new users - many said that they spent approximately six to nine · 

months exploring the platform and preparing a space for their classes before 

bringing students in world. During this period of exploration, the educator should 

become familiar with tools, the interface and troubleshooting tips. As one 

educator stated the following: 

T2: [Educators] need to come in a lot and get comfortable so they will be 

able to answer all the questions students will have about doing things. 

[Students] will expect you to know all the answers. 
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Educators in the focus groups stated the importance of having a good 

pedagogical reason for using Second Life in a course. The use of Second Life 

should be related to course objectives and enhance learning. According to the 

educators in the group, students frequently ask why they ·are using this platform 

over another- and having that pedagogical backing for the activity may increase 

the perceived success of a Second Life component in a class. 

According to the participants of this study, it is important for educators to 

be aware of their expectations for students in using Second Life. The educators 

in this study stated that they needed to provide scaffolding for assignments and 

assess what skills really needed to be used within the platform. In addition, they 

advised that instructors should carefully consider the skill level needed for 

activities designed for Second Life. Second Life's building tools may be tempting 

to integrate into a course, but the participants explained that the learning curve 

needed to create original ·content might be too high for a one-semester course 

where an instructor might be able to provide a similar experience using pre-made 

content. Instructors encouraged those seeking to use Second Life to consider 

using pre-made content or prov.iding students with templates to aid in creation. In 

addition to being aware of expectations for students, instructors advised that 

using things others have created saves time, energy and resources. 
I 

Since Second Life has a play aspect, participants advised instructors 

seeking to integrate the platform to allow room for play and fun in their learning 

experiences. Participants frequently stated that instructors need to plan time for 
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students to adjust their avatar and provide instruction on how to perform that 

adjustment. Shen and Eder (2009) found that students expected an element of 

play when using virtual worlds and found that when play and enjoyment was part 

of instruction, instruction was received better. Cheal's (2009) study also indicates 

that students have an expectation of fun while using a virtual world. 

Research Question #5: What are best practices for using a virtual world? 

Participants identified several best practices for using virtual worlds, 

specifically Second Life. The use of scaffolding in assignments was noted as a 

best practice through the examples provided by the participants. Vygotsky's 

notion of zone of proximal development and the need for scaffolding is not new to 

education (1978). However, participants remarked that the most successful 

learning experiences provided students with support in learning to use the 

platform as well as learning the course content. This scaffolding was provided in 

many forms from orientations with scavenger hunts to help students become 

familiar with the platform, to an increased use over a series of courses. One 

participant offered a brief overview of Second Life in an introductory course 

taught; in an advanced course, students were expected to create content and be 

more familiar with the platform. This gradual use of Second Life skills proved to 

be highly successful. Warburton (2009) recommended scaffolding as he 

assessed the use of virtual worlds in learning and teaching. 

Participants also noted that it is important to capitalize on the social aspect 

of Second Life. While asynchronous assignments are possible, and several ·: 
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reported that they were successful, the general sentiment expressed in all focus 

groups was that the use of small groups, or partr;ter activities made a difference 

in the students ease in adopting the platform. 

One of the best practices noted by participants was the level of 

preparation needed for classes within Second Life. Three participants had taken 

workshops where the presenter provided handouts, had solid objectives and had 

a definite plan for time in the workshop. These participants stated emphatically 

that the presenters for these workshops provided a higher quality experience 

because of their preparation. 

Theoretical Frameworks 

Social Constructivism 

This study followed the principles of a social constructivist framework. In a 

constructivist framework, the researcher assumes that individuals associate 

meaning with life experie~ces and the meanings they create are varied 

(Creswell, 2007). In relying on the view of educators and the meaning they have 

associated with educational experiences, research questions were answered. By 

maintaining that experiences are social, the focus group methodology afforded 

participants the opportunity to collaborate, share common experiences and learn 

from one another. 
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Diffusion of Innovation 

• Three components of the diffusions of innovation theory can frame some 

of the results of this study: descriptions of innovation adopters, attributes of 

innovation and their rate of adoption, and consequences of innovation. 

The diffusion of innovation theory provides descriptions of.five innovation 

adopter categories: innovators, early adopters, early majority, late majority, and 

laggards (Rogers, 2003). The adopter category is based on the "degree to which 

an in~dividual. .. is relatively earlier in adopting new ideas than other members of a 

system" (Rogers, 2003, p. 297). While this study did not ask the participants 

direct questions to determine their adopter category, comments· made during the 

focus groups point to innovators and early adopters. Innovators consist of 2.5% 

of the population, are venturesome and seek the newest tools. The researcher 

would categorize educators who adopted Second Life for teaching in its first 

couple years of use as innovators. As information spread through conferences 

and publications, early adopters come into the picture. Early adopters, consist of 

13.5% of an entire population, garner the respect of others and provide a 

subjective evaluation of an innovation to their peers. By this definition, and 

looking at the time of adoption, the majority of the participants in this study would 

be considered early adopters of Second Life. 

Rogers (2003) described the variables which determine the rate of 

adoption of an innovation. Perceived attributes, the most influential variable, 

includes relative advantage, compatibility, complexity, trialability and 
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observability. Other variables include the type of innovation decision (optional, 

collective, authority), communication channels, nature of the social system, and 

the extent of the change agents' promotion efforts. This study encourages 

conversation about three of the perceived attributes: relative advantage, 

compatibility, and complexity. 

The relative advantage of Second Life is explored in this study as 

educators describe the reasons they adopted Second Life and their perceived 
. . 

. advantages of social interaction and simulated learning. As educators in the 

study compared Second Life to other tools ( content management systems, 

classroom instruction tools, Web 2.0 tools), they clearly stated that they chose to 

adopt Second Life because it fills a gap in the current offerings for distance 

education and simulated learning. The use of virtual worlds is compatible with the 

expectations and teaching methods of faculty who practice their teaching through 

the framework of social learning, communities of practice, and immersive 

learning. While not explored in depth in this study, examples of how these 

educators chose to use Second Life indicated a possibility that the platform may 

be compatible with their teaching philosophy. Incompatibilities might be cited by 

faculty who had a difficult time adjusting to the shift in instructor/student roles. 

Complexity of Second Life may indeed be a hindrance for overall adoption 

of this platform and widespread use. The technical limitations and learning curve 

discussed by educators in this study contribute negatively to the complexity 

factor for adoption of Second Life. 
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Rogers (2003) discussed the possible consequences of new innovations. 

Framing the consequences in three areas- form, function, and meaning, Rogers 

proposes that while most early adopters understand the form and function of an 

innovation, the meaning is subjective and more difficult to anticipate. This 

concept of meaning can be seen in participants' commen,ts as they discussed 

their uses of Second Life. 

Discussion of Methodology 

A key feature of focus groups is interaction. Focus groups provide a forum 

to tap into the experiences of a group and enable collaborative thought (Watson, 

Peacock, & Jones, 2006). The efficacy of online focus groups is highly debated, 

with some critics claiming that the term focus group is inappropriate for online 

group interaction and that it should be categorized as an entirely different form of 

interaction (Edmunds, 1999; Krueger & Casey, 2000). Others argue that online 

focus groups provide multiple benefits including the ability to bridge geographical 

constraints, focus specifically on internet users, and provide a level of anonymity 

not afforded with a face to face focus group (Rezabek, 2000; Watson, et al., 

2006). There are inherent limitations in online focus groups; mainly a lack of 

visual cues and fewer spontaneous responses (Turney & Pocknee, 2005). 

Participants think more carefully about their responses before typing them. 

Additionally, faster typers may be at an advantage over those who lack typing 

skill (Edmunds, 1999; Rezabek, 2000). 

101 



Focus Groups Within Second Life 

This study used two types of focus groups within Second Life. The first 

group was conducted as a text-only group where participants typed all 

responses. The second group used voice as the main form of feedback, but 

permitted "backchatter" via text chat while one person was .speaking. It was 

anticipated that participants would emote or use gestures to provide a form of 

nonverbal feedback. This was observed minimally in the focus groups, normally 

with participants indicating agreement by typing phrases such as *smiles*, *nods* 

or *laughs*. The use of gestures, an ani.mated form of laughing or smiling, was 

used by only one participant, after which she apologized for the inappropriate use 

of the gesture. It is possible that the. use of such animations was perceived to be 

unprofessional or inappropriate for the forum in which the focus groups were 

conducted and therefore participants chose not to use them. 

The voice groups tended to last longer and generated more than triple the 

page length of transcripts than the text-based groups. There also was a distinct 

difference in the number of participants in the voice groups versus the text 

groups. Two text groups had only two participants each, which limited the 

brainstorming and collaboration of the participants. Text groups tended to "take 

turns" with each participant going around the table and participants waiting for 
. ' 

one another to type. Inversely, the voice groups had obvious dominators in some 

groups and the use of backchatter provided a way for participants to express 

agreement, ask questions and redirect the conversation while one person spoke. 
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Participants in ~he focus groups commented on the sense of presence that they 

felt in the focus groups, and how the representation of their avatars sitting around 

a table created a feeling that they were truly collaborating and talking: 

. V1: When I'm sitting here in front of you, I feel it's me sitting in front of you 

as a mechanism of discussing with others what could be very abstract 

topics. 

V1: It is personal; we are having a personal experience. Online is like 

being blind, but Second Life allows us to "see." 

Focus group research suggests that online or telephone focus groups do 

not exceed 90 minutes as focus and the engagement of participants decreases 

after this point. This was not observed by the researcher in these focus groups. 

The pilot group, a voice group, lasted 203 minutes. Participants were invited to 

leave at the 90 minute point as they were originally informed that the group would 

last no longer than 90 minutes. Only one participant left the group at the 90 

minute mark. The rest of the participants stayed and expressed genuine 

enjoyment in the conversation. As this was the pilot group, the researcher 

eliminated some questions for future groups and the groups held after the pilot 

group averaged 107 minutes. The researcher would recommend that future 

groups be scheduled for approximately two hours to allow for thorough 
I 

discussion and time for a closing summary. 

103 



Technical Recommendations for Conducting Focus Groups in Second Life 

In preparing for focus groups in Second Life, the following considerations 

are offered as a result of this study. 

Recording capability. One challenge encountered in the initial setup and 

preparation for the focus groups was the inability to record both the "heard" 

sound from Second Life and the voice of the researcher. After many attempts, 

the researcher found that a second computer was necessary for recording both 

the input sound through the microphone and the sound from the participants 

through Second Life. The screen capture software Fraps was purchased to 

facilitate the recordings. Future researchers considering screen capture for 

recordings are cautioned to consider the impact that screen capture software 

may have on a system while the system is running Second Life. Screen capture 

programs that are designed for video games provide a distinct advantage as they 

were created with the consideration that system resources would likely be 

devoted to the game and little available for other programs. 

As video recordings result in large file sizes for raw footage, focus group 

facilitators should consider the need for additional hard drive memory (six focus 

groups generated one terabyte of raw screen capture video footage). Capturing 

the video was essential to ensuring appropriate transcription of the voice focus 

groups and syncing the back chatter with the voice. The video also provided a · 

backup for the text groups especially when the text transcript was lost for one 

text group. It was retrieved watching the chat on the screen of the video capture. 
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A technical assistant. Researchers using Second Life for focus groups 

may benefit from a technical assistant to provide technical troubleshooting for 

participants, ensure that recordings are working and starting and to go through a 

tech~ical checklist prior to each group. The assistant permitted the researcher to 

focus on the group interaction and n_ot the technical aspects of the process. 

Test session prior to focus groups. As Second Life settings may change, 

an update may be pushed out at the last minute or other factors may occur, the 

researcher ran a test prior to each focus group. These tests checked the audio 

and video recording, Second Life Voice, and the transcription settings for text. 

Text recording. Through the focus groups, three methods were used to 

record chat, to varying degrees of success. Initially, the researcher used the chat 

history feature to copy the chat from the session into a text file immediately 

following the session. However, after logging off prior to copying the chat during 

the second session, the researcher investigated other options. Second Life has 

an embedded feature on the Preferences menu which enables users to 

automatically archive all chat on their hard drive. Once th_e feature is enabled, a 

running text file is created and all chat is added to this file. This provides one 

"safety" feature for obtaining chat. The second option used was a scripted item 

which listened for public chat and sent transcripts to the researchers e-mail. Due 

to memory constraints in Second Life, the transcripts are limited in size, so this 

may result in numerous e-mails from which the entire transcript must be pieced 

together after the session. 
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Reminders for participants. General good practice for focus groups is to 

remind participants prior to their session. The researcher found that sessions 

where participants received a reminder 24 hours in advance and then a second 

reminder 2-3 hours prior to the session received the best attendance. For 

sessions where participants were reminded more than 24 hours in advance (in 

this case it was approximately 48 hours), there was an increase in no-shows. 

Participants were sent a notecard upon signing up initially, and then sent an 

instant message reminder from within Second Life. The researcher included the 

location on the reminder messages and then sent participants teleports 

approximately ten minutes prior to the session. 

Friendship offers for participants from researcher. A final technical 

consideration for researchers using Second Life is the appropriateness of 

offering friendship to participants. Offering friendship within Second Life places 

the participant on the researcher's contact list and the researcher appears on the 

participant's contact list. This enables both participant and researcher to see the 

online status of one another and may facilitate the asking of questions by 

participants. This feature has many advantages, but researchers are cautioned to 

ask prior to offering friendship as some participants may view it as an intrusion of 

privacy and prefer to offer a calling card instead or simply look up the researcher 

via the search feature if additional information is needed. 
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Implications 

Findings in this study contain implications for several populations including 

educators currently using Second Life, those who are investigating Second Life, 

instructional technologists, virtual world solution providers and implications for 

researchers using focus groups within a virtual world setting. 

Implications for Educators 

Results from this study indicate that Second Life has potential for 

innovation in education through simulations and immersive experiences. The 

emphasis on the social nature of Second Life by participants suggests that 

communities of practice and constructivist learning principles may be 

implemented in virtual worlds for the benefit of students. 

As evidenced in this study, there exists a need for educators using virtual 

worlds to publicize their work through conference presentations and publications. 

Participants cited this as a way to not only educate others seeking to use Second 

Life, but it also aids in the perception of the platform and encourages 

administrative support. 

Implications for Instructional Technologists 

An important finding in this study were the helps and hindrances explained 

by the participants. Instructional technologists might consider showing faculty 

members concrete examples of what others are doing in Second Life and 

encouraging the use of mentors to help new users _become familiar with the 

platform. Additionally, as participants cited the need for purposeful interaction 
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within Second Life, instructional designers might consider the use of Second Life 

itself for other training to provide faculty with a purposeful introduction to the 

platform and to model different uses. 

As the early majority and late majority of users move to adopting Second 

Life, instructional designers will need to provide greater support for faculty such 

as mentorship and examples of Second Life uses by early adopters. Early 

adopters are frequently independent learners of technology and do not mind self

instruction. This might not be the case for the general population. 

Implications for Virtual World Solution Providers 

Virtual world solution providers provide support for virtual world users. 

Their support may provide the platform itself, or aide with event management or 

create content for users. Based on feedback from participants from this study, 

virtual world solution providers should consider the importance of platform 

stability and the ease of new user orientation. The educational audience may 

have limited gaming experience so things which may be intuitive for an 

experienced gamer may be foreign to a new educator and her students. 

Implications for Researchers Using Focus Groups in Virtual Worlds 

The use of focus groups in a virtual world setting was successful. The use 

of smaller groups ensured that all participants had a chance to adequately 

communicate while allowing for collaboration and brainstorming. Researchers 

employing this method should be sensitive to participant's preference to use text 

or voice as using only one medium may unintentionally restrict the sample. -: 
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Implications for Family Sciences 

While this study did not focus on one area of education, the potential for 

family sciences within Second Life is great. As evidenced through the discussion 

of simulations, Second Life provides a platform for educators to allow students to 

interact with diverse populations, or to learn through simulations or immersive 

experiences. 

Limitations of the Study 

Some limitations can be identified in the methodology of this study. The 

qualitative nature of this study led to a small sample size. All participants 

volunteered for the study. A sampling frame of over 2500 including the number of 

users on the list-serv where the study was advertised resulted in an initial 

sampling of 4 participants. Later, personal e-mails sent to 95 educators who had 

a conference presentation, professional publication, or an active role on the list

serv resulted in a total of 31 volunteers. A total of 25 persons participated in the 

study. Of the 95 personal e-mails, 12 of those people responded to the 

researcher to notify her that they did not qualify based on the study's parameters. 

The sample limited the participants to educators actively using Second Life with 

students and did not involve those who are using Second Life for personal 

reasons, professional development, or exploring potential. Some participants 

were referred by other participants which may have changed their perception or 

expectations during the focus group. Few of the first adopters, or well known 

educators who frequently publicize their use of Second Life, participated in the 
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study. Second Life was established in 2004 and the oldest avatar account in this 

study was created on February 28, 2006. Additionally, the sample was limited to 

active members of Second Life. Those who tried Second Life and chose not to 

continue using the platform are not represented in this study. 

Another limitation of the study was the time in the focus groups. 

Participants were initially told that the focus group would not exceed 90 minutes, 

and while groups did exceed this t!me, the time limited probing for additional 

information and may have resulted in participants not providing as many details. 

Finally, the researcher is an educator using Second Life and has actively 

taught using the platform since February 2007. Although the researcher has not 

been teaching for the past six months, some participants knew the researcher 

through prior interactions in Second Life. 

Strengths of the Study 

This study provided participants with the opportunity to interact with other 

educators in Second Life, share experiences and to reflect on their motivations 

and experiences in using the platform. Several participants expressed that they 

enjoyed the opportunity to interact with other educators as they were the only 

ones on their campus using Second Life. Others noted that they had not had the 

chance to interact with experienced educators prior to the focus groups. 

An additional strength of the study was that participants represented a 

wide range of state, private, and international universities. Also, using the 

Second Life platform for the focu_s groups created a sense of familiarity for the 
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participants. Participants represented several levels of use - from the study's 

minimum of six months in world, to over three years of experience in teaching in 

Second Life, the range of experience contributed to the depth of information 

obtained. A final strength of the study, also listed as a limitation, was the 

researcher's familiarity with the platform. The researcher's previous experience 

with the platform increased her ease in facilitating the sessions and provided 

insight on potential issues. 

Recommendations for Future Research 

Based on the findings from this study, the researcher offers recommendations for 

future research: 

1. Studies should examine the student perspective of virtual worlds and their 

adoption of them. 

2. Future studies might consider comparing the rate of adoption of Second 

Life among faculty to their adoption level of other new technologies. 

3. A deeper examination of best practices with student evaluation, success, 

. and learning is needed to help evaluate the effectiveness of Second Life in 

teaching. 

4. The researcher suggests further research on the focus group methodology 

used within this study. Since the efficacy of online focus groups is so 

. highly debated, it would be of interest to compare focus group feedback 

from a virtual world to other online methods. 
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5. Long-term studies of educators in Second Life might provide more 

information and insight regarding best practices. 

Conclusion 

The purpose of this qualitative study was to examine educators' 

experiences in virtual worlds. Educators currently using the virtual world of 

Second Life participated in virtual focus groups. In this chapter the five research 

questions were examined along with themed responses for each question. 

Additionally, the results wer~ framed in regards to the theories- diffusion of 

innovation and social constructivism. Focus group methodology was discussed 

along with future recommendations for focus groups within Second Life. 

Implications of the study for educators, instructional designers, virtual world 

solution providers, researchers and family sciences are discussed. Finally, the 

researcher discussed strengths, limitations and recommendations based on this 

study. 

112 



REFERENCES 

Boverie, P., Nagel, L., McGee, M., & Garcia, S. (1997). Learning styles, 

emotional intelligence and social presence as predictors of distance 

education student satisfaction. Eighth National Conference on College 

Teaching and Learning, Florida St~te Community College, ·pp. 29-36. 

Bradshaw, B. (2006), "New Practices in Flexible Learning: Virtual Worlds - Real 

Learning! Pedagogical Reflections." Retrieved Aug. 30, 2008 from 

http://virtualworlds.flexiblelearning.net.au/reportsNWRL 

_pedagog_reflect. pdf 

Bronack, S., Riedl, R., & Tashner, J. (2006). Learning in the zone: A social 

constructivist framework for distance education in a 3-dimensional virtual 

world. Interactive Learning Environments, 14(3), 219-232. Retrieved April 

27, 2007, from the EBSCO Academic Search Premier database. 

Carter, 8., & Click, A. (2006). Imagine real in the virtual: Experience your Second 

Life. Proceedings of the 22nd Annual Conference on Distance Teaching 

and Learning. 'University of Wisconsin. Retrieved July 23, 2009 from 

http://www.uwex.edu/disted/conference/Resource_library/proceedings/06_ 

4202.pdf 

Carvin, A. (2006). CyberOne: A glimpse of the future classroom? PBS Teacher 

Source. Retrieved January 27, 2008 from 

113 



http://www.pbs.org/teachersource/learning.now/2006/10/cyberone_the_fut 

ure_of _educati.html. 

Castronova, E. (2007). Exodus to the virtual world: How online games will 

change reality. New York: Palgrave MacMillan. 

Cheal, C. (2009). Student perceptions of a course taught in Second Life. 

Innovate: Journal of Online Education, 5(5). Retrieved June 2009 from 

http://www.innovateonline.info/1NDEX.PHP?view=article&id=692 

Chesney, T., Coyne, I., Logan, B., & Madden, N. (2007). A design for 

researching virtual worlds - opportunities and limitations. Presented at 

European Conference on Information Systems, St. Galen, Switzerland, 

7th-9th June. Retrieved February 21, 2009 from 

http://www.cs.nott.ac.uk/~nem/ecis-2007.pdf 

Childress, M., & Braswell, R. (2006). Using massively multiplayer online role

playing games for online learning. Distance Education, 27(2), 187-196. 

Cobb, S. (2002). Development and evaluation of virtual learning environments. In 

K. M. Stanney (Ed.), Handbook of Virtual Environments: Design, 

Implementation, and Applications. Mahwah, NJ: Lawrence Erlbaum. 

Coffman, T., & Klinger, M. 8. (2008). Utilizing virtual worlds in education: The 

implications for practice. International Journal of Social Sciences, 2(1 ), 29-

33. Retrieved October 2, 2007, from http://www.waset.org/ijss/v2/v2-1-

5.pdf 

114 



Creswell, J. (2007). Qualitative inquiry & research design: Choosing among five 

approaches ( 2nd Ed.). Thousand Oaks, CA: Sage. 

de Freitas, S. (2006). Using games and simulations for supporting learning. 

Learning, Media and Technology, 3.1(4), 343-358. 

Dede, C. (2004 ). Distributed-learning communities as a model for educating 

teachers. Paper presented at the Society of Information Technology for 

Teacher Educators (SITE), Atlanta, GA. 

Dede, C. (2005). Planning for neomillennial learning styles. Educause Quarterly 

28(1 ). Retrieved February 10, 2009 from 

http://net.educause.edu/ir/library/pdf/eqm0511.pdf 

Delwiche, A. (2006). Massively multiplayer online games (MMOs) in the new 

media classroom. Educational Technology & Society, 9(3 ), 160-172. 

Retrieved May 24, 2008, from http://www.ifets.info/journals/9_3/14.pdf 

Denzin, N., & Lincoln, Y. (2003). The landscape of qualitative research: Theories 

and Issues (2nd ed.). Thousand Oaks, CA: Sage. 

Edirisingha, P., Nie, M., Pluciennick, M., & Young, R. (2009). Socialisation for 

learning at a distance in a 3-D multi-user virtual environment. British 

Journal of Educational Technology, 40, 458-479. 

Edmunds, H. (1999). The focus group researchhandbook. Chicago, IL: NTC 

Business Books. ; 

Gee, J. P. (2003). What video-games have to teach us about learning and 

literacy. New York: Palgrave Macmillan. 

115 



Greenbaum, T. L. (1998). The handbook for focus group research. Thousand 

Oaks, CA: Sage. 

Jamison, J. B. (2008). Educators in a strange land: The experience of traditional 

educators when immersed into the virtual environment of Second 

Life. Ph.D. dissertation, Capella University, United States -- Minnesota. 

Retrieved February 17, 2009, from Dissertations & Theses: Full Text 

database. I 

Kemp, J. (2008). Institutions and organizations in SL. SimTeach Wiki. Retrieved 

June 8, 2008, from http://www.simteach.com/wiki/ 

Krueger, R. A., & Casey, M.A. (2000) . .Focus groups: A practical guide for 

applied research (3rd ed.). Thousand Oaks, CA: Sage. 

Lave, J., & Wenger, E. (1991 ). Situated learning: Legitimate peripheral 

participation, Cambridge: Cambridge University Press. \ 

Lester, J. (2009). Virtual Worlds Best Practices in Education: Opening 

presentation. Virtual Worlds Best Practices Conference. 

Linden Labs (2008). What is Second Life? Retrieved June 2008 from 

http://www.secondlife.com 

McKerlich, R., & Anderson, T. (2007). Community of inquiry and learning in 

immersive environments. Journal of Asynchronous Learning Networks, 

11(4 ), 35-52. Retrieved January 23, 2009, from Education Research 

Complete database. 

116 



Murray, M. R. (2004). An Exploration of the Kinesthetic Learning Modality and 

Virtual Reality in a Web Environment. Unpublished Dissertation: Brigham 

Young University. 

New Media Consortium (2007). Virtual Worlds. The horizon report: 2007 edition. 

Retrieved January 23, 2008 from 

http://www.nmc.org/pdf/2007 _Horizon_Report.pdf 

O'Connor, E., & Sakshaug, L. (2009). Preparing for Second Life: Two teacher 

educators reflect on their initial foray into virtual teaching and learning. 

Journal for Educational Technology Systems, 37, 259-271. 

Rezabek, R. (2000). Online focus groups: Electronic discussions for research. 

FQS: Forum: Qualitative Social Research, 1(1). Retrieved January 23, 

2009 from http://www.qualitative-research.net/fqs/ 

Richardson, J., & Swan, K. (2003). Examining social presence in online courses 

in relation to students' perceived learning and satisfaction. JALN, 7(1 ), 68-

88. 

Robbins, S. (2007). Engagement in Second Life Learning. Presented at the 

International Second Life in Best Practices in Education Conference. 

Linden Research, San Fransisco, CA. 

Robbins, S., & Bell, M. (2008). Second Life® for dummies. Hoboken, NJ: Wiley. 

Rogers, E. (2003). Diffusion of innovations (5th ed.). New York, NY: Free Press. 

Rymanszewski, M. (2007). Second Life®: The official guide. Indianapolis, IN: 

Wiley. 

117 



Samarawickrema, G., & Stacey, E. (2007). Adopting web-based learning and 

teaching: A case study in higher education. Distance Education, 28(3), 

313-333. 

Sanchez, J. (2009). Barriers to student learning in Second Life. Library 

Technology Reports, 45(2), 29-33. 

Shen, J., & Eder, L. (2009). Intentions to use virtual worlds for education. Journal 

for Information Systems Education, 20, 225-233. 

Steinkuehler, C. A. (2004 ). Learning in massively multiplayer online games. In 

Kafai, Y. 8., Sandoval, W. A., Enyedy, N., Nixon, A. S. & Herrera, F. 

(Eds.), Proceedings of the 6th International Conference of the Learning 

Sciences, Mahwah, NJ: Erlbaum, 521-528. 

Steinkuehler, C. A.(2006a). Virtual worlds, learning, & the new pop 

cosmopolitanism. Teachers College Record, 128-143. 

Steinkuehler, C. A. (2006b). Why game (culture) studies now? Games & Culture, 

1(1),1-6. 

Steinkuehler, C. A. (2008a). Cognition and literacy in massively multiplayer 

online games. In Leu, D., Coiro, J., Lankshear, C. & Knobel, K. {Eds.), 

Handbook of research on new literacies. Mahwah, NJ: Erlbaum. 

Steinkuehler, C. (2008b ). Massively multi player on line games as an education~! 

technology: An outline for research. Educational Technology, 48(1 ), 10-21. 

Stewart, D. W., & Shamdasani, P. M. (1990). Focus groups: Theory and practice 

(2nd ed.). Thousand Oaks, CA: Sage. 

118 



Taradi, S. K. (2005). Blending problem-based learning with Web technology 

positively impacts student-learning outcomes in acid-base physiology. 

Journal of Advanced Physiological Education, 29, 35-39. 

Turkle, S. (1 _997). Life on the screen: Identity in the age of the internet. New York: 

Touchstone. 

Turney, L., & Pocknee, C. (2005). Virtual focus groups: New frontiers in research. 

International Journal of Qualitative Methods, 4(2), Retrieved June 15, 

2008 from http://www.ualberta.ca/~iiqm/backissues/4 2/HTML/turney.htm 

Vygotsky, L. S. (1978). Mind in society: The development of higher psychological 

processes. (M. Cole, V. John-Steiner, S. Scribner, & E. Souberman, eds.). 

Cambridge, MA: Harvard University Press. 

Wagner, C., & Ip, R. (2009). Action learning with Second Life - A pilot study. 

Journal of Information Systems Education, 20, 249-258 

Wang, Y., & Braman, J. (2009). Extending the classroom through Second Life. 

Journal of Information Systems Education, 20, 235-24 7. 

Warburton, S. (2009). Second Life in higher education: Assessing the potential 

for and the barriers to deploying virtual worlds in learning and teaching. 

British Journal of Educational Technology, 40, 414-426. 

Watson, M., Peacock, S., & Jones, D. (2006). The analysis of interaction in 

online focus groups. International Journal of Therapy and Rehabilitation, 

13, 551-557. 

119 



APPENDICES 

120 



APPENDIX A 

Recruitment Letter 

121 



Recruitment Letter 

Hello! I am contacting you because of your involvement within Second Life 
education groups and the Second Life Educator's list-serv. 

I am a doctoral candidate at Texas Woman's University. My dissertation research 
involves focus groups of higher education educators who have used Second Life 
with their students. The purpose of these focus groups is to discuss things that 
have and haven't worked well in using Second Life as well as your own projects 
and experiences. 

The eligibility criteria for this study are: 
a) Be employed by a university or college 
b) Have taught in Second Life (includes one on one tutoring with students, 
small groups, optional activities, entire semester courses, etc) 
c) Have had a Second Life account for six months or more 

If you meet the criteria listed above, I would greatly appreciate your participation 
in this study. I have scheduled several different times over the next two weeks. 
You can RSVP for a focus group at: http://tr.im/focusgroupsignup 

If you do not meet the eligibility criteria, but have colleagues or contacts who 
might, please feel free to forward on this call for participation. 

This study has been approved by the Texas Woman's University Institutional 
Review Board. If you have any questions, please feel free to contact me in world 
or via e-mail. 

Regards, 
Catherine L Dutton, MA 
SL: Catherine Soderstrom 
Texas Woman's University 
940-898-3200 
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Notice Sent to Groups 

Focus Group Participants Needed 

Are yo·u an educator working with higher education students in Second 
Life? If so, please consider participating in one of these upcoming 
focus groups! 

Focus groups are scheduled for the following times. Format of the 
group is listed to the side (voice or text chat). All times listed are 
SL T (PST). The groups will last approximately 90 minutes 

Thursday, July 30, 2pm SL T {Text) 
Saturday, August 1, 1 0am SL T (Voice) 
Sunday, August 2, 4pm SL T {Text) 
Tuesday, August 4, 7pm SL T {Text) 
Wednesday, August 5, 3pm SL T (Voice) 
Thursday, August 6, 8am SLT (Voice) 
Saturday, August 8, 8am SL T {Text) 

To reserve your spot in one of the groups please complete this 
reservation: http://tr.im/focusgroupsignup 

Participants will receive a 1,000 linden dollar stipend. 

These focus groups are part of my dissertation research looking at 
educator's experiences in using Second Life with students. 
If you have any questions, please feel free to contact me. 

Regards, 
Catherine Dutton 
SL: Catherine Soderstrom 
cdutton@twu.edu 
Doctoral Candidate 
Texas Woman's University 
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Participant Screening and Signup A 

6 responses over four weeks 

Educator Experiences in Virtual Worlds- Screening Survey 
Screening Survey 

*1. Second Life Avatar Name (first and last name) 

*2. E-mail Address 

*3.Are you a university or college educator? 
Yes 
No 

*4. Have you used Second Life for more than 6 months? 
Yes 
No 

*5. Have you used Second Life in teaching a class? 
Yes 
No 

~6. How many times have you facilitated/run a session in Second Life with 
students? 

none 
one 
two 
three 
four 
more than four 

*7. Would you be willing to participate in a focus group talking about best 
practices for Second Life educators? 

yes 
no 

*8. Preferred method of communication (You will be placed in a focus group 
which uses your preferred method) 
Voice Chat 
Text Chat 
No Preference 
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* 9. What times would you be available in -Second Life for a focus group meeting? 
Please select all possibilities to aid us in scheduling focus groups. SL T denotes 
Second Life Time (Pacific Standard Time). 

Mon-Fri 4am-6am SL T 
Mon-Fri 6am-8am SL T 
Mon-Fri 8am-10am SLT 
Mon-Fri 10am-12 noon SL T 
Mon-Fri 12noon-2pm SL T 
Mon-Fri 2pm-4pm SLT 
Mon-Fri 4pm-6pm SL T 
Mon-Fri 6pm-8pm SL T 
Mon-Fri 8pm-10pm SLT 
Mon-Fri 1 0pm-12midnight SL T 
SaUSun 4am-6am SL T 
SaUSun 6am-8am SL T 
SaUSun 8am-10am SLT 
SaUSun 10am-12 noon SL T 
SaUSun 12noon-2pm SL T 
SaUSun 2pm-4pm SL T 
SaUSun 4pm-6pm SL T 
SaUSun 6pm-8pm SL T 
SaUSun 8pm-10pm SLT · 
SaUSun 10pm-12midnight SL T 
Other (please specify) 

10. Comments or Questions: 

Please select Submit below to complete the survey. Thank you for your interest 
in the study. If you meet the study requirements, you will be contacted via e-mail 
and within Second Life. 

If you have any questions, please contact Catherine Dutton (cdutton@twu.edu). 
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Participant Screening and Signup B 

Educator's Experiences in Second Life- Focus Group RSVP Form 

27 responses over one week 

Thank you for taking the time to participate in this research study. To 
RSVP for a focus group please complete the form below. 
The purpose of this study is to examine educator's uses of virtual worlds through 
micro focus groups, specifically looking at educators using Second Life to 
determine uses and best practices. 
Please enter a first and second preference. You will be contacted in world with a 
confirmation of your time after making a reservation. 
If you have any questions please feel free to contact Catherine Dutton, e-mail: 
cdutton@twu.edu, SL: Catherine Soderstrom Please feel free to invited eligible 
colleagues to participate. 

Do you meet the criteria for this study? * Eligibility: Educators employed by a 
university or college who have taught in Second Life. Educators will have had a 
Second Life account for six months or more and have facilitated sessions within 
Second Life with their students. 

• Yes 
• No 

Second Life Name * Please include first and last name -------

Reserve a time 
While every attempt will be made to accommodate your first session choice, 
groups are limited to no more than 8 participants. For this reason, please select 
both a first and second preference time. Sessions designated (voice) will use SL 
voice chat- participants will need a microphone and headset, those designated 
(text) will be conducted in text chat only 

Which focus group do you plan to attend?* Please choose one as your FIRST 
preference , 

Wednesday, July 29, 6pm SL T (Voice) 
Thursday, July 30, 2pm SL T (Text) 
Saturday, August 1, 10am SLT (Voice) 
Tuesday,Augu~4,7pmSLT(Te~) 
Wednesday, August 5, 3pm SL T (Voice) 
Thursday, August 6, 8am SL T (Voice) 
Saturday, August 8, 9am SL T (Text) 
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I am not available at any of the scheduled times but am interested in 
participating if other times are scheduled 

What is your second time choice? * 
Wednesday, July 29 6pm SL T (Voice) 
Thursday, July 30 SL T (Text) 
Saturday, August 1, 10am SL T (Voice) 
Tuesday, August 4, 7pm SL T (Text) 
Wednesday, August 5, 3pm SLT (Voice) 
Thursday, August 6, 8am SLT (Voice) 
Saturday, August 8, 8am SL T (Text) 
I am not available at any of the scheduled times but am interested in 
participating if other times are scheduled 
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Research Questions and Focus Group Questions 

Research Question 
What motivated educators to use (and 
continue using) Second Life? 

What are helps or aids to 
using/adopting Second Life? 

-. 

. , 

What are hindrances in using Second 
Life? 

What advice do educators give for 
other educators about using Second 
Life? 
What are best practices for using a 
virtual world for education? 

Follow-up prompts 

"Can you tell me more about. .. ," 

"Can you give me examples?" 

"What else would you include?", etc. · 

Focus Group Questions 
Tell me about why you became 
involved in Second Life. 
Please tell us how you have been 
using Second Life as a teaching tool 
and your content area. 
What type of training (if any) did you 
participate in while getting started in 
Second Life? (examples: in-world, local 
campus training, books) 

How does using Second Life compare · 
to other online methods you have 
used? 

What have been some "ah ha" 
moments in working in Second Ufe? 
Times where you went "wow, that 
worked well?" 
What about the inverse? Times you 
realized you would do something 
differently? 
If you were talking to a person 
considering using SL for their class, 
what advice would you offer? 
Best practices are previously used 
techniques that have been effective in 
delivering a desired outcome. Can you 
tell me about some best practices that 
you have used or seen others use 
while teaching in Second Life? 
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Focus Group Introduction Script 

The following script was read at the beginning of each focus group. 

Focus Group Directions 

Thank you for coming this evening. 1 · appreciate you taking the time to 

participate in this focus group. 

This session is being recorded. I will be logging the chat and am recording 

a video (and audio, if voice) capture of the session. The avatar you see seated in 

the room is my "recorder." 

To abide by Linden Lab's terms of service in regards to recording, please 

touch the recorder in the center of the table and say. in chat "I consent to be 

recorded" 

Each of you have received a consent form and have returned that to me. 

Thank you. 

Our agenda for today is as follows: I'll explain the goal of this meeting, 

then address confidentiality, review the ground rules for the evening; we'll do 

introductions, and then move into the questions and discussion. 

When the discussion is over we'll take a few minutes to wrap up. 

After the discussion I have a brief questionnaire I'd like you to fill out for 

additional information about your background teaching in SL 

If you have questions at any point this evening, please feel free to ask in chat or 

to IM me with your que~tion. 
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If at any point, you need to withdraw from the conversation, you may do 

so. 

This focus group will last about 90 minutes. If the con·versation continues 

longer than that, please feel free to excuse yourself by IM'ing me. If you need to 

take a break, you are welcome to do so, please just indicate that you're leaving 

your screen by typing "brb" - when you return, type "back.I' 

The goal of this focus group is to discuss your experiences teaching in Second 

Life. 
) 

In regards to confidentiality-, this chat log will only be shared with my advisor- but 

your names will be removed. I ask that if you keep a log of what is said tonight it 

not be shared with others. 

This takes us to the guidelines for discussion. 

I know IM's can silently distract us, so please refrain from IM'ing- if you 

need to go in busy mode to help with that you might want to do so now 

Please respect the comments of all participants; we're not looking for right . 

answers or trying to come to a consensus- just your experiences and opinions : ) 

Do you have any questions? 
\ 

To begin with, let's go around the table and, introduce yourself. 

Focus Group Questions 

1. Please tell us how you have been using Second Life as a teaching tool 

and your content area. 

2. Tell me about why you became involved in Second Life. 
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3. What type of training (if any) did you pprticipate in while getting started 

in Second Life? (examples: in-world, local campus training, books) 

4. How does using Second Life compare to other online methods you 

have used? 

5. What have been some "ah ha" moments in working in Second Life? 

Times where you went "wow, that worked well?" 

6. What about the inverse? Times you realized you would do something 

differently? 

7. If you were talking to a person considering using SL for their class, 

what advice would you offer? 

8. Best practices are previously used techniques that have been effective 

in delivering a desired outcome. Can you tell me about a best practice 

that you have used or seen others use while teaching in Second Life? 

Prompts 

"Can you tell me more about...," 

"Can you give me examples?" 

"What else would you include?", etc. 

Questions used in the pilot group that were not used after: 

Tell me about how you have used Second Life in your classes 

What have been the greatest helps in using Second Life? As a platform? 

As a teaching tool? 

What have been the biggest hindrances to your using Second Life? 
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Follow-up Interview Questions 

Questions for follow-up interviews will depend on comments made by 

participants during the focus groups. However questions will follow something 

along these lines: 

1) Would you expound on your statement (insert statement here)? 

2) Can you tell me more about the project/best practice/help/hindrance 

mentioned in the focus group? 

3) You stated (insert statement here), can you explain more about this? 
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1. Avatar Name: 

Data Form for Focus Group Participants 

( distributed on a notecard in Second Life) 

2. Date of avatar creation (found on your profile) 

3. RL. Gender 

4. RL Age 

5. SL Gender 

6. How long have you actively used Second Life? 

7. Have you used other virtual worlds? 

8. Which ones? 

9. What course level do you instruct in Second Life? 

Undergraduate lower division (100 or 200 level courses) 

Undergraduate upper division (300-400 level courses) 

Masters 

Doctoral 

10. When you joined Second Life, did you join for educational purposes? If no, 

why did you join? 

11. For how many courses do you use second Life? 

Please answer the following questions for each course: 

a. What is the subject area of the class(es) in which you use Second 

Life? 

b. How many sessions of your course do you conduct in SL? 
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c. How many semesters have you used SL for classes? 

d. Do you teach the course online, face to face, or as a hybrid course? 

e. Approximately how many students are in the course? 

12. What other technologies do you incorporate in your courses? 

Web 2.0 technologies . 

Wikis 

Biogs 

Pod casting 

Social Networking 

Flickr or other social image sites 

Facebook 

MySpace 

Social Bookmarking (de.li.ci.ou.s, etc) 

Please List: 

Discussion Boards 

LMS platforms 

Blackboard 

Moodie 

Sakai 

Angel 

Other- (please list) 

What other technologies do you use on a regular basis? 
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13. Optional: If you have a class space in Second Life, would you please share 

the location: {drag landmark if possible) 

If this is a closed space, would you be willing to provide me with short 

tour? -

14: Do you have a website/blog related to your SL experiences? If yes, what is 

the address? 

Thank you! 

Please return to Catherine Soderstrom (or e-mail to cdutton@twu.edu ) 

To return in world: Click Save at the bottom of the card once completed. Locate _ 

the notecard in inventory. Right click on the card and select Properties. Catherine 

Soderstrom should be listed as creator- click Profile next to her name. Profile will 

pop up. Click and drag notecard from inventory to profile. 
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Focus Group Confirmation 

Hi <Participant Name>, 

Thank you for volunteering to participate in a focus group for the research 
study on educators experiences in Second Life. 
I am confirming that.you have signed up for the session on: Wednesday, August 
5, 3pm SL T (Voice) 

The session will be conducted in voice chat. 

Please plan to arrive to the focus group at the assigned time. The focus groups 
will be held at the location attached: 
<Second Life location listed> (double click the landmark and click teleport) 

If you are unable to make this session, please let me know as soon as possible. I 
am happy to reschedule you to another session if that is necessary. 

Below is the consent information. At the bottom of the consent form is a segment 
that you will need to fill out then copy and paste into a new notecard and pass to 
me when you arrive at the group. 
<Consent Form Attached> 

If you have any eligible colleagues who might be interested in participating, 
please feel free to direct them to the sign up form at http://tr.im/focusgroupsignup 
Thank you again for your willingness to participate in these focus groups. 

Catherine Soderstrom 
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Participant Consent Form 

TEXAS WOMAN'S UNIVERSITY 
.CONSENT TO PARTICIPATE IN RESEARCH 

Title: A Qualitative Study of Educator Experiences in a Virtual World 

Investigator: Catherine Dutton (SL: Catherine Soderstrom) 
940-898-3200 
cdutton@twu.edu 

Advisor: Lillian Chenoweth Ph.D. 
940-898-2688 

Explanation and Purpose of the Research 
You are being asked to participate in a research study for Ms. Dutton's 

dissertation at Texas Woman's University. The purpose of this research is to 
examine educator's uses of virtual worlds. Specifically this study will examine 
educators using the world Second Life to determine uses and best practices. 

Research Procedures 
For this study, the investigator will conduct online focus groups of 

university educators using virtual worlds. An initial screening survey will 
determine eligibility to participate. The focus groups will be done at a private 
location within Second Life. The focus groups will be screen captured. The · 
purpose of the video recording is to provide a transcription of the information 
discussed in the interview and to assure the accuracy of the reporting of that 
information. If you agree, you may be asked to complete a follow up interview. 
Interviews will be done at a private location agreed upon by you and the , 
researcher within Second Life. Text chat from interviews will be captured and 
audio will be recorded. Your maximum total time commitment in the study is 
approximately three hours. 

Potential Risks 
Potential risks related tq your participation in the study include fatigue and 

physical or emotional discomfort during your interview. To avoid fatigue, you may 
take a break (or breaks) during the focus group as needed. If you experience 
physical or emotional discomfort regarding the interview questions, you may stop 
answering any of the questions at any time. · ,. - • 

Another possible risk to you as a result of your participation in this study is 
release of confidential information. Confidentiality will be protected to the extent 
that is allowed by law. The focus group and (if agreed upon) interview will take 
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place in a private location agreed within Second Life. During the research you 
will not be asked to disclose your real life name. A code name, rather than your 
Second Life username, will be used on the videotape and transcription. Only the 
investigator and her advisor will have access to original recordings and 
transcripts. The digital recordings, hard copies of the transcriptions, and the 
computer diskettes containing the transcription text files will be stored in a locked 
filing cabinet in the investigator's home office. It is anticipated that the results of 
this study will be published in the investigator's dissertation as well as in other 
research publications. However, no names or other identifying information will be 
included in any publication. 

Loss of Anonymity is another potential risk during this study. If you are 
concerned about others knowing your real life identity you may choose to use an 
alternate avatar or create a new account for the purpose of participating in the 
study. You may also withdraw from the study at any point. 

Loss of time is another potential risk during the study. Your time 
commitment will not be in one sitting and you may choose to participate in only 
the focus group and not the follow up interview. You may withdraw from the study , 
at any time. · 

The researchers will try to prevent any problem that could happen because of 
this research. You should let the researchers know at once if there is a problem 
and they will help you. However, TWU does not provide medical services or 
financial assistance for injuries that might happen because you are taking part in 
this research. 

Participation and Benefits 
Your involvement in this research study is completely voluntary, and you 

may discontinue your participation in the study at any time without penalty. If you 
participate in the study you will receive a one time payment of 1000 Linden 
dollars (roughly $5). At the completion of the study a summary of the results will 
be mailed to you upon request.* 

Questions Regarding the Study 
If you have any questions about the research study you may ask the 

researchers; their phone numbers are at the top of this form. If you h_ave 
questions about your rights as a participant in this research or the way _this study 
has been conducted, you may contact the Texas Woman's University Office of 
Research and Sponsored Programs at 940-898-3378 or via e-mail at 
IRB@twu.edu. 

If you agree to participate in this study, please_ return a notecard ·(created by you) 
to Catherine Soderstrom that states the following: 
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-------------COPY FROM HERE DOWN------------------
"I, (insert name here) consent to participate in this study." 

· Please check the following, if true: 
_ I understand that the focus groups will be recorded via digital capture 
_ I agree to participate in a follow-up interview, if needed. 
_ I consent to have digital representations of my avatar included in the 
research report. (This is optional and not required for participation in the 
researqh) 
_ I would like to receive a copy of the research results. My e-mail address is: 
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Second Life Resources for Educators 

Professional Organizations & Publications 

International Society for Technology in Education (ISTE): www.iste.org 

Sloan-C: http://www.sloan-c.org/ 

RezEd: http://www.rezed.org/ 

New Media Consortium (nmc): http://www.nmc.org/ 

Journal of Virtual Worlds Research: http://jvwresearch.org/ 

Second Life Specific 

Second Life Education Roundtables/ Virtual World Education Roundtables: 

Group ·in Second Life 

SLED (Second Life Educator's) Listserv 

https://lists.secondlife.com/cgi-bin/mailman/listinfo/educators 

In-World Conferences 

Jokaydia UnConferences: http://jokaydia.com/ 

Second Life· Best Practices in Education (SLBPE): 

http://slbestpractices2007.wikispaces.com/ 

Virtual Worlds Best Practices in Education (VWBPE) http://wiki.vwbpe.org/ 
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Second Life Skills Learning 

New Citizens, Inc. http://www.nci-sl.org/blog/ 

Scripter Wiki: http://lslwiki.net/ 

Global Kids Curriculum: http://www.globalkids.org/?id=117 

Technical User Interfacing (TUI): http://www.tui-sl.com/ 

Institute for Cooperative Education (ICE): http://www.ice-sl.org/ 

Tarley Linden Video Tutorials: http://secondlife.com/my/whatnext/video-tutorials/ 

Books 

Second Life for Dummies 

Second Life: A Starter Guide 
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Other Virtual Worlds Explored by Participants 

Acadiana Moo http://acadianamoo.org/ 

Active Worlds http://www.activeworlds.com/ 

Club Penguin http://www.clubpenguin.com/ 

Connections Moo* 

Google Lively (2) * 

Kaneva http://www.kaneva.com/ 

Lambda Moo http://www.lambdamoo.info/ 

Meez http://www.meez.com/ 

Open Life (2) http://www.openlifeqrid.com/ 

Open Sim (2) http://opensimulator.org/wiki/Main Page 

OpenGrid http://www.osqrid.org/elqg/ 

Reaction Grid (2) http://reactionqrid.com/ 

Sun's Project Wonderland (3) https://lg3d-wond~rland.dev.java.neU 

There http://www.there.com/ 

Twinity http://www.twinity.com/ 

The Forbidden City http://www.beyondspaceandtime.org 

World of Warcraft http://www.worldofwarcraft.com 

Yoville http://www.yoville.com/ 

*no longer an active service 
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Other Technology Tools Mentioned by Participants 
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Other Technology Tools Mentioned by Participants 

Camtasia 
Clickers 
Delicious 
Digg . 

Digital video 
Elluminate 
iTunesU 
Jing 
Linked In. 
Netsupport School 
Netvibes 
Ning 
Ping 
Plurk 
RSS Feeds 
Screen casts 
AIMshare 
Sh outcast 
Skype 
Slideshare 
Snapzilla 
Squidoo 
Twitter 
Visual Communicator 

Yugma 
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