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Abstract

Second Life is an online virtual world that is three-dimensional and uses rich
graphics that allow the user to be engaged in this environment. There has been a
significant increase in people using this virtual world and those conducting research
in it in the recent past. This research study analyses a project where pre-service
education students accessed Second Life as part of a 4th year elective course. The
students had not used this virtual world prior to being introduced to it in class. They
completed a problem-based learning experience in Second Life that allowed the
students to explore the virtual world, as well as develop an activity that could be
taught to a high school class. This study used case study methodology within a
gualitative research framework. Although it was only a small pilot study, results
suggest that the students learned how to navigate around Second Life and were open
to this new technology. Half of the students reported that they would use this
technology or similar technologiesin the future.
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Learning in a different life:
Pre-service education students using an online virtual world

By Chris Campbell, La Trobe University/Universitiyotre Dame, Australia

Background to the study

| learnt so much about Second Life as | had never heard of it before. It brings up some great
points of interest.

I knew nothing about Second Life, so this gave me an opportunity to understand the new
technology that is out there.

If thisis where the future of education lies, | feel informed and confident about my ability to use
it.

It showed me that this technology has potential in the classroom as a teaching tool.

These comments were made by students about thetseféé the introduction of a
program using Second Life as part of a pre-serghecation course and are indicative of the
comments made by the group. This research papsrayo® analyze how Second Life, a virtual
world, was used by these pre-service educatiorestsdn a final year educational technology
course. The students used Second Life to engagedirexperience new technology. Second Life
is an online world in three dimensions where easér thas an avatar that represents his or
herself. Using this avatar, users can travel atdarthe Second Life environment and are able
to adapt and change their avatar, as well as wanstheir environment. Because their avatar is
an animation, they can give themselves a new agajey, or even alter if they are human to
create a completely original persona and organ&second Life can offer the user new ways to
communicate, collaborate, and cooperate, thus rgakinan exciting new tool for use in
educational settings. Research in this field haanbsonducted over the past few years, with
some studies now becoming available. Andersorstbirj and Karimi (2008) conducted a small
investigation as part of a thesis and concludetiSkaond Life can be used as a pedagogical tool
in higher education institutions. However, theyoassiggested that due to slow graphics and the
high demands of computer hardware, Second Life ldhte used as a learning tool to
complement rather than as a substitute for otteehiag methods.

The increased reporting on virtual worlds is dugh® huge interest across the world,
with people from many countries accessing Secomel Lin May 2007, there were 6,888,765
residents of Second Life, of whom almost two milliead logged in during the past sixty days,
showing that Second Life has many active usersnatmnally (Diehl, 2007). More recently,
there were 499,986 residents logged in during @rselay period in September, 2008, with a
total of over fifteen million residents in Secondfel (Linden Research, 2008). It has been
suggested that by the end of 2011, approximatelgeBfent of internet users will have a virtual
self, although perhaps not in Second Life, buttireovirtual worlds (Gartner Group, 2007).
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A substantial body of research has been undertakethe sociology of both virtual
communities and virtual worlds. One group of reskers report that Second Life is an
educational game and that it should be both inftik@and engaging (Slator, et al., 2005). They
conducted research on virtual world games, in aer Dollar Bay, which is intended to teach
retailing principles and practices to students ipigythe game, it is meant to assist them in
acquiring both real life skills and concepts. Tragionale then, is that this learning is
subsequently transferred to real life situationst(®, et al., 2005). One study investigated
whether learning can be improved through interactuith a virtual environment. Although the
results were inconclusive in this complex issueytlsuggest more investigation might be
beneficial in increasing the body of research kmalge (Roussou, Oliver, & Slater, 2006).
Another group of researchers also suggest thate'thee limitless possibilities for educational
research and evaluation within the Second Life remvhent” (Sherman & Tillies, 2007, p.
7367). Another type of virtual world is SimCity vahi Devich (2008) suggests is an example of
a strategy game. This means that a player needimtand to do so, must acquire a level of skill.
In Second Life, one of the aims of the virtual wioid to socialize, making this quite unusual in
gaming strategies.

More specifically, Second Life is a multi-user uat environment or a virtual world with
a rich social network. It has evolved from theteaih of computer based games and is part of the
current explosion in the use of Web 2.0 technokgiét is a commercial enterprise created by
Linden Labs in 2003 selling and renting virtualdaas well as managing a virtual economy and
providing a level of administration, policing andnsorship (Linden Research, 2007). A portal
is also provided for educators to exchange ideasfanresearchers to network. This virtual
world is free to use, although many users pay mdgalfed Lindens in the virtual world) to
purchase items virtually. Linden Labs also prosidesecure environment for under age users
called Teen Second Life. There are a number ofpewable virtual worlds on the market, such
as The Sims Online and the Active World environraent

One of the most recent educational studies usireg Becond Life is the Schome pilot
project report from the Open University in the @ditKingdom. This project in Teen Second
Life investigated the level of engagement of 14¢hlschool students (The Schome Community,
2007). The results of this study are positive andgest that the teenagers who participated
developed a wide range of skills needed in Secoafs] $uch as walking, building, scripting, and
other skills. Although these are Second Life relaskills, these manipulation and problem
solving skills are transferable to other activiti€ther results from this study include enhanced
knowledge and skills including communication, teaky creativity, and leadership skills.
Importantly, this research suggests that Seconel ¢ain offer some learning opportunities that
other media can lack, thus providing flexibility éarriculum. Although the Schome report was
from an initial study, it was the first of its kirtd use Teen Second Life and as such, informed
our current study by suggesting that there aretipesoutcomes for those using Teen Second
Life and by suggesting it is an avenue that coelduother investigated.

Researchers report on the limitations of usingusirtworlds, particularly technical
limitations, including latency. Brainbridge (20030ggests that, in general, the deficiencies of
the internet are highlighted when using Second.Llfeis is, in part, because of bandwidth
problems causing latency or lag in downloading §infehis is particularly noticeable in countries
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such as Australia that have slower internet spdetsother developed countries. A recent paper
by Fetscherin and Latteman (2008) found that evigh improving technology available there
are still technical challenges for users of Sechifel. Despite the problems in using Second
Life that have been reported, many feel that th@esblems can be overcome and the benefits
make it well worth the effort. One of the posisvef Second Life is that it allows the instructor
or teacher to create educational simulations angeggLivingstone & Kemp, 2008). Moreover,
one advantage that Second Life has over otheraliviorlds is that all users can create content,
as it is not limited to the teacher.

Educational Context

Second Life is increasingly used in educationaltexts. While educators have to deal
with limitations in Second Life, it is a quickly elwing technology and remains the most
accessible of these newer virtual worlds. Accaydim the recently appointed Chief Executive
Officer of Second Life Mark Kingdon, one goal is tontinue with innovation as more
competition increases from new virtual worlds (Rriyk 2008).

Some early research suggests that virtual worldd, ia particular Second Life, may
provide pedagogical advantages for specific legrsilyles and learner groups and for particular
subject areas (Bradshaw, 2006; Roussou, et al.6;28tor, et al., 2005; The Schome
Community, 2007). Rather than segregate spe@émkr groups, this study embraces a whole
class context and gives attention to the whole @lchommunity. This applied research study
aimed to build on previous knowledge gained by @tigating emerging teachers’ pedagogical
approaches to using Second Life for specific cehand curriculums. As many students in this
study are considered to be digital natives, thisshoped to examine the digital convergence of
their learning. The research methodology hasctdtethis and as such, includes a preliminary
guestionnaire in order to examine the specific netdgy background of the pre-service
education students. The students who participatetiis study will benefit in several ways. It
was hoped they would learn a new set of skills thay help them in their teaching in the future.
These skills included being able to learn to cawaté a new set of prompts in the virtual world
and being able to integrate a completely new rariga-world cues. It was also hoped that the
students could adapt these skills in various way® dhey are teaching.

There are a number of universities using Seconel lifth to teach curriculum and as an
extra curricular tool. Often it is used to reprdgsa real life environment; for example, at
Harvard Law School they have created Harvard Ext@nSchool’s moot court, where students
learn about court proceedings in the Second Liferenment (Nolan, 2006). Another example
of this is the Theatron 3 Project building of repk of historical European theatres (The Higher
Education Academy English Subject Centre, 2006thef3, such as the Open University-based
Schome community, have focused on specific leagneups and on allowing students a high
degree of creative freedom. Universities are &leginning to use virtual worlds to support
research. In Australia, Swinburne University’s @€erfor Advanced Internet Architectures is
using Quake 3 to model statistics and monitor trmputer network as part of the
L3DGEWorld project (Turner, 2008). Stanford Unisigy is teaching virtual world creation in
their computer science programs as well as usiequtim research (Timmer, 2007). Brainbridge
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(2007) contends that the evolution of online vilteiavironments is enabling new types of social
science research and can be viewed as virtualdadraes.

This study used Second Life as a tool to equipl fygar education students with the
skills to critically and purposefully engage witmerging technologies to enhance their teaching
practice. At the time of the study there were tleebcourses at the university that either taught
Second Life or teach using Second Life as the mnmediuA community of practice at the
university is slowly developing, and a number afuiies and centers have expressed interest in
using Second Life for teaching curriculum and tpmart research and networking activities.

This study was inspired by the researcher’s expeei®f conducting a single seminar on
Second Life that was conducted with 4th year pninpae-service education students during the
second semester of 2007. The high level of engageby this group of tertiary students with
Second Life impressed the researcher. It was vbdehat the students appeared to be very
comfortable exploring Second Life and at assesgmgotential value and its limitations for
users and for themselves as educators. This geagly identified the potential to incorporate
Second Life into their technological knowledge &gaiching practice and how to relate it to the
curriculum. This suggested that Second life hasmi@l to support deep learning in secondary
and higher education. Thus, with the next cohodtoflents, Second Life was embedded into the
course.

Research Design

This study aimed to investigate the emerging teacheitial responses to and potential
use of Second Life as an example of a virtual warld a new technological teaching tool. This
research investigated education students’ respdosasd perceived usability of virtual worlds.
Thus, a case study method was used for this stitlyisais one discrete cohort (Yin, 2003).

From the review of literature, research questioesewdevised within the context of the
overall aim. The research questions were:

* How do emerging teachers respond to using Secdiedaki a potential teaching tool in their
future classroom?

* What are some of the potential uses of Second witkin a secondary school classroom
context?

» What specific learning activities can utilize Sedarife?

This project focused on 4th year pre-service edorcatudents who were enrolled in an
elective course called Interactive Technologiethsn summer semester of 2008. The course is
an intermediate educational technology course whtrdents create websites, gain experience
using interactive whiteboards, and learn about gmgrtechnologies. The course was taught in
block mode over one month and included severakassent tasks, of which only one pertained
to Second Life. By incorporating this project iritee course it was hoped the students would
undertake an enriched course using a new and emgetgichnology as well as have the
opportunity to reflect on the unique characterssté virtual worlds and what relevance these
may have to contemporary teaching practice. Sevampbrtant goals were thus set, which
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included students being able to identify new leagndemands on their students once they are
teachers. Another goal was for the introductiorthe project to support the current learning
goals of the course as well as the acquisitiontudent skills. These skills included the generic
skills universities teach students, such as teank wkills, improved problem solving ability, as
well as having curriculum experiences.

Data collected included student questionnairesyudagroup interviews, as well as an
online journal. This online journal was worth 1€rgent of the total assessment for the course.
Other data included lesson plans from each growpaanlio recordings of class presentations
that utilized Second Life. The type of data thaswallected is shown more fully below in Table
1. Due to the number of students who were enratiatiis class the group was broken into two
separate cohorts and they were taught a week fpattie entire course. This meant that one
class completed all tasks a week later than theratlass. As the course was taught in block
mode, the entire class went for five weeks, witldents participating on several full days.

Table 1. Data Collected and Number of Responses.

Data Type Number of Responses
Pre questionnaire 36

Post questionnaire 25

Online journal 36

Learning activity report 10

Focus group interview transcripts 4 groups of @lemis
Audio recording of presentations 4 group preseonati

Thirty-six students participated in this study, ahiwere all the students from the two
classes involved in the study. However, not altdstis participated in the final questionnaire or
the focus group interviews. Twenty-five studentsnpteted the final questionnaire and there
were two focus groups from each of the two clas®e® of the limitations of this study is the
small sample size, but as this is a small pilothgti could perhaps be repeated at a later time,
strengthening this study.

Participants completed an online pre-questionnairéhe beginning of the course and
another online questionnaire at the end of thessouhe questionnaire was conducted using the
online website called Survey Monkey, where a vgriet questions were developed by the
researcher and then hosted in a secure online .spheequestionnaire contained a mixture of
open ended and closed questions, including matyibe guestions that focused on students
Information and Communication Technology (ICT) usgluding general use of technology
both at home and at work, including mobile phonages emailing and social networking
website use, as well as any preconceptions of $etibe prior to being introduced to it. The
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students were also asked if they had used Secdagtaviously and how they think they may
be able to use Second Life for educational purpoBes students were also asked about other
virtual environments and if they have used thenoteefThe final questionnaire asked students
about their use of Second Life during the coursewall as how they anticipate they will use
Second Life for educational purposes in their fatteaching. Questions included asking the
students how many hours during the course they 8sednd Life, as well as how they used
Second Life for educational purposes. They were atked if they might use Second Life in the
future, when that might be, and how they mightitise

To add to the depth of the data, collected focasigrinterviews were conducted at the
end of the course. Questions asked at this timelvad asking about their experiences using
Second Life both prior to undertaking the classval as during the class. They were asked
about the learning activities they created in clss if they thought they would use Second Life
in the future, as well as if they feel they miglsieuTeen Second Life after they are qualified
teachers. The focus group interviews were conductetid depth to the questionnaire data and
to gain further answers from the students regarthieg use of this technology. There were two
groups who participated in the focus group intemgidrom each of the separate cohorts, which
meant a total of twenty-four students participatedhese interviews. Students were asked to
volunteer for the interviews during their final staof the course, with the interviews being
conducted by a research assistant in a room adjecére class.

Students had access to their own online journaMebCT 6, which is part of the
university’s Learning Management System. This palirallowed students to reflect on their
virtual world experiences and was kept private leetwthe course instructors and the individual.
The journal was worth 10 percent of the total assest for the course. The students were able
to reflect on their experiences such as working gsoup, moving around their avatar in Second
Life, and the advantages and uses they think théyhave when they are classroom teachers.
They were able to reflect on class discussions tattmilearning styles teaching with Second
Life might be useful for and how it may fit in witthe curriculum taught in schools in the
Australian state of Victoria or extracurricular igittes. The students were also given two or
three academic readings on Second Life, as wedl ssport on the Schome pilot study. The
journal was designed to be open ended so thatrgideuld record any of their thoughts and not
just comment on the areas suggested. Class disnssgso revolved around these readings. The
journal was not meant to be an arduous task forsthdents, and it was expected they would
complete approximately five entries in the jourrsdhough some students completed more than
this.

Students were given a choice of either obtainimgy thwwn avatar (which requires signing
up) or using a generic avatar while undertakingaherse. By allowing the students a choice in
the avatar they used, it allowed time for the stisléo decide if they really wanted to create
their own. It also meant that class time did notehto be allocated for signing up and choosing
an avatar name. Initially all students used thexttexk avatars, although during the second and
third Second Life sessions, several groups of stisdereated their own avatars either just prior
to the commencement of the class or at home. Nardeavere kept on the number of students
who created their own avatar, but from observatiaa thought that at least 30 percent of the
students created one. The lessons were all cordluti computer laboratory, in a face to face
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teaching situation. The students had wide accessete labs, not just during their class time, so
they were able to access Second Life on campus ththe just in class. They also had access to
other online tools such as email and discussiompgoln class the main focus was on the
students completing a group learning activity. Tihidescribed in-depth later in the paper.

Data analysis was completed in the following wayth whe data being collected and then
synthesized from the participant questionnairesigagroup interviews, and other data collected.
The emerging themes were then categorized and rexbldOnce the categories were assigned,
the analysis relied heavily on description ratlemtinference. The data was coded through the
gualitative analysis software called NVivo. In tlsisftware program there was a coding of how
the students used Second Life as well as theiri@mnon others using Second Life and how it
might be used in educational ways in the futurdnisllowed for analysis by the researchers.
This is a pilot study and thus, unexpected thenae wxpected to emerge at this time.

Results

The first section of the results reveals the sttglgorevious experience in technology.
They all had some background in using technolodyether it was mobile phones or accessing
social networking sites. The students were askésl ittfiormation in order to ascertain the
amount of technology they use in their daily livEee next section reports on the actual activity
the students completed, as well as their respdiesége activity and their expectations of using
Second Life with their future students in a classno

Background in using technology

Students used a variety of technology in their yida&y lives; however, these
technologies were not generally used in their warkironments. Only six (16.7 percent), out of
the thirty-six participants had heard about Seddafelprior to undertaking the unit. Five of these
participants commented on what they knew abouwtith all thirty-six participants either saying
or inferring it is a virtual world.

From this group of participants, none had ever &subnd Life before. The participants
were asked what they thought Second Life might beua From a total of thirty-three
responses, half the participants (N = 16) had rea ivhat Second Life was, while eight
participants thought it is a virtual world. Fourr@pants thought it is a computer program or
online game, while two assumed it is similar to 8iems game. Two comments were regarding it
being a tool for learning with one participant stgt‘l guess | think it's probably an application
that can be used as a tool for teachers and ssidetgarning tool?!” One comment could not
be categorized.

Students used technology at home and at work ierakinteresting ways. Email was
used extensively at home with 58 percent (N = Z13todents using it either daily or several
times a day. Students were more likely to use Famehthan My Space, with 60 percent (N =
21) using Facebook once a week or more and 23 tefile= 8) using My Space. Generally,
students mostly did not use email, mobile phones, messaging, or social networking sites
while at work.

10
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The learning activity

The students’ learning experiences were part oélhdeveloped and defined set of tasks
that they undertook as part of the course. Workemgjrely in groups, the students were
introduced to Second Life, and using an enquiryetakarning model, they completed a
scenario which required two class sessions of aboet and a half hours each. Day one
consisted of the students initially exploring Setdife while also listening to a presentation,
which included a history as well as practical imfiation about Second Life. The students then
logged into Second Life in groups and began expiptihe aspects Second Life including
navigation, flying, talking, and other in-world Bki

The pre-service students were given focus quessonthat after they were able to use
basic in-world navigation, they were actually invgating how high school students may use a
virtual world as a learning tool and how SecondeLmight teach high school students in a
different way than how the students are traditign@ught. This task fit in well with the overall
course goals, which were to:

» Use information technology to develop flexible teiag approaches to students with
diverse learning needs and abilities; and

» Use emerging technologies such as Second Life aml experience using it as an
educational tool.

These goals were in addition to the generic unityegoals, which were to:
» Develop skills in working as a team member;
* Improve problem solving skills;
» Gain experience in refining writing skills;
» Develop and refine planning skills.

In their second session, the students were giverraguiring and designing task to
complete. This was a problem-based learning expegievhere the task was for the students to
design a learning activity that they would liketty with a high school aged class using Second
Life. The learning activity needed to support irsthe practice; that is, the practice of ensuring
everyone’s learning needs are included. The pndegeeducation students were then required to
examine the scenario they were given, decide ontboapproach the task and assign roles, and
then locate and analyze recent Second Life reseAftdr reflecting on the research, they were
to identify their cohort, as well as relevant cautum and their learning objectives. The students
then began designing their learning activity.

The third session involved the students giving el presentation to the class that was
five minutes in length. Each group also wrote a 8@dd summary called a learning activity
report. This brief summary of their learning desigcluding a rationale and critical reflection.
These presentations were audio recorded and tire elatss reflected on the activities presented
after each group’s presentation. The class thdectetl on using Second Life as an educational
tool.

11
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By the end of the sessions, the students had dreatariety of activities to use with
secondary students. The activities mostly usedrenwients already available in Second Life
and Teen Second Life, although one group’s activdgd building skills with the creation of the
ideal classroom. These included different grougsi$ong on activities such as:

» Cyber bullying;

« (Going on an excursion;

* Mapping;

 LOTE (x two groups);

* Scavenger Hunt;

* Role playing occupations;

* Communication skills;

» Children building/creating an ideal classroom; and

» Exploring water channels, ie Maths angles, depthvariume.

The students took this problem-based learning vask seriously and produced quality
detailed summaries of their activity. The summanmetuded learning objectives for the activity,
as well as evaluation and assessment sectionsugtihwitnessing the student presentations, it
was evident that the learning activities that smisledesigned were realistic to be taught to
children and resourceful in that they used reaalfgilable resources.

Students thought the activities they created duitiegclass would work in environments
such as Teen Second Life, with 87 percent of stisdegporting this. One student reported
“students are always willing to try new things aedhnology is in this day an [sic] age a very
popular means of doing so. Our activity- re-desagpal build your own classroom, i [sic] feel
would be appealing to Teens in Teen SL” while aeothlso thought that Second Life
“encourages students to develop their technicdlsski second life.” A third student reported
“students will realise that there is an educatigmaipose for using SL, not just socialising. If
they respect that, they are likely to appreciateaSla different type of learning tool within a unit
of work.”

This suggested the students thought they had deselohild centered activities well.
However, only six (25 percent) from a total of twefour responses by the students thought
they would use Second Life in the future. Studesfsorted that in the regional schools they
were about to get jobs teaching in, they felt thwuld not have the opportunity to teach using
Teen Second Life. One student recorded in the guiveill use it to get the students to build
structures in maths, e.g., creating a shoppingeanmtcreating their dream home,” while another
recorded “I will encourage students to enter Teeco8d Life as part of a Peer Skills training
program. The emphasis will be on students intargcin a "help-seeking” scenario, that is,
reflective listening.” In the focus group interviswstudents were asked why they might not use
Second Life in the future. Responses included @gdoeing a concern by students in two of the
focus groups. One student commented, “I still trenken ‘Teen Life’ — there’s too big an age gap
between 12 year olds and 18 year olds. Tweleve giesr are still kids whereas 18 year olds,
they're adults.”

12
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The majority of students felt that completing thetiaty made them more comfortable
exploring new technologies. One student in thel fmaestionnaire recorded “I may not have
looked at these emerging technologies if they waeintroduced into this class.” Another
student recorded “practice and sharing informatiothe classroom (lab) is great, it's when | do
the most learning!” While another student hadréhier perspective “having been in Second Life
at the Uni, | am more willing to try it at home aaldo to try other new technologies.” However,
one student disagreed with this as s/he “was areaminfortable exploring all areas of
technology.”

Students kept a private journal in WebCT 6, whicswead only by the researcher. In
this, they reflected on their use of Second Lifd an the readings they had been given. Students
posted between three and ten reflections duringoloese. The journals reflected the change in
the student’s knowledge and thinking. For exampies student commented in her first posting
“I thought initially it looked like the virtual wdd of SIMS . . . | never had this game . . . This
was fairly hard to grasp . . . Social skills anterplaying is not meant for the internet, nor any
virtual world”..This student’s second post congisté “I was surprised, after reading a number
of the readings, that Second Life could be/and lvgasg used as an educational tool. Although |
am still fairly reluctant to the idea of allowingudents to explore a virtual world, |1 can
understand that it could be beneficial.” Interegiyn this student’s third post continued with her
pedagogical development as she stated:

Whilst doing the SL learning activity | finally uedstood how Second
Life could be a beneficial learning tool for teahand students in the
classroom. Our activity looked at allowing studetatdesign their own
classroom, and physically build their room whilsttihe Virtual World of

SL.

This student’s final post included the statemenetall, after reading the article | feel
that Second Life has a lot of strengths and | aam Ilsow SL is being used in classrooms.”
Although just one sentence from the final posis iepresentative of how this student and others
changed their view of Second Life through the uséduring the course.

The online journals also show student developmehbting able to control the avatar and
how they would use Second Life as an educatior@! ©@ne student stated “It was difficult at
first to manipulate the avatar to turn and to méwsvard,” but then reported, “I believe with
more practice that | will get better at controllitige avatar.” Other students reported similar
experiences, while others commented on wantingetegmalise their avatar. One student stated
“l found it interesting how quickly | wanted to aige the avatar’s appearance.” Even with
limited knowledge about Second Life, this studeshtvon in her first journal recording to state
“I do believe it's important to design your own #aaas it is a representation of yourself or how
you would like to see yourself in this virtual wabf1 which supports research on avatar creation.

Several students reported in their journal thahgisbecond Life assisted them in

‘thinking outside the square.’ Students also reggbthat they found the readings helpful and that
they showed examples of how to use virtual worikis $econd Life for educational purposes.

13
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During the class sessions there were no undue itathproblems, although some
students did come across some anomalies. Theseremoeed primarily in the focus group
interviews with students commenting on things sashbeing jostled by three men and being
glued to the one spot (which this could have beas td lack of user control rather than foul
play). Mostly the students reported positive eigreres with others in Second Life. Overall, the
students did not particularly have any negativeeepces in Second Life.

Overall, students felt that completing the activityclass made them more comfortable in
exploring new technologies. They commented thaty thermally would not be able to
experience these new technologies as well on tweir. They also commented on how using
Second Life in class opened their minds to new eepees. One student commented about
using new technologies in the future “we’ll probapimp in there because we’ll be a bit more
familiar with how it works.” While another studestiated “I do see it as part of the®2dentury
learning — that’s what it is.”

Through the completion of the task and subsequetiitey course, the pre-service
education students achieved the overall goals efctburse. Through the evidence gathered,
including the focus group interviews, survey, wedinples, and observation of the presentation,
the conclusion can be drawn that the students aethithe goals of the course.

Conclusion

Although Second Life is increasingly used, reseandhis area is relatively scarce so the
research and evaluation opportunities are limit{@&german & Tillies, 2007). It is a new and
exciting area to work in and this pilot projectthalugh limited by the small size of the group,
offers a valuable contribution to the current knedge base. This research has some natural
further directions, which include using Teen Secaifd in schools with high school students.
Other potential research is with pre-service edanattudents, perhaps also with those students
in high schools. This is an exciting new area thtihough still being researched by many, has a
lot of scope, particularly in education and withdsnts studying teaching.

The students were all exposed to a new and inn@vétichnology. While none of them
have ever used this virtual world before, they dosge the potential for its use for educational
purposes, particularly with high school classeshe Btudents used a problem-based scenario
approach to investigate Second Life and determatigies they could use in a high school
setting. These activities were innovative, variga appear to be achievable in that they can be
taught to high school students, perhaps usingsedlenvironment, such as Teen Second Life.

Before teaching this course several goals were FBeé evidence presented here
demonstrates that the students’ learning was eeldatmcough the focus of Second Life and the
goals were achieved. The new skills the studerishés will be transferable into their general
teaching skills when they teach children. Thuss gaper demonstrates that it does add to the
literature on Second Life being used in the fiefdeducation. This is particularly important
because to date, there have been almost no respabdished in the field of pre-service
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education students using Second Life, althoughwilichange in the near future. These positive
results demonstrate that it will be beneficial ioore research to be conducted in this new area.

With improved broadband speed and access to teengttthroughout the world, there
has been extraordinary growth in new internet tetdgies. Researchers are only beginning to
understand the potential of virtual worlds, as wadl being able to evaluate the educational
applications of many of these newer internet tetdgies. Second Life is one of the new
technologies currently being investigated, ang important that pre-service education students
have access to these new technologies, in ordeesbteach their future students. This course
was able to provide that, along with a new and afallel set of skills that the students have
learned and will continue to use in the future.
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