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PART SIX

SIMULATIONS



Chapter 1
Educational Potentials of Second Life

Centre for Educational Research,
University of Koblenz-Landau (DE)

1. Introduction
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2. From MUDs to Metaverses: A short history of virtual
worlds
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1. Shared Space: The world allows many users to participate at once.

2. Graphical User Interface:Tthe world depicts space visually, ranging in style from 2D
"cartoon" imagery to more immersive 3D environments.

3. Immediacy: Interaction takes place in real time.

4. Interactivity: The world allows users to alter, develop, build, or submit customized

content.

5. Persistence: The world's existence continues regardless of whether individual users

are logged in.

6. Socialization/Community: The world allows and encourages the formation of in-world
social groups like teams, guilds, clubs, cliques, housemates, neighborhoods, etc.
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virtual-world/2008-1043_3-6134110.html

" http://www.activeworlds.com/

© http://www.there.com/
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% http://en.wikipedia.org/wiki/Maze_War
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P http://www.worldofwarcraft.com

%6 http://everquest.station.sony.com
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" o 13 Fin recent years, the term has grown
beyond Stephenson’s 1992 vision of an immersive 3D virtual world, to include aspects of
the physical world objects, actors, interfaces, and networks that construct and interact
with virtual environments5 =.> The Metaverse is the convergence of 1) virtually enhanced
physical reality and 2) physically persistent virtual space5G
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3. Second Life

3.1 What is Second Life and what does it offertoi ts
users?
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% http://www.secondlifeherald.com/
%0 http://www.secondstyle.com/

%2 http://www.slliveradio.com/

%D http://www.lifeforyou.tv

& http://slen.tv/
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3.2 What makes Second Life different from other vir tual
worlds?
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Life distinct is that the game company, Linden Lab, has not assumed the role of fantasy
publisher, monster tender nor social engineer. Instead the company provides a set of in-
game modelling tools and a scripting language which allows interactive features to be
built into objects. Players aren’t given a goal or even a way to keep score — other than

the “Linden Dollars” script.G
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4. Using Second Life for educational purposes

4.1 What makes Second Life interesting for educator  s?
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4.2 Educational Uses of Second Life
! "4 ( "
& # 5 1A
CB 8 “the unique qualities of a 3D virtual worlds can provide opportunities for

rich sensory immersive experiences, authentic contexts and activities for experiential
learning, simulation and role-play, modelling of complex scenarios, a platform for data
visualisation and opportunities for collaboration and co-creation” ="5 F
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(Excerpt from a compilation published by Jo Kay and Sean FitzGeraIdSB)
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4.3 The strengths and limits of Second Life inedu  cation
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(Excerpts from Traphagan, T. (2007). “Evaluation of a Pilot Use of Second Life in an
English Course” 41)
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5. Development of learning courses in Second Life
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5.3 Step 3: Modifying your avatar’s appearance
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49 http://wiki.secondlife.com/wiki/Video_Tutorials/Basics#Searching
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5.5 Step 5: Practicing ...
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5.6 Step 6: Renting or purchasing a location
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" F researchers and students dozens of prebuilt settings for experiments in social
interaction in 3-D space. These settings are expressly designed to encourage explorations
along dimensions such as formal and informal; traditional and nontraditional; real and
surreal; serious and playlike; and other continua as may be defined. The campus has
dozens of settings for these interactions, from the serious to the fanciful, each designed
to support an optimal group size, from 2 to more than 75. The campus supports a wide
variety of traditional support media, including: Posters, PowerPoint slides, photographs,
charts/graphs, videos and weblinks5G
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& http://www.simteach.com/wiki/index.php?title=Overview_of Music_and_Audio_in_Second_Life




F? B #
64 5
. . g .y
53 v #-" 65 #
% # 5
# 5
+ 4 68 #
4 59 8 wew W 4
4 + 4
52 8 ) " 4
# 4 66 4

6. Summary and outlook

6.1 Summary: Second Life and its use in education
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than the virtual world's real-life relevance.” “Despite near-continuous coverage in the
popular and business press, Metaverses like Second Life are experiencing slowing growth
and limited impact because of the tethered nature of their virtual world experience”.
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6.2 Outlook: What may the future bring
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F What happens when video games meet Web 2.0? When virtual worlds meet
geospatial maps of the planet? When simulations get real and life and business go
virtual? When you use a virtual Earth to navigate the physical Earth, and your avatar
becomes your online agent?G
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have interactive avatars, with those aged between 13 and 30 spending around 10 hours
a week socializing in 3-D visual environmentsG5
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Fwill likely see little distinction between their real-world social lives and their interactions
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in digital, 3D virtual worlds. And they'll increasingly turn to services like an enhanced
Google Earth that are able to present data on what's happening anywhere, at any time,
as it unfolds5G ="5! 8 &660 %5
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