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Teaching and Learning on WCUPA Island 
Gingi Wingard (SL: GW Wetherby) 
Second Life provides new and improved methods for teaching and learning.  This immersive 3D world allows students to participate, create, and build knowledge through experiential learning experiences that may be difficult or impossible to replicate in the real world due to safety, cost, distance, time, or social opportunity.  Encounter- and empathy-based learning situations allow students to develop social-emotional skills in addition to cognitive skills. The following learning methods are effective in Second Life(SL):

· Presentations/Lectures

Presentations and lectures are useful for one-way transmission of factual information to a large group of learners.  Power Point presentations can be prepared in advance and shown in-world.  A presenter can also show a web browser page to a group. Second Life can handle a presentation to an audience of approximately 50 without technical difficulties.  On WCUPA Island, this capability can be used in the Lecture Hall on the island. Teleport to the space by clicking here.

· Class Discussions

Class discussions are effective when helping students reinforce something they've learned or helping them see an idea they've already encountered in a new way. For example, a class discussion is often helpful as a follow-up to a reading assignment.  On WCUPA Island, one of the spaces a class discussion can take place is in the Classroom section of the Island in which seating is arranged in a circle. Teleport to the space by clicking here.
· Breakout Sessions (small group)

Small groups are especially helpful when trying to get students actively to engage a task or new information. Individuals who might not speak in class discussion may participate more readily in the intimate group dynamic. Also, group members can collaboratively engage in a task, thus making the students responsible to one another for their work.  An entire class can meet to get an introduction, break out and fly to different locations on the island or on the main grid and return for a follow up group discussion.  It can enhance the learning experience if these small group sessions take place somewhere in SL that adds to the knowledge gained, or creates a relaxing atmosphere. One spot on WCUPA Island that is comfortable for small group conversations is in the Tiki Coffee Shop. Teleport to the space by clicking here.

· Panels

Panels are excellent methods for bringing in experts to add to the learning experience.  Experts can meet and discuss in-world, or students can watch a real world panel that is broadcast in-world. On WCUPA Island, one of the spaces a panel discussion can take place is in the Classroom and Lecture Hall section of the Island in which a stage is present with theater seating for participants.  Teleport to the space by clicking here.
· Workshops

Workshops allow students to learn collaboratively from each other. They offer instructors and students the opportunity to present their work (or a part of their work) in a public setting where others will offer supportive feedback about what is effective and what could be improved. A writing workshop can remind students that an audience must encounter their words, and these people may respond in unexpected ways. On WCUPA Island, one of the spaces a workshop can take place is in the Classroom section of the Island in which seating is arranged in a circle. Teleport to the space by clicking here.
Encounter-Based and Empathy-based Learning Methods
· Simulations

Simulations in SL allow students to move and exist in a 3D world in which there are no possibilities for physical harm or danger as a result of experimentation or participation.  Learners can experience situations in which they would not have access in the real world, such as underwater or in the operating room.  To find simulations, use the search function in-world.

· Role Plays

Role Plays provide opportunities for students to interact in foreign situations as avatars and help develop social-emotional skills such as recognizing and managing feelings, building empathy and making responsible decisions.  Taking the perspective of a character in a book, or figure in history can help develop understanding and deepen content knowledge.  For example, Henry Tudor Lands allows students to experience England as it was in the 16th century during the reign of King Henry VIII.  They can role play while visiting Tudor-style homes, churches, and castles. To find more role-playing communities in SL, click here.

· Hunts

Hunts are student-centered activities that allow learners to gather information or complete tasks by visiting various landmarks in-world.  Instructors can share prepared notecards with landmarks for students to visit and construct new knowledge.  To find some hunts already created, use the search function in-world or the Destination Guide on the SL web site.

For more discussion of educational uses of SL for empathy-based and encounter-based learning, see Neil LaChapelle’s blog post on the Educause web site: http://www.educause.edu/blog/HiredEd/SomeFoundationsforSecondLifePe/167081 
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