
Use of Virtual Worlds in Education


Based on my limited experiences with Second Life, I would argue that before it and other virtual worlds like it can be used successfully in education the educator would have to devote a significant amount of time to ensure that he or she as well as students can manage the mechanics of the virtual world.  I do not consider myself technology-impaired; I am in my early 30s; I can typically figure out how a game or software program works within a few minutes of exploring it.  However, I must admit that the orientations provided within Second Life as well as the tours were not enough for me to feel like a competent user, much less competent enough to create an effective learning task for my students with Second Life.


However, I can see (even if I cannot currently navigate) its potential benefits.  For example, Second Life could be quite useful in World Language classrooms.  The antiquated pen-pal assignment between an American student studying French and a French student studying English could become much more interactive.  The students could actually visit each others’ “worlds” without flying across the Atlantic.  The potential for cross-cultural exchange in such a situation would be vast.


Additionally, virtual worlds such as Second Life could be beneficial to K-12 virtual schools such as Florida Virtual School (FLVS).  FLVS students work independently and at their own pace; little interaction between classmates is built-in to FLVS courses.  However, if course designers were to create learning tasks in Second Life, student interaction, and thus student retention and course completion, would increase.


Despite these potential benefits, I would argue that the use of virtual worlds will not be used effectively and in a wide-spread manner in K-12 education until students currently in high school or younger become teachers themselves.

