Use of 3D virtual worlds for teaching and learning – Competition 

April 2008

[image: image1.jpg]the new teacher?




[image: image2.jpg]


“Do you wanna *BE* the new teacher?” C U There!

Learning and teaching in virtual 3D worlds is still a relatively new field to be explored and as such is an exciting area to be involved in.  Many consider 3D worlds to be playful spaces that are “…adaptable, creative, sociable and collaborative…”

Sian Bayne, in her Caledonian Learning Communities presentation “Learning in a strange place: Second Life at the University of Edinburgh”, presented ideas on how Second Life was an “uncanny space”. Sian shared with us some of her thinking about how Second Life might function as ''a learning environment which nurtures a creative sense of dissonance, troublesomeness and ‘strangeness’ in both learners and teachers''.

3D virtual worlds like Second Life are certainly a relatively new type of space, reminiscent of Castells’ “space of flows” (1996), networking people around shared functions and meanings and enabling interaction without the necessity of physical proximity.  By connecting students, communities and workplaces GCU can use Second Life to enable our students to gain, capture and share collective knowledge as part of their learning.

A search on Second Life and education will find a myriad blog posts and websites where educators around the world discuss their work in exploring 3D worlds, their experiments with building and designing these spaces, and their ideas for research into how we could use these spaces for learning and teaching. Problems arise though if students and teaching staff focus on the technology itself without thinking about the ways it can be used. “Learning ABOUT Second Life is different than learning IN Second Life, but the two get conflated. Learning to navigate in a new world and becoming an expert in something that very few people know about are heady experiences.” (Posting on the 'Generation YES Blog'). The ideal is to have people learn not only about Second Life but to think new ideas about how to use it for learning while they are learning IN it.
Competition
As part of this exploration the Caledonian Academy is pleased to announce that we will be running a small competition, as part of GCU’s ‘C U There’ initiative, to find pilot projects that will investigate potential uses of 3D virtual worlds to support learning and teaching within the University. 
There will be a small development grant (in both £ and L$) awarded to each of 3 wining entries along with advice on pedagogy, progressing in the process of designing and realising project ideas, and evaluation of these pilots. 

We would expect to see progress on the projects by early summer, and implementation by semester A or B 2008/2009. Evaluation for Semester A projects is to be completed by February 2009, with an interim report by December 2008.
Key issues for these pilot projects may include, but are not limited to: Embedding good practice; how we may use this new technology for the benefit of our students at GCU; how to capitalise on the unique properties of 3D virtual worlds - rather than merely using old methods in a new medium. 

We will be looking for ideas that support, for example, non-traditional, engaging experiences; community building and collaboration (especially across schools or with communities outside of GCU); student created content; peer learning; integration of other e-tools such as Web 2.0; and ideas that support the generation of knowledge age skills in our students.

When writing your proposal you should bear in mind ideas that address at least one of the goals of GCU’s 2015 Vision, for example those that help equip students with practical, professional, critical appraisal, problem-solving, communication and entrepreneurial skills. You should also take into consideration the 3 goals from the new LTAS which states that we should be working: 

· To equip students with the skills and attributes to operate as flexible, independent lifelong learners

· To build students’ competencies in the skills demanded by employers in a global knowledge economy.

· To develop and embed innovative and relevant learning and teaching based on sound research and scholarship
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In your proposal you should give consideration to the practicalities of building and implementing resources (both in SL and on campus) required for your project and how you will resource this.
For further information on the philosophy of CUThere visit: http://www.gcal.ac.uk/cuthere/
For some ideas of current practice around the world see (the growing number of) links given in the Emerging Technologies Second Life blog:  http://atasteofsecondlife.blogspot.com/ , and also check out Eduserve’s Snapshot Reports, the most recent of which is available at: http://www.eduserv.org.uk/upload/foundation/sl/uksnapshot092007/final.pdf
A template is provided and all proposal outlines should be submitted in this format (covering no more than 3 pages) by Friday 25th April to Kathryn Trinder, in electronic format. Email: k.trinder@gcal.ac.uk.
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