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Abstract

The online, virtual, three-dimensional world of Second Life provides a landscape in which its users have created its components – cities, forests, buildings, automobiles – all from easy-to-use tools that create graphics and scripting animations.  At almost four million users, business, media, universities and educators have all taken note of this new “land” with its own economic index and currency. University of Houston Clear Lake is partnering with the private, Second World educational institution, eLumenata University, for research and internship purposes. This report is an intern’s attempt to provide a description the many encompassing facets of Second Life, eLumenata and the implementation of an internship project.  It may be updated and added to by future interns, to make more efficient the introduction to Second Life and to serve as a narrative knowledge base.
Second Life – Down the Rabbit Hole
When three-dimensional computer games became popular in the early nineteen nineties, adult players joked that they learned to “always drink the potion and look under the rug to find the key” to move forward in the game. This reflected the discovery and problem solving type learning that attracted users to these games. The new online virtual world, Second Life has evolved from this three dimensional game market, with a discovery based learning culture and cyber-punk
 ethos. Will it become the future of education? Perhaps it will be an important delivery system, or, maybe just a trend? This virtual, three-dimensional world provides a landscape in which its users have created its components – cities, forests, buildings, automobiles – all from easy-to-use tools that generate graphics and programmed animations.  At almost four million users, business, media, universities and educators have all taken note of this new “land” with its own economic index and currency.  Supporters counter the doubts to its cyber‑punk image and sometimes problematic usage by citing the hundreds of  established and even conservative institutions that have found a place in Second Life: Harvard Law School, IBM, Cisco, Reuters, Thomson Learning Systems and Warner Brothers, to mention a few. 
As University of Houston Clear Lake students intern with eLumenata University in Second Life, a thorough independent research and exploration of this world is required. This report is an intern’s first attempt at a description encompassing the many facets of Second Life, eLumenata and implementation of an internship project.  It may be updated and added to by future interns, to make more efficient the introduction to Second Life and to serve as a narrative knowledge base. To best understand, perhaps the only way to understand this virtual world is to see it at Introduction to Second Life, Harvard Law School and Text100 . 
Second Life
The first step to entering the virtual world of Second Life is to visit its website, www.secondlife.com, then create a free user account and download the client interface software. These few steps seem simple to execute, and yet the many complexities of understanding the environment, unstated rules and external websites that support the environment make the overview that follows a useful review. 
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Description. Second Life is a three-dimensional graphic representation of a virtual world, accessed by the internet and populated by users represented by “avatars” or “avies’ (cartoon character representations manipulated by the user) with buildings, an economy and communities built and owned by its residents. It is not accessed by a commercial internet browser, but by a client software customized browser which provides additional commands for the avatars to build objects and then animate these objects with programming scripts in Linden Script Language (LSL).  LSL is a C and Java-style language that builds Second Life the environment.  Understanding that scripting is a malleable, cut and paste, implemental GUI object is important as most users can alter or apply scripting on objects created, such as a script to cause a ball to bounce.


Objects, such as a ball, are created from a PhotoShop type menu, the build dialogue box. The most basic unit of building is one three dimensional polygon graphic activated from these build dialogue boxes, such as a cube or sphere and this individual unit of building is called a primitive, or prim. The term prim is the root word for many Second Life terms and Priminology is the study or teaching of how to build objects from prims.  Users may collect prims, text information, objects and snippets of scripting (programming) by activating right- and left-click menus and storing these items in their “inventory”, a cache of saved digital files, which is represented by a file management type dialog box. Each user, represented by their avatar, has an inventory file associated with their avatar/user name.
As visitors, in the form of their avatars, explore the Second Life they collect information by clicking on signage and cue icons which activate “note cards”, slide shows and other text based communications that provide necessary information for comprehending or using a device or an area. Many times links are provided to static web pages which can be viewed while the Second Life client software is running. In some areas sounds are provided, avatar guides and mentors and even talking “bots” (automated robot avatar not run by a user)  that approximate a conversation. Communications with other avatars is managed by a chat button at the bottom client menu. Instant messages can be sent and received privately if a “friend” relationship is established, which is much like establishing a buddy list in typical messaging programs. Voice communications are being advertised in Second Life but are not yet a standard. 
The entire virtual world is designated the “Metaverse”, a term from Neal Stephenson’s cyberpunk novel ”Snow Crash“ describing a large virtual world sharing a landscape with societies, economy, government and communications. Landscapes are the basis for sections of land, the largest unit of measurement being the Mainland, then regions and islands, sims, estates, sandboxes and parcels. The most common reference to the physical manifestation of land is a sim, short for simulator, a representative 256m x 256m (65,536 sqm) virtual area in Second Life. The sim is the landscape object for which all things in a particular area attach to and exist. Since the environment is a changing three dimensional graphic created by software, the landscape and objects constantly change. Landscapes may then seem to appear and construct themselves as your avatar approaches them; approaching a building one may first see floating people and desks and then the building appear a wall at a time, quickly manifesting itself around these initially viewed objects. Objects manifesting is called “rezzing”.  Moving from region to region requires an onscreen map and teleporting. Moving within an area requires user controlled arrow keyboard keys (real world) or even a joystick, to cause one’s avatar to walk, run or fly. 
Users are encouraged to use Second Life as a cohesive community and to have a shared world experience by creating Second Life holidays, such as Burning Life day in which outlandish objects are made, culminating in the burning a large man-figure in effigy.  Other types of socializing are informal, gatherings of avatars to clubs with themes, performances and common interest groups in fantasy type landscapes, not excluding those which would be considered sexually deviant in the “real world”. Avatars do participate in sex, usually behind closed doors, in special clubs, or in highly elevated floating devices which afford privacy. Realistic body parts can be purchased for avatars. Other Second Life specific sports are popular but tend not to be reoccurring, but bingo type games are.  A sizeable amount of recreation is spent in learning the Second Life skills of building and scripting, by tutorials or formal and informal classes. Socializing through common user groups, such as International Society of Technical Educators (ISTE) or Star Trek followers, and common user group events, such as poetry contests are a tradition in this virtual world.  Classes, events and news are often found through static web pages that support Second Life and blogging web pages about every aspect of Second Life are popular. Though no government exists, Linden Labs supports small groups who start their own, contained, private government systems as long as they abide by the Terms of Service in Second Life. Real government communities have been formed, like the Democratic Republic of Neualtenburg. News agencies have developed in many different forms, from newsletters, blogs to magazines. Reuters has established a presence and a reporter in Second Life.    

Arts and entertainment abound in Second Life, contributing to the economy, with many major recording artists performing since Susan Vega appeared in August 2006. Musicians perform regularly, some with a better Second Life following than in the real world.  The art of film making is termed machinima, and is made in Quicktime.  Other practical media applications for Second Life include pod casts and “television” with dedicated channels. Snapzilla is a utility that each avatar has to “take pictures” digitally in Second Life, and forward them to other applications. The ability to craft graphics causes it be a haven for visual artists, creating graphic, sculptures, objects and paintings. The size and heavy media functionality of Second Life constantly taxes and tests its server and software technology.

Second Life’s Metaverse aspires to become the primary platform or experience of the Internet (Perez, 2007) . Its current uses are multitude in scope and imagination, created by participant users and more so by those who also “own” land, the virtual representations of landscape which are generated by Linden Labs, the company that owns and develops Second Life and on whose servers Second Life’s world runs.
Ownership. Founded in 1999 by Philip Rosedale, the former CTO of RealNetworks, Linden Lab was initially funded  by Catamount Ventures, Benchmark Capital and Mitch Kapor, founder of Lotus Development ("Linden Lab," 2007) and included investors Pierre Omidyar of EBay  and Amazon’s Jeffrey Bezos (Darling, 2007).
Based in San Francisco, Linden Lab’s expertise in virtual world building is derived from employees who have previously worked at Disney, Hasbro, and Mattel, with experience in physics, networking and three dimensional graphics.  According to USA Today (Maney, 2007) Linden Labs has about 140 employees of which about 28 are "engineers".  All of these employees have avatars in Second Life with the last name “Linden” and recruiting signs for Linden Labs employment posted in Second Life read “You might be a Linden”, that is a future employee. As a privately held company, financial and income figures are not available.
Linden Labs allows users to “retain full intellectual property protection for the digital content they create in Second Life, including avatar characters, clothing, scripts, textures, objects and designs” ("IP Rights," 2007). This encourages users to develop content and objects in Second Life which strengthens the virtual economy.
Stakeholders. Linden Labs touts Second Life as totally created and owned by its users ("What is Second Life?," 2007). This is not true; users, who pay for premium accounts and purchase land, with the accompanying monthly account fees for land ownership, are renters paying for something akin to domain and hosting fees.  The servers are owned by Linden Research Inc. (aka Linden Labs) which seeks input from its user account holders through Town Hall meetings and relies on these users to build this virtual world. There is no government, no democratic input, though, as mentioned, users do retain intellectual property rights to whatever they build.  
Other stakeholders include companies classified as developers, and are used by Linden Labs and other large interests to create projects in Second Life. These developers provide marketing, scripting, programming, project management, content development and three‑dimensional modeling for creating large projects. There are almost fifty developers listed in the Second Life Developer Directory. All persons, corporations, banks, media companies, technology companies, universities, retailers, fashion designers, car manufacturers and others that participate are also stakeholders in that they have made various levels of effort and investment to establish themselves in this virtual world. All three major television networks, Hollywood film studios, AOL and other prominent corporations in the U.S. and also Europe have a presence in Second Life, contributing to this new social and business network. 
Development, Systems and Structures. Since opening the Second Life Metaverse to the public in 2003 (Darling, 2007), its growth has been calculated at 10,000 new users a day, from a reported 170,000 users in May 2006 (Hof, 2006) to  a total of almost 4,000,000 users from around the globe recorded to date ("What is Second Life?," 2007).  The vision for Second Life came from founder Philip Rosedale, who envisioned a three dimensional landscape spread over several servers. The first Second Life resident or avatar was Steller Sunshine created on March 13, 2002 ("One Person Firsts," 2007).
Stellar Sunshine moved about a Second Life world populated by snakes who ate discarded building objects and with fires that would spread from tree to tree, all run on a core three dimensional (game) “engine” developed by RealityPrime ("Second Life Through The Ages," 2007). The core engine is the main software of an interactive computer application (software) which is capable of processing graphics in real time. It provides the underlying structure for the additional software and hardware that interfaces with the program and its core function is the ability to render (immediately create any view of) three dimensional graphics. Second Life’s core engine is streaming, that is data moves across the networks immediately as called for by interactions (user or machine driven), and has “global illumination” providing thousands of lighting settings for objects. This allows users to see the same landscapes and avatars in the same position as other users, in the same time sequence.  The engine provides procedures for object creation, animation and special effects ("Second Life Through The Ages," 2007). An example of a procedure would be that objects viewed in Second Life are electronically stored on the server and streamed the client user, while “particle effects” a kind of glittering magical firework that might trail after a fairy, are viewed by all users, but are stored electronically on the client user computer.  The Second Life software and thereby the virtual world exists as whirling electrons on a collection of computer servers known as The Grid, which is hosted by the company 365Main, its company name reflecting the actual physical address of that company.  Users can identify that their virtual world experience is generated at the physical location 365 Main in San Francisco. 
As the software platform that runs Second Life has developed from its early Alpha version to its current 2.0 version, it has grown in functionally and recently, since 2006, explosive user participation and growth caused constant problems that challenge Second Life’s viability as a provider of its virtual world.  Rosedale envisioned a much slower growth for Second Life, thinking early users would be programmers and artists who would then create content for consumer users   ("Second Life Through The Ages," 2007). While this has been the pattern of use, the number of solo-user participating in common interest user groups, such as Star Track fans who have built model of the Star Track Enterprise, are overshadowed by the efforts of commercial, research and educational groups.  If the growth rate is faster than its phenomenal 10,000 new users a day, there would be limitation on user accounts, that is, until the software platform would be more ready for a greater increase in usage ("Second Life Through The Ages," 2007).  
Most developments and changes are reflected in its land usage. In the 2002 non-public beta version, Second Life consisted of sixteen sims and increased to about 30 sims in 2003 when opened to public ("San Francisco Sims From SL History Wiki," 2007) and there are currently 2048 main grid sims today (Arbuckle, 2007) , not including the numerous islands.  As noted earlier a sim is a 256m x 256m (65,536 sqm) area in Second Life and the world or grid of Second Life is made up of many sims linked together to make a continuous area, a region or continent. In real world technical terms, about four sims can be hosted on a single server using the equivalent of a single CPU to run. Many non-commercial, individual landowners purchase varying sizes of land as group. Early community projects supported by Linden Labs included the Yamato project an effort to create a small Oriental village, Shangri-La, “to provide a visual experience found nowhere else in Second Life." ("Yamato From SL History Wiki," 2007). It was eventually purchased and then abandoned has became home to Orientation Stations for new users. Land use from early individuals building their utopias has changed to corporations such as Dell and Warner Brothers with corporate resources bringing rapid building , commercialization, and even best practices from their various industries.
Speculation runs rampant as a backlash of criticism about Linden Labs’ ability to maintain a vital virtual world with money transactions on servers and software that are still problematic in key areas: searches, overloads and crashes. However, within the past year, Second Life’s growth and use by corporations indicates that virtual, information-age products, or venues for delivery, are more than just a fad. Established social networks, a teen version of Second Life, business concerns, researchers, scientists and educational venues all are finding ways to use the virtual world in a way that best suits them, with a common development being the use of a Second Life presence to refer to their static webpage, with easier to navigate and read information and also to generate revenue.
Economics. Money transactions have been a part of Second Life since its pre-1.2 version days, when taxes were levied on land and where Linden Labs would credit user accounts Linden Dollars as awards garnered from other user’s votes for best events and land development. Until recently Linden Labs paid users who taught classes how to use Second Life (Second Life skills or Priminology) in Linden Dollars. Large user stipends and taxes are no longer part of the economic system, known as the Linden Exchange or LindenX and its unit-of-trade, the Linden Dollar is about $270 Linden to $1 US ("LindeX: Market Data," 2007). Touted as a free economy it has a floating currency with multiple currency exchanges that actually function like auctions. Programming interfaces protect the exchanges for corrections, calculate risks and help identify fraudulent trades. The banks do loan Linden Dollars and are privately owned. The Second Life economy is reported as being liquid and has been growing faster than its money supply (Wong, 2006). 
Linden Dollars are spent several types of goods and services, the most apparent being creations in Second Life that one can use, such as avatar clothes. In this sense the economy is based on the value of the intellectual property rights to Second Life creations that Linden Labs gives each user. Other economic generators are land sales (largest income generator), services, such as teaching, marketing, scripting and building (Maney, 2007). Real world products, such as designs for clothing and buildings, and the most recent development for market response and testing, a virtual Starwood Hotel, generate activities and services for production in Second Life. Cross‑selling real world products with value added simulations in Second Life, such as a three story Dell computer that one can examine, drives large corporations to allocate funds for development and marketing. Meeting space for businesses, complete with PowerPoint presentations and educational institutions creating new, virtual learning spaces also drive the economy. Linden Labs’ business model includes user fees for accounts, uploading graphics that cannot be made in Second Life and land sales and rentals (Kirkpatrick, 2006).
Valid criticisms of the virtual economy are posted daily on the Internet, comparing the land sales economy to a pyramid or Ponzi scheme, claiming Linden statistics are questionable and overall challenging the comparison of its commerce to other virtual and real economies (Harrison, 2007). Anonymity of actors in this economy, even the private banks, does not engender the credibility and trust required for trade. The number of returning, active users is much lower than the record keeping numbers of accounts activated by users. Not all users return and participate in Second Life; as little as fifteen percent do (Wallace, 2007).   However the push to examine or compare the structure of this virtual economy to a real world or other textbook virtual world in order to validate participation in Second Life is a moot point. Like the early Internet, the real value to many people and companies may not be in goods and services but in communications, information age information trade, businesses efficiencies and access to other economies of scale.  I may not know the real name of the person to whom I give my entire $125 Linden Dollar weekly allowance, my real world USD $0.050, but I do know who IBM and Warner Brothers are and am willing to find out what I can do for them, or what they can do for me.
Trends. The latest trend in Second Life seems to be dire predictions in evaluating how well the platform’s scalability, the actual servers, can keep up with current growth. Recent crashes and in December incorrect reporting of Linden Dollars in user accounts question the viability of investing in this virtual world. Will it hold up? One action taken to accommodate this burgeoning growth is to limit access to the service to users who have premium (paid for) accounts. Another is to point to external web pages for related Second Life information and instructions, and thereby rely more heavily on the two dimensional web for large amounts of textual information an images that are not created in Second Life, which frees up grid processing.  Large companies have driven masses of users to Second Life and the criticism is that these companies will not tolerate users unable to visit their virtual investment (Wallace, 2007). As with the early Internet, large corporations’ investment and requirement that users access their web page drove the solutions to the Internet’s problems. The shortfall of scalability will become a strength as these corporations, vested in the virtual world help create solutions. Most notably is Linden Labs choice to open source the code that runs Second Life which will allow its corporate users to streamline the client interface.  
Second Life’s current peak in popularity is followed by this backlash, not only the well earned criticism of its current access issues, but also claims of money laundering rings through PayPal and the LinendX (Wallace, 2007). One of the easy to confirm assertions is that cyber-sex and cyber‑prostitution not only exist but may drive part of the economy. Since sex sells, and cyber‑space is unregulated and anonymous, the obvious conclusions about an abundance of pornography can be drawn.  This is not as shocking as it was when pornography as an economic driver was discovered years ago in the first virtual world, the Internet. In Second Life, however, written guides exist to teach a user how to make money with a virtual escort service. Beside the images of avatar clothes that can be purchased in virtual stores are images of anatomically correct naked bodies which can be purchased for avatars. Will the culture that supports cyber-punk alternative lifestyles and open sexuality continue to be a trend as corporations and universities bring their less tolerant Middle America clientele to Second Life?  
Trending spotting in Second Life includes identifying “firsts”. The first person to become a real world millionaire from the Second Life economy is Ailin Graef whose avatar is known as Anshe Chung. She made her money in virtual land sales and was featured on the May 2006 cover of Business Week ("One Person Firsts," 2007).  Another first is the lawsuit brought by Marc Bragg of Pennsylvania against Linden Labs. He claims he was shut out of his land and account after a land deal went bad and is demanding $8,000 in restitution (Darling, 2007). And Sweden plans to be the first country to open an embassy which will offer information about the country ("What is Second Life?," 2007).
Educational interests and trends include a move from “teaching the game” that is teaching users Priminology, (how to build, script) and use Second Life skills as an end itself, to teaching valuable “real world” content, such as business. Many educational areas offer the Second Life skills in on-demand tutorials. Certain subjects seem to lend themselves to the medium, such as artificial intelligence where scripting and language “bots” (robots) can be created to support the discipline.  Many large online educators and institutions are still using a classic classroom lecture hall replica, with the awkwardness of keyboarding to communicate, a projection screen, and an instructor. As an online training imitative by Thomson Learning, NETg produces a promotional video in which  a narrator describes their classes as “all very nicely handled for a proper education” (bassetdl, 2006). “Nice” as a trend in education, may be viewed as a problem. In an effort to distance themselves from the anything-goes cyber-punk culture rife with sex and be “proper”, many institutions attempt to replicate a safe, clean, nice real world campus. Cold, grey lecture halls are offered along with grey cubicles for “safe” study areas”.  This may contribute to a loss of innovation in Second Life education. 
Pod casts, scripted teaching devices and use of the “captured chat”, the dialogues typed during teaching interactions, are common instructional tools as are the use of themes for learning areas. While much research is available on textual cuing for instruction, internationalizing online games and applications, this research does not seem to be capitalized upon in Second Life. Magical themes with half naked statues in sexual embrace may appeal to a “techie” American twenty-something and yet be quite offensive to business minded parents or other visitors from other cultures. Writing key bits of information on boards in hard to read places, too much text or simply a sequence that is not clearly laid out for the user will quickly impact and frustrate learners. The solution of referring users to static web pages to off-load processing from the Second Life grid is also the trend for educational efforts, which offer web page tutorials with heavy graphic screen captures and step-by-step instruction as learning aides.  Second Life offers huge opportunities for Instructional Designers. 
eLumenata

eLumenata University is a privately held, virtual university in Second Life. As a private educational institution it is perhaps more effective due to its entrepreneurial outlook.  This is especially true when that institution is headed by the award winning instructional designer and trainer, Virginia Dickenson.  However it may be hard to find and visit eLumenata University in Second Life; one must type “Socrates” into the map search function. eLumenata is not the name of the land and will give a null return in the map search. 
Description. eLumenata is the former TeaZer University in Second Life.   Its efforts include educational research through the eLumenata Educational Research Center and the establishment of a business college at the eLumenata Main Campus, the eLumenata School of Business / Rezzible Business College. eLumenata offers Priminology and Second Life Skills classes  and its goal, expressed by lead Virginia Dickenson, is to bring quality learning experiences to Second Life, using innovative techniques and good instructional design. Its stated mission:

 It is the Vision of eLumenata University to promote, develop, and research SecondLife and MMO environments at large as a legitimate and rich learning medium ("eLumenata University - Vision, Mission, and Values," 2007).
The three locations in Second Life are owned or used by eLumenata. Socrates houses the main business campus imitative. Xe is the land on which the Research Center and the static “garden” tutorials that teach Priminology are located.  At New Orleans, situated next to Xe, Priminology and Second Life Skills classes are taught by volunteer instructors. New Orleans is not owned by eLumenata. Four classrooms are provided for the volunteer Priminology teaching staff who benefit from the eLumenata brand, the marketing and instructional design guidance provided.  Teachers are paid in tips. Most information and resources pertaining to projects and teaching at eLumenata can be found at http://teazeredu.proboards86.com/  and project management and its related resources are supplied in Office Live at http://projectxenon.com/default.aspx .
Stakeholders and Participants in Key Roles. Virginia Dickenson, whose Second Life avatar name is Xenon Darrow, is the owner and major stakeholder in eLumenata University. All key participants are listed by their Second Life Avatar names:
Xenon Darrow – Chancellor of eU  and Owner of Socrates, eLumenata, and Xe

Contessa Marquez - Dean of eLumenata University Primology division - free and paid building, scripting, and social skills courses that are not part of the Business School curriculum; owner of New Orleans

Barry Walcher - the Dean of the Business School and owner of Main Campus

Loxtrisa Ray – Chief Adminstrator helping with organizing and various 

projects in both eLumenata Primology and the Business School

Redd Thielt – Chief Builder, very talented and knowledgeable. and also designs web tutorial templates

Samson Havercamp – Director of Tutorial Development

Myria Myram – Director of Classroom Instructional Development and Officer in the School

Journy Dinkin – Officer in the school

Lostpup Seattle — Director of Retail, Marketing, and Land Management

Thinkerer Melville – Director of Video Development. 

Rentals Austin – Manager of Retail

Billing Austin – Residential lease Land Management

Data Austin – Administrative Avie

Learning Austin – Learning Development Administrator – all courses 

materials must be submitted to Learning for approval.
Internship Project

After meeting with Virginia and assisting with a presentation to College of the Mainland, I chose to use the internship to design a newcomers’ training that will reduce the time of the learning curve for new users. A systematic newcomers’ training will perhaps make Second Life a more attractive venue for instructors who teach real world face-to-face classes. I will also focus on examining and supporting other newcomer training areas for eLumenata, the tutorial gardens and supporting web tutorials for Priminology. 

Approaches to Training and Education  in Second Life.  As previously described, Second Life education is comprised of teaching Second Life Skills, Priminology or “teaching the game” taught by fellow users who may or may not be educators or teaching “real world” subjects, more often by trained teachers from educational institutions. Businesses and corporations add to the educational experiences with marketing efforts that include classes and best practices from their industries for presenting materials and training. The mix of what is being taught, by whom for what reasons and with what approach (tutorial, class, linear, discovery) provides and Instructional Designer with literally a world of education to research and design opportunities to  determine best practices. 
Tutorials for Second Life skills are common and the current standard has been set at the Linden Labs supplied Orientation Island, the portal for newcomers to Second Life. Floating text and note cards, with large amounts of text, give instruction. As each user wanders around the paths of the Orientation Island, trying various tutorials that they choose, they participate in a user‑driven choice of learning objectives, typical of the discovery learning found in online games.  In software application training and tutorials, the objectives are performance driven and set by productivity needs via the instructor (book, instructor, system).  User-driven objectives tend to be more open ended, and lend themselves to discovery type learning (Thayer, 2004). Productivity prescribed objectives tend to be specific, often linear, and the training often involves a performance evaluation, even if a self-evaluation.  While the tutorials on Orientation Island ask the user to perform or try a task, much is left to the user to discover, to use to the level of their interest or to completely ignore. Performance is not evaluated. If the desired instructional goals are to quickly and directly increase user performance in Second Life skills (specifically movement and user controls) as one would in a software application training, perhaps a productivity, outcomes based tutorial, with a clear linear path should be used. Performance evaluation, possibly a gentle one such as points accumulation, or demonstration of performance clearly stated to enter the next level, could be applied before the user is allowed to move from objective to objective. Comments from educators and from Linden Labs itself acknowledge that common use of Second Life by business and educators may be thwarted due to the amount of time required to learn the environment.  Wandering around trying to “find the key under the rug” in a discovery mode, not knowing you must “first drink the potion” may be fine for recreational gamers, but it is frustrating for business minder users who want quickly accomplish tasks, such as finding the location of and teleporting to their next meeting. 
 Another impact of this gamer-discovery-type learning is finding the tutorials once an avatar teleports to an area.  Teleporting gives the user the experience shown on Star Trek:  poof and one appears facing a landscape.  Many landscapes, beautifully appointed are dotted with some signage, information posts and other objects that can be clicked for information.  The problem for a new user is they must understand that the avatar is to walk over to the informational object, and to other objects and signs in the area that are discovered as they move about. They must understand by inference to then click on the object to find out information. Very few areas provide maps of the areas. Even with experience the time and effort to walk about and find information is inefficient. One spends much time in Second Life looking for things.  And yet another aspect of landing areas is the choice of themes. Is the area sensitive to many cultures, blending the presentation for international usage, which is an established practice in game and software development (Hall, 2004)?   

The best “landing” area layouts to resolve this issue leave the avatar surrounded in a semi-circle of clear information and blending occurs using neutral theme such as a garden. Many nuances apply when designing a landing area. A thorough examination of many sites to determine best practices should be performed.  Examples of efficient landing sites for tutorials include Texture Tutorials by Robin (located in Second Life at Sojo, Benten 25, 115, 28) and Dell Conference Center (located in Second Life at, Dell Island 2, 241, 83, 24). An example of landing areas that would be at least inefficient to a new user is Academy of Second Learning for newcomers (located in Second Life at ASL , Eson 31, 155, 351). It has a posted schedule of classes, but requires navigating note card for new users who have not yet learned the skill of referencing an external web search of the Events web page, with an accompany external search for a Second Life URL, to find out more.
Other supporting ideas for new comer training would be to skip the tedious task of avatar dressing and offer shell accounts with pre-made avatars ready to learn basic navigational skills. After learning these skills, a user may set up an account themselves, and understand how to access the free tutorials on avatar dressing. Applying job performance analysis to new comer training may be beneficial.  Is the user being punished or rewarded while learning the skill? Requiring avatars to walk around from one information post to another on a winding path may cause frustration for the user who cannot navigate movement well and whose thinking processes are equally engaged in the next learning station in front of them, such as how to move objects. Are the users completing the tutorials? What drives the new user to learn Second Life skills and what are the barriers?  A more critical examination using performance analysis, taking into consideration cultural preferences for usability issues (Hall, 2004), rather than just replicating learning posts as seen on Orientation Island, may solve the time-learning curve problem. 
Clear, brief text information of 200 words or so are proven to be an effective text amount for a single heading that provides textual cueing of one information group (Schultz, 2004).  Dell provides a good example of best practices in textual instruction for its tutorial garden, with brief, one note card screen blocks of text (located in Second Life at, Dell Island 2, 241, 83, 24).   
Reducing the users’ feeling of being overwhelmed by learning with many new inputs such as learning with avatar controls, in a new environment, is key.  The presentation of the sequence to a tutorial, using arrows, paths or teleport choices, should be considered to aid in clarity. Equally important is the easy viewing of signposts and billboards and the room for an inexperienced user to manipulate an avatar without the view being crowded by tutorial decorations such as trees.  And what if a user fails in an on-demand tutorial, with no instructor to guide them? eLumenata solves this problem by providing external links to web pages in the note card that the user is currently viewing which provides an additional tutorial that supports the current task. Do new users have the skills to use external web pages and navigate between two screens? Are these web pages being used effectively? One of eLumenata’s approaches to training is to provide these web based tutorials for Knowledge, Comprehension and some Application learning tasks (per Blooms Taxonomy) while more the complex Application learning and those classified as Analysis, Synthesis and Evaluation to be taught in Second Life, by instructor or by on-demand tutorials. 
Do the on-demand materials provided meet the needs of performance objectives? What should be the performance objectives for a new user manipulating an avatar? Have standard competencies been established? C. Carter (2006), an Instructional Design student defines skills and levels in a Second Life instructional design project web page which are realized in a tutorial located at RL Student Orientation Area, Campus in Second Life.  Second Life Wikis and educators provide lists of pertinent skills.  Choosing the skills for new comer training to meet the needs of the new comers’ instructional goals may be a reasonable division classification, such as a level one classification listing skills required attend a meeting, level two for skills required to explore and access tutorials and so on.
Second Life has many educational research participants such as ISTE and New Media Consortium from which to gather information and support. And yet independent, critical evaluation of teaching practices in Second Life will the challenge the format of educational presentation in this medium, keeping it fresh.  As outlined above accepted formats that may not be best practices for education are becoming standard of use. Being and educator in Second Life is not enough to stay ahead and provide the latest learning experiences. It is the innovator‑designer who will assist in driving the success of this medium in education.  
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Figure 1. View of Second Life screen and components 























� Cyberpunk is a culture derived from � HYPERLINK "http://en.wikipedia.org/wiki/Science_fiction_genre" \o "Science fiction genre" �science fiction genre� of the same named for technical savvy protagnists in rebel “punk-rock” roles, creating an emphasis on technology manifested in alternative lifestyles and fashions.





