Second Life for Language Teaching – References

Work in progress! Compiled by Helen Myers.  Last up-dated: October 2011
Specific focus of list: Adult language learning and teaching; Secondary school

HEADLINES FOR OCTOBER 2011
· For a very comprehensive information about everything a language teacher would want to know about SL, go to the site generously maintained by Graham Davies: http://www.ict4lt.org/en/en_mod1-5.htm#secondlife

· Join the SLExperiments group and come along to meetings in-world http://slexperiments.pbworks.com/
· Join the Avalon project ningWithin whch there is a group for slexperiments

· http://avalon-project.ning.com
· Virtual Round Table Event: http://www.virtual-round-table.com/ (March 25th-27th, Online Learning Technologies conference)

This is a list of key references used by Helen Myers.

	CONTACT INFO FOR HELEN
	

	Helen Myers
	Home: Helenmyers007@gmail.com
School: myers.helen@ashcopmbe.surrey.sch.uk
School site: www.ashcombe.surrey.sch.uk
Google profile: http://www.google.com/profiles/HelenMyers007#about
Main e forum: http://groups.yahoo.com/group/mflresources/
Twitter: HelenMyers

	Karelia Kondor (Helen Myers’ Avatar)
	Blog: http://kareliakondor.wordpress.com/
Twitter feed: http://twitter.com//KareliaKondor
Video introduction: http://kareliakondor.blip.tv/
Flickr stream: http://www.flickr.com/photos/kareliakondor/ but mainly now http://www.flickr.com/photos/helenblow/
Home in SL: http://maps.secondlife.com/secondlife/EduNation/226/48/23
Article in Francophonie: ‘You only Live Twice’ – by Helen Myers aka Karelia Kondor: October 2010

Website base: www.all-london.org.uk/secondlife
Virtual Round Table presentation: http://lancelot.emea.acrobat.com/p35393441/

	Technical
	

	
	Register and download software  here: www.secondlife.com

	
	Basic getting started pdf on site.  Many SL tutorials on SL site.

	Articles / info
	

	Video introduction to SL 
	(9 minutes) by Kareia Kondor aka Helen Myers http://kareliakondor.blip.tv/

	Teachers TV clip on virtual worlds:
	http://www.tes.co.uk/teaching-resource/Virtual-Worlds-6047651/

	
	Francophonie, Autumn 2010 article

	Book: Learning and Teaching in the Virtual World of Second Life

	http://butikk.tapirforlag.no/en/node/1195



	Xxx Graham Davies
	Languages Today magazine 2010 

	PEOPLE
	

	INTERNATIONAL 
	NETWORK OF TEACHERS (Alphabetical) + Avatar + Twitter names

	Antonella Berriolo

Blog

Blog with details of Italian speaking activities

Film: 
	Avatar: Anna Begonia

teaches Italian in the Istituto Italiano di Cultura in Barcelona and at the Universitat internacional de Catalunya. 
Blog: http://aberriolo.wordpress.com/
Italian activities blog: http://italianiamo.wordpress.com/
Film ‘The Hairdresser’s Husband’: http://italianiamo.wordpress.com/2010/03/09/il-marito-della-parrucchiera-il-film/
OR Direct on Youtube:

Part 1:

http://www.youtube.com/watch?v=fLPzKO_OXLU&feature=player_embedded
Part 2:

http://www.youtube.com/watch?v=jdoX28iT3Og&feature=related

	Carol Rainbow
	Avatar: Carolrb Roux Oxfordshire ICT Consultant

	Graham Davies


	Avatar: Groovy Winkler  Twitter: daisybundle
See Graham Davies' recommendations:

http://www.ict4lt.org/en/en_mod1-5.htm#secondlife

http://www.rezed.org/group/languagelearninginvirtualworlds

	Edith Paillat
	Avatar: Cyber Placebo

http://www.victoria.ac.nz/llc/about/VirtualWorlds.aspx

	Heike Philp
	Avatar: Gwen Gwasi

	Lyndy (McKeown) Orwin 
	Avatar: Decka Mah
http://learning-in-virtual-worlds.wikispaces.com/Language

	Carmela Dell'Aria
	Avatar: Misy Ferraris  /Carmen http://call-slingua.blogspot.com/
Italian teacher

	Nergiz  
	Avatar: Daffodil Fargis

	Paul Preibisch
	Avatar: Fire Centaur, builder in SL

	Randall Saddler
	Avatar: Randall Renoir; CALLICO

	Graham Stanley
	Avatar: Baldric Commons

	Gizmo Latte
	Avatar: Gizmo Latte Helps Helen to maintain the ALL/mflreosurces plot

	Networks
	

	SLExperiments
	http://slexperiments.pbworks.com/

	Avalon
	http://avalon-project.ning.com

	Eurocall
	http://virtualworldssig.ning.com/

	SLED list
	Join mail list for SL educators here: https://lists.secondlife.com/cgi-bin/mailman/listinfo/educators

	Groups to join in SL
	

	ALL London / mflresources
	(Helen Myers)

	Edunation
	Group of islands where we live!

	Eurocall in Second Life
	(Graham Davies)

	ISTE: Educational Technology Assoc (US)
	

	SLExperiments Language Teachers
	

	Places to go in SL
	

	ALL/mflresources plot
	http://maps.secondlife.com/secondlife/EduNation/226/48/23
Within Edunation, mainly Language teachers

	Learn4Life Plot
	http://maps.secondlife.com/secondlife/Learn4Life/95/225/22
Plots for UK educators mainly

	Arcachon
	http://maps.secondlife.com/secondlife/Arcachon/123/202/22
Delightful French sim

	1920s  Berlin project
	http://maps.secondlife.com/secondlife/Dudintsev/130/60/501

	Cypris Chat
	To learn English (free) http://cyprischat.org/

	Spanish institute
	http://institutoespanolsecondlife.blogspot.com (Avatar: Wilson Voigt)

	Goethe Institut: (9pm UK time)
	‘Learn German now chat’ - Mon, Tue, Thu 7am CET (6am UK time); Weds Fri Sat 2000 CET http://maps.secondlife.com/secondlife/Goethe%20Institut/113/101/26

	Virtlantis
	Learn English and others: http://www.virtlantis.com/

	Skoolaborate details
	

	ElektraABSEGUK Skoolaborators
	Blog: http://elektraabseguk.wordpress.com/
Flickr stream: http://www.flickr.com/photos/elektraabseguk/

	Skoolaborate
	http://www.skoolaborate.com/
http://microsites2.segfl.org.uk/view_project.php?id=108

	Video on Sloodle
	http://microsites2.segfl.org.uk/view_page.php?id=2772


A book which has recently been published:Learning and Teaching in the Virtual World of Second Life

http://butikk.tapirforlag.no/en/node/1195

About the book
Virtual worlds are increasingly incorporated into modern universities and teaching pedagogy. Over 190 higher education institutions worldwide have done teaching in the virtual world of Second Life (SL). This book is based on the first Scandinavian project to experiment with the design and testing of teaching platforms for life long learning in SL. In 2007 it created a virtual island or “sim” in SL called Kamimo Education Island. The project generated a number of courses taught in Second Life, and instructed educators in the use of SL. This book disseminates the experiences and lessons learned in that project and from other educational projects in SL. This book identifies the gaps in traditional forms of education. It provides a roadmap on issues of: instructional design, learner modeling, building simulations, exploring alternatives to design and integrating tools in education with other learning systems.

http://avalonlearning.pbworks.com/w/page/33456712/WP2_Deliverable_1_Language_Learning_Models
1. Introduction - Sociocultural and Communicative Approaches to Language Learning
Before considering using Second Life as a place to conduct language learning, we believe that it is important that one takes into account the approach to learning that one aims to adopt in a particular situation. Obviously, it is not for us to dictate to teachers what methods and approaches to language learning they should use, but we can say something about what type of approach we have experienced works best in an interactive virtual learning environment such as Second Life.
The first point to note here is the basic principle of using tools that are best suited for the job at hand, rather than trying to use tools for the sake of using them per se. If your task/course is based on an approach which primarily requires students to: a) work on their own, b) listen to/read/learn material produced by the teacher (one-way communication) and c) be examined on the basis of reproducing the information received, then there are probably better tools than Second Life available on the market. If, for example, your aim is to give a one-way lecture which you want the students to simply listen to and be tested on, then perhaps a YouTube video, or a simple voice-commented PowerPoint serves your purpose better than Second Life. Instead, virtual reality worlds render themselves to more socio-cultural and situated learning models (Vygotsky 1978; Lave & Wenger 1991; Wenger 1998). These models maintain that human activities take place in cultural contexts, are mediated by language and other symbol system, and that knowledge is constructed when individuals engage socially in talk and activity about shared problems or tasks.
Applying these models to language learning means going beyond 'by heart' learning and parrot fashion repetition. It means creating a communicative environment where all participants are just that - participants who contribute to the context. Virtual Worlds render themselves well for this purpose (see section on Affordances below). One of the traditional challenges in language education has been to provide meaningful contexts for learning. Few language educators would disagree with the claim that for most learners one of the most significant triggers of motivation in learning a foreign language is not an interest in the object itself, the language, but the yearning to communicate via the language. In spite of this, the traditional language classroom is all too often “make-believe”; second language learners are forced into constructed, artificial communicative situations on more or less relevant topics, where they can easily revert to their mother tongue. Consequently, one of the main motivational forces for language learning is not exploited, namely the need and wish to communicate. In bringing together learners from different language backgrounds, on-line environments, such as SL, increase the scope for cross-cultural interaction to the extent that the target language becomes the only viable option for meaningful communication. If, in addition, tasks are designed in such a way that the information needed is contained in the knowledge capital of the student group so that the students themselves become the source of the course content, two of the potential problems related to second language learning situations are addressed: motivation for using the foreign language and subject relevance.
 

In the document below, it is our aim to provide some of the overall principles that we have tried to apply in the courses that have been run under the Avalon project, and some of the best practice models that we have developed. It is by no means a comprehensive list and this document should thus be seen a "work in progress", which will continue to develop as we learn more.
 

For some extra material on SL and education see the external resource page:
http://avalonlearning.pbworks.com/w/page/7682814/external-resource-page
 

2. Affordances and Second Life - What does SL allow you to do, and how does one best exploit these possibilities?
Before we go on to specific details related to teaching in Second Life, it is relevant to address the question “why?”. Why use the tool SL in the first place in language learning contexts? More specifically, what qualities or affordances are built into the environment, how do we make use of these and what possibilities do these affordances open up for us in terms of language learning? 

Table 1. Summary of Affordances (for more information see text below) 

	Affordance
	Possibilities
	Limitations and Dangers

	i) An Open CMC environment
	Allows us to bring learners from various language backgrounds together in authentic communicative situations. Also allows for the unexpected meeting since the environment is open.
	There are potential dangers related to abuse/misuse and some degree of control is probably desirable, especially in the early stages of a course.

	ii) Communicative tools including voice chat, text chat, instant messaging, notecards etc
	We can combine real time communication with a certain degree of asynchronous communication. We would, however, emphasise the strengths of SL as an environment for synchronous communication. There are probably better tools for asynchronous information exchange.
	Too many technical possibilities can be distracting, especially for beginners, and can result in a technical rather than linguistic focus. (it could also be argued that this is a good thing if it is taking place in the target language).

	iii) 3D environment
	The physical space can be baked into a task/learning scenario (asking for directions etc). 3D can also be used pedagogically to strengthen the scenario. As a presenter you can position yourself in front of an audience, for example.
	People get lost and sometimes have problems with movement. This can lead to rather chaotic situations, especially early on.

	iv) The avatar
	Gives the learners a certain degree of anonymity which in return reduces anxiety. The appearance of the avatar can also be manipulated to fit a certain learning scenario.
	Going 'too far' in terms of how you manifest yourself can be distracting/offensive in certain situations.

	v) Building
	Environments can be created that fit our learning scenarios. In addition building as an activity can be the focus of collaborative cross-cultural projects where authentic communication becomes a must. 
	Building is complex and requires several additional skills. 

	vi) Access to a Community 
	We can use the Second Life community as a resource in our learning scenarios. We can thus send our students 'out there' in order to investigate other SL-environments and in order to communicate with native speakers using the target language. There are several tools in SL, such as search engines and contact management systems that help us in this pursuit. 
	There is always the danger of net-abuse and learners as well as teachers should be aware of this and discuss risks and dangers before entering freer use of Second Life. 


 

http://microsites.segfl.org.uk/library/1216053136/jh_eval.pdf
The Journey – Second Life – Schome Park and Beyond – Mike Adams, Assistant Headteacher, John Hanson Community School
What can Second Life offer us in education?

Here is a collection of ways that Second Life can be used to enhance education. There will be many more ways that people will experiment with but the following provides a quick overview of what might be possible.

Distance and Flexible Education

Second Life provides an excellent platform for flexible delivery and online education. Students and facilitators can come together in-world to share information and resources via slides, audio and video, engaging in discussions, presentations, group projects and explorations.

Training and Skills Development

The Second Life platform allows for the development of a range of strategies and spaces for training and skills development. Users can access a range of training options in Second Life - both useful in the virtual world and in real life

Self-paced Tutorials

The in-built building and scripting tools in Second Life allow for the creation of sophisticated self-paced tutorials, allowing residents to learn both real world and Second Life skills.

Displays and Exhibits

Second Life residents are creating displays and exhibits on a broad range of subject areas. Using images, text and multimedia they are able to create dynamic, interactive displays and exhibits which avatars can move in and interact with.

Immersive Exhibits

Immersive Exhibits in Second Life allow residents to engage in, experience and respond to information in context, allowing for a deeper understanding of places, situations or circumstances.


Role plays and Simulations

Second Life allows students to undertake a range of role-plays and simulations, practising real life skills in a virtual space or exploring situations that they could not undertake safely or easily in the real world.

Libraries, Art Galleries and Museums

Second Life currently hosts a range of Libraries, Art Galleries and Museums where residents can engage in events, discussions, and displays on a wide range of topics

Data Visualisations and Simulations

Advanced scripting and building tools built into the Second Life platform allow for the development of complex data visualisations and simulations

Historical Re-creations and Re-enactments, Living and Immersive Archaeology

The Second Life platform allows for the creation of amazing, immersive environments based on historical places and events. These environments can be used for a range of learning activities including role-plays, action learning and research and historical study

Art and Music Projects

In one sense, all of Second Life is one big arts project, as all of the content is user-generated. However, there are plenty of examples of original artworks, both in galleries and in the "open", from scans of paintings and drawings from the real world to 3D dynamic and interactive sculptures and installations that make use of the unique 3D qualities and building tools of the Second Life platform.

Theatre and Performance Art

Second Life offers the ability to create a range of performances and theatrical events. Easy to customise avatars, and the ability to make elaborate sets and props quickly and cheaply makes it an appealing platform to some performance artists.

Photo stories and Photo Scenarios

Built in camera tools allow users to shoot virtual photographs in Second Life, which can be save and used in a range of ways including photo stories and photo scenarios. This strategy can be used to engage students in digital storytelling, and recording and reflecting their work in Second Life. It can also be used to create engaging multimedia resources which can be used in teaching and learning.

Machinima

The Second Life platform offers great tools for creating machinima, including the ability to build customised sets and stages for the action to take place, customisable avatars to play any character imaginable, and scripting and building tools to create interactions, gestures, props and effects.

Using machinima techniques in Second Life offers some fantastic opportunities for students to explore the production of multimedia by making their own films

Treasure Hunts and Quests

The Second Life platform allows Treasure Hunts to be constructed with clues appearing and actions controlled by scripts, including teleporting to the next destination.

Virtual Tourism, Cultural Immersion and Cultural Exchange

There are many areas in Second Life where places in the real world have been recreated allowing users to have a virtual tour. These can be places overseas allowing students to visit places around the world.

Language Teaching and Practice, and Language Immersion

As well as being used by language teachers to run language classes, Second Life also provides opportunities to interact with native speakers of target languages.



Awareness/Consciousness Raising and Fund Raising

Areas can be set aside to promote a good cause and allow visitors to find out more about the issues. Financial donations can be made using the SL currency Linden Dollars.

Support and Opportunities for People with Disabilities

Second Life has also been used to help abused children redevelop socialising skills; adults with cerebral palsy to allow them to share personal interactions without prejudice and scientists in Japan are working on an interface with Second Life that allows the a paralysed user to operate an avatar by ‘brain power’.

Politics, Governance, Civics and the Law

Because Second Life has a real population it provides an opportunity to explore various forms of governance and community-building and to engage in political action, such as protests, voting and electioneering, without many of the risks associated with taking action in the real world.

Business, Commerce, Financial, Economy Practice and Modelling

Second Life has a real economy and currency exchange making it possible to experiment with running businesses and engaging in economics modelling in a low-risk environment.

Interior/Exterior Design

The Second Life client offers a range of tools for building objects and applying textures to those objects. An ideal medium to allow experimentation with interior/exterior design of buildings.

Architectural Design and Modelling

Second Life can be used to create fly-throughs of houses for sale, prototype architectural designs, checking out hotels and other accommodation before you book.

Virtual Classroom/Lecture Theatre

A space to meet and learn, see demonstrations, watch a video, or a PowerPoint presentation. SL provides the opportunity for bringing students together from around their school, or from around the world.

You only live twice – using ‘Second Life’ to develop French language skills

Helen Myers

The Ashcombe School, Surrey

AKA Karelia Kondor

ALL London & mflresources, Edunation, Second Life

INTRODUCTION

It is often said that the very best way of learning is to have a practical, ‘hands-on’ experience yourself, and in this context I am going to tell you about an absolutely compelling experience I am having to help me learn Italian: Second Life. This experience has made me even more determined to see how I can teach French in Second Life, and in subsequent articles to share my progress with you. The processes described here can help a variety of colleagues to develop their language skills. Of particular note is the possible links with the Primary Language Upskilling programme (see www.cilt.org.uk/primary.aspx, for example). This way of learning a language is one I would recommend to colleagues who are teaching French and want to improve their own level of language.

WHAT IS SECOND LIFE?

Most people know about Skype; a service where you can communicate with someone over the internet using your keyboard (texting), headphones, (audio conferencing) and, if you are really bold, using your webcam and seeing the person to whom you are speaking (video conferencing).  One of the main attractions of this service is that it is free,  a particular advantage for those of us with friends in France or other countries.  

Second Life is an online environment where you can use text and audio to communicate with anyone in the world who is also in Second Life at the same time.  Instead of seeing a video of the people you interact with (via Skype for example), you see their 3D avatar – a character which, through your control, can do all the things you can do in the physical world: listen, speak, read, write, move and interact with other avatars and objects.  Effectively you are bringing yourselves together as if you were physically in the same location, doing conventional things like walking around a town, sitting and talking around a table, often prompted by the stimulus of interactive objects and people surrounding you.

HOW I HAVE USED SECOND LIFE

Initially I entered Second Life to attend language conferences from the comfort of my own home.  Many educational conferences are held in virtual environments throughout the year where hundreds of people from across the globe can gather together synchronously (the next SLanguages conference will be held from Friday evening 15 October to Saturday evening 16 October 2010, for example).  This is a good way of making friends and contacts with fellow educators, because although you may ‘see’ an avatar, you are communicating directly with real people by talking and writing in a variety of languages.  I have joined a community called ‘SLExperiments’ where language teachers meet regularly on ‘Edunation’ to share experiences. [Wiki: http://slexperiments.pbworks.com/]

I set up a plot for ALL London and mflresources [http://maps.secondlife.com/secondlife/EduNation/27/94/22], helped considerably by Carol Rainbow (Oxfordshire ICT consultant) and fellow ALL member, Peta Bowker, and this has become a place which others have made their ‘home’, knowing that they will receive a friendly welcome and have a chance to play with the various gadgets and games we have bought for the plot.  We are especially privileged to have a native French librarian neighbour (Cyber Placebo) who has set up a wonderful French reference resource and is teaching individuals French.

But the experience which has given me the greatest professional development as a teacher of languages has been that of being a guinea pig (along with other Italian learners) for Anna Begonia (Antonella Berriolo), a talented Italian teacher based in Barcelona, who experiments every Tuesday evening in her quest to find out how best to exploit this 3D world for language teaching.

Every week, we meet together at a specified place and time, and Anna provides an activity that forces us to communicate in Italian.  She has a wide range of methods for doing this, and she is always looking for possibilities offered by Second Life that are not available in a regular classroom (see BLOG http://aberriolo.wordpress.com/ for further examples).

Games. We play games with 3D consequences. For example we once had to sit on a chair and answer questions.  If we were correct our seats moved upwards and that took us to the next level (literally).  Once at the top, we had to solve a wordsearch embedded in a wall - but this was a wall with a difference.  Once solved, the wall fell down and our avatars walked through to access the next challenge.  At the end, having solved an anagram and navigated a tricky maze (using a notecard telling us when to turn left or right) we got a ‘real’ prize for success:  a scooter which our avatar then mounted and rode away! All of these fun activities make us relax in each others’ company, and give the incentive to ‘have a go’.

Transactional situations. Of course, this virtual world gives an authentic 3D backdrop for transactional language.  We have gone to the cinema together, ordered our tickets and bought popcorn before watching a short clip of a real film then discussing it. We have been to a market to buy furniture for a house that we had designed together, and to another one for clothing. We have received and  given basic directions to get around some of the cities re-created in Second Life, like Rome and Genoa, and we have been to a restaurant and ordered food and drink from a menu, served by a native Italian.

Singing. One evening we sat sitting round a campfire, listening to music, asking what the words meant, and actually trying out a bit of singing.  Admittedly this was less successful when we attempted to sing together because of the time lag, but we all tried!

Improvisation and stimulus. Second Life offers some beautiful sets for creating our own plays.  In the Roman Baths, we imagined we were ancient Romans by wearing togas and acting out an improvised ‘story’ in the roman baths. Second Life art galleries offer a superb stimulus for trying to express (in any language that you know) what you think things represent and your opinions.

Conversation and native speakers.

A high point for me is when I meet native speakers who share an interest or who enjoy chatting, and I have now established firm friends from within the Second Life community to the extent that we can sustain multilingual, natural conversation.   I love being in a community where people laugh and enjoy themselves.    How do you meet native speakers?  One way of doing this is to join some of the many groups available. It is through being a member of ‘TeachyouTeachme’ that I have met a French speaker wishing to improve his English and I have also benefitted from having a French native speaker ‘on hand’.  Another is to attend events which reflect your interests (e.g. languages, art, music, politics).  Through this I have found some superb live musicians and DJs, and some very talented artists who are only too happy to talk about their work in their native language.

WHY DOES IT WORK FOR ME?

I would unreservedly recommend this as an experience which works for self-motivated, ICT-literate adult language learners.  For me, the 3D nature of the experience replicates fairly closely the optimal conditions for language learning at a fraction of the cost in the physical world: being [please change back to the original] in the country surrounded by authentic stimuli and having someone alongside you to help as you are interacting.

In the language learning context, the experiential nature of the situation contributes to the efficacy of the learning process.  Having a ‘real’ experience is much more engaging for the learner. So, for example, it is much more compelling to learn a word with a 3D experience; when we needed a bathroom for the house we were creating, Anna whisked a 3D bath from her inventory rather than a 2D flashcard. Similarly a physical response to an instruction somehow seems to embed the language more firmly (e.g. following Anna’s instruction to ‘come here!’).

In Second Life we use language within a social context, for example you ask someone out for a meal in a restaurant, or for a walk in a park or to visit a gallery. In terms of our development as human beings, the way we learn a language is bound up with social programming.  This is why it is so important to learn language in a real context, embedding these emerging neural circuits within a social scenario. With the relative ease of access which we now have to the Internet, chat rooms, Skype, and creative tools available on the Internet, it is getting easier to create activities which ‘hook people in’ to languages as they can easily create and share interesting text, pictures and video.
My task is to analyse what aspects of Second Life add that ‘extra something’ to learning languages, and equally to identify what does not work for technological or pedagogical reasons. Essentially it is the 3D environment that sets it apart. Your avatar becomes you.  You cannot help but be ‘kinaesthetically’ involved in your learning as you move about the world, manipulate objects, type your chat, understand the program and give advice about using it, and there are plenty of studies which indicate that this sort of learning has great results.

I would separate out the pedagogical advantages from what for me personally is a major feature.  It’s the pleasure of learning, it is in sharing an enthusiasm and a sheer ‘awe’ of what is possible in Second Life which can hook people in.   

Second Life has a tendency to crash - especially if there are a lot of people in the same place at the same time - and those you meet are usually pretty patient people who are prepared to laugh about things that go wrong: for example when learning to sit down, you may inadvertently sit on someone else.  The ideal ‘non-threatening learning environment’ for language learning and teaching really!

WHAT NEXT?

My professional challenge now is to develop a similar experience for teenagers, while being aware of all the additional safeguarding issues involved.  I am preparing to teach French within ‘Skoolaborate’, which is a private island within Teengrid.  My overarching aim is to provide the conditions for young people from across the world to meet up, and speak to each other and make friends.   I hope that by providing a mixture of competitive language games, interactive stand-alone tutorials and attractive landscapes where they can ‘hang out’ together and gradually collaborate on projects, perhaps building their own games with defined roles and responsibilities, they will want to come back.

Although there are many Francophone areas within Second Life (see Figure 1 which gives a list of URLs which would give scope for improving your French), there does not appear to be a very strong teaching community.  I feel that the way is open for others to fill the gap and try it out.  I am aware of the challenges of setting up a structured course, but I feel that there is great potential here. If you are interested in giving it a go, download the software from www.secondlife.com, follow one of the basic tutorials, and if you need some introductions or more hints, feel free to get in touch with me – Karelia Kondor!

Figure One: List of URLs for Francophone places of interest in Second Life

For information:

International Plaza, Info Island International – Moderate
http://maps.secondlife.com/secondlife/Info%20Island%20International/115/235/33
France 3D http://www.france3d.org/ [this opens up a web page from which you can visit different French-speaking regionsin Second Life]

http://maps.secondlife.com/secondlife/FRANCE3D%20Sentu%20Novio/97/39/22
FRANCE ADMICILE / Accueil / Centre d'aide

http://maps.secondlife.com/secondlife/France%20Admicile/140/143/41
For the surroundings:
Arcachon Village 

http://maps.secondlife.com/secondlife/Arcachon/204/222/26

Museum of Paris, Paris Eiffel 

http://maps.secondlife.com/secondlife/Paris%20Eiffel/26/106/23
Giverny

http://maps.secondlife.com/secondlife/Giverny/201/141/27
Paris 1900 

http://maps.secondlife.com/secondlife/Paris%20Academies/152/60/23
Mont St Michel

http://maps.secondlife.com/secondlife/Mont%20Saint%20Michel/72/30/21
For socializing, dancing and chat:

La rose rouge

http://maps.secondlife.com/secondlife/Isle%20of%20Desire/159/153/22
80s club

http://maps.secondlife.com/secondlife/Evenementia%20Solutions/212/45/28
For art:

TOURNICOTON Art Gallery - Arts Transdisciplinaires, Metaversel – General

http://maps.secondlife.com/secondlife/Metaversel/206/171/1450
Crossworld Gallery (say hello to its wonderful French curator, Fabilène Cortes)

Skywalk – 

http://maps.secondlife.com/secondlife/lynto%20land/48/143/238
http://institutoespanolsecondlife.blogspot.com
"Café Italia", organized by Misy Ferraris,   is  dedicated to explain, in an informal way, several aspects of Italian Culture. 

You could listen to Italian music, read and talk about songs' content, practice Italian, taste Italian food and dance!  We're planning a new edition of Café Italia2011.

Come and visit us!

Italian Conversation Help!

We are educators and students who enjoy good conversation and good friends. If you have a basic knowledge of Italian and you'd like to improve it for free, please IM Misy Ferraris.

We're planning  weekly meetings. All are welcome!

Italian Classes (E-learning Classes in Second Life) are starting again.

This project will be developed by  Misy Ferraris, who will be giving Italian Lessons, which permit taking a beginner to a general autonomy level.

Italian classes have an intensive program: classes are different for language level and activities.  These classes help improve the communicative and social dimension of learning.  We are willing to organize a trial class so you may familiarize yourself with our pedagogical approach, which aims to involve the active participation of the student with added emphasis placed on the rapid development of oral expression, while providing a sound knowledge of grammar.

If you are interested, please drop me your application . (Time and dates will be provided soon since they depend on applications)

APPLICATION FORM

Contact Avatar : 

Contact Name: 

Contact Email:

Organization Name (if any):

Organization Email:

Italian Language skills level:

Second Life skills level:

Why are you interested in attending our classes (work, study, pleasure)

Please COPY THIS FORM TO YOUR INVENTORY, FILL IT AND THEN DRAG AND DROP IT  INTO  THE BOX or send me it.

Thanks

Misy Ferraris

For more info about my activities, please, visit my blog:

http://call-slingua.blogspot.com/  
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