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Overview

ÅWhat is a Virtual World?

ÅThe Muriasproject

ÅImplementation

ÅFeedback

ÅThe future for this project.



What is a Virtual World
ÅA computer based 

simulated environment 
through which users can 
interact with each other 
and create objects. 

Å300 Virtual worlds used by 
500m under 15s

ÅSecond Life the virtual 
world of choice for 
educators. 

ÅSecure spaces, or islands 
for teaching and learning.



DŀǊǘƴŜǊΩǎ ƘȅǇŜ ŎȅŎƭŜ



Virtual Worlds for learning

ÅSense of immersion
ÅSense of co-location
ÅEnables situated learning within domain context



Why use Virtual Worlds for 
Development Education?

ÅDevelopment Education - creating awareness of 
world issues and possible personal decisions that 
make a difference, changing attitudes. (McGrath 2005; Regan 

2006; Stiglitz2006)

ÅRapid growth of Virtual Worlds and other online 
social systems and their uptake by young people 
provides new educational opportunities.

ÅAffordances of Virtual Worlds: immersion, 
collaborative constructivism, persistence enabling 
asynchronous and synchronous construction projects



Project Murias

ÅVisionary funding from Irish Aid.
Aims of the project: 
ÅCreate a space in Second Life as an ongoing campus 
ÅPopulate it with rich resources
ÅProvide space for meetings and workshops 
ÅProvide experiential learning opportunities



¢ƘŜ ά.ƭŀƴƪ tŀƎŜέ aƻƳŜƴǘ

Blank canvas, nature of the space means that 
buildings etc can be created, removed and reinstated 
as required ςfluid space



Learning Activities

ÅMultiple pedagogies and strategies supported in one 
space. 


