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into formal classroom-based undergraduate Chinese language
and culture curriculum
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Abstract: This paper discusses the integration of “Second Life”, an online
3D multi-user virtual environment, into a formal classroom-based
undergraduate Chinese language and culture teaching program. The paper
identifies a range of limitations with the formal curriculum from the
perspective of educational theory and language acquisition theory. It then
goes on to discuss the theoretical mechanism by which such integration
can be achieved and finally discusses the viability and benefits of
integration.
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1. Introduction

The Monash University Chinese Studies Program (CSP) is one of the largest
Chinese language and culture programs in Australia, with over 800 students enrolled in
any one semester. The formal classroom-based curriculum for first year beginner students
provides a reasonable mix of rules-based learning, drill and pattern-based learning, and
conversation practice. Implementation of the curriculum also involves a mix of teacher-
centred and learner-centred learning, although the balance has generally been biased
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towards the former. The curriculum provides learners with exposure to a range of linguistic
and non-linguistic ‘inputs’ and with opportunities to generate ‘outputs’, but these are
confined to a classroom-based, textbook-centred learning context that involves little
spontaneous or meaningful communication in the target language.

2. The formal classroom-based curriculum — structure, nature and limitations

The formal classroom-based curriculum is made up of four parts: lecture, seminar,
tutorial and computer lab classes.

The two-hour lecture is essentially an ‘input’ based activity focused on explanations
of new grammar, vocab and content, most of which is in English. ‘Input’ in the target
language is essentially limited to modelling of pronunciation and sentence patterns. Due to
class numbers, time limits and class format, there is little opportunity for students to
generate ‘output’ in the target language during class. The main opportunity for ‘output’
comes in the form of periodic written assessment. Lecture classes are essentially teacher-
focused and a passive learning activity for learners.

While still predominantly teacher-focused, seminar classes are designed to have a
higher level of interactivity. ‘Input’ in the target language takes the form of language
modelling and simple instructions from the teacher and exercises in the textbook. Learners
have some opportunity to generate ‘output’ in the target language, though it is often limited
to reading out answers to set exercises or set passages and drill and skill type exercises.
With a few exceptions, learner ‘output’ in the target language is generally only produced
when requested by the teacher, and thus tends to be passive. Due to the numbers involved
and time limits, not every student gets an opportunity to generate ‘output’ and receive
feedback each time they attend a seminar class.

The spoken tutorials have generally provided the best opportunity for students to
receive ‘input’ and to generate ‘output’ in the target language. These classes are more
learner-centred, with the teacher playing more of a facilitating role, and learners working
together to create and perform topic-based dialogues. ‘Input’ comes via instructions and
feedback in the target language from the tutor and through interaction with fellow students.
‘Output’ in the target language is mostly limited to performance of the dialogues in the
artificial context of the classroom. ‘Meaningful communication’ in the target language is
very limited in that use of the language in this context is an end in itself (practicing
language), rather than a means to an end (using the language to achieve something else).
Again, due to numbers and limited time, not all students have the opportunity to perform
their ‘output’ and receive feedback from the tutor and their peers every time.

The web-based exercises undertaken by learners in computer lab classes, while very
much learner-centred, have in the past generally not been well received by students. As
interaction with fellow learners and the teacher is limited, students have expressed a
preference for doing these exercises in their own time.
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3. Questions for consideration

The limitations of the formal classroom-based curriculum for first year Chinese
language and culture students described above have thus raised several questions. How
could the formal classroom-based curriculum be made more learner-centred and better
reflect widely accepted educational principles such as those of constructivism? What
opportunities for ‘meaningful communication’ in the target language could be created
within the formal classroom-based curriculum? If, as proposed by a number of language
acquisition theorists, the role of ‘comprehensible input’ (Krashen, 1985) and
‘comprehensible output’ (Swain, 1985, 1995) is essential to the language learning process
(see discussion below), how could more of these two elements be incorporated within the
formal classroom-based curriculum?

In an attempt to answer these questions, it was decided that the computer lab classes
would be used to conduct lessons in the 3D online virtual world Second Life. In 2007,
Monash University purchased its first ‘region’ for general educational and research use’.
In 2008, after the purchase of a ‘region’ dedicated to the learning and teaching of Chinese
language and culture?, first year and third year undergraduate students began classes in
Second Life as an integrated part of their formal classroom-based curriculum.

4. Second L.ife as an online 3D virtual learning environment

Recent years has seen a continual growth of interest and investment of time and
resources in 3D simulations, games and virtual environments for teaching and learning
across a broad range of disciplines and institutions (Dalgarno & Lee, 2010; Henderson,
Huang, Grant, & Henderson, 2009). Educators and educational institutions around the
world see great potential for these platforms as 3D virtual learning environments (3D
VLEs) that provide the possibility of rich learner engagement, as well as the ability to
explore, construct and manipulate virtual objects, structures and metaphorical
representations of ideas (Dalgarno & Lee, 2010).

Second Life is one of over 250 online virtual worlds (Ciaramitaro, 2008;
Henderson, et al., 2009). An online virtual world is a three-dimensional graphical space
that resides on a computer server(s) connected to the Internet and accessed via three-
dimensional graphical representations of the users (avatars). While often perceived of as
being similar to 3D computer games or massively multiplayer online role-playing games,
some virtual worlds like Second Life, Croquet, Project Wonderland, Olive, Active
Worlds, web.alive, etc., are not per se games (Ondrejka, 2008). They do not have pre-set
game rules, objectives, roles and environments, but rather are flexible 3D virtual spaces
that can be, to a lesser or greater degree, configured by the users themselves to suit their
specific needs. These needs can be game-like, but are increasingly oriented towards
social networking, education and training, and business (Ondrejka, 2008; Salt, Atkins, &
Blackall, 2008).
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While not unique to virtual worlds, there are two other important affordances
offered by these online spaces. The first is the high level of synchronous interactivity (via
text and voice chat, gesture and movement) that greatly facilitates peer-to-peer and
student-to-instructor real-time interaction regardless of actual physical location of the
participants. The second is the potential for asynchronous interactivity via persistent
digital objects such as whiteboards, bulletin boards, slideshows, notecards and
programmed non-player characters, which the learners/avatars can interact with even
though the ‘owner’ is absent or offline (Henderson, et al., 2009). It is this high level of
synchronous and asynchronous interactivity and configurability of the wvirtual
environment that has provided a unique opportunity for meaningful communication in the
target language and for creating an environment rich in ‘comprehendible input’ and
‘comprehendible output’ for the first year Chinese language and culture students at Monash
University.

5. Constructivism — three perspectives

In a paper entitled The Potential of 3D Virtual Learning Environments: A
Constructivist Analysis (2002), Dalgarno summarises and re-casts Moshman’s discussion
of three broad approaches to constructivist learning. Moshman calls these approaches
endogenous, exogenous and dialectical constructivism (1982). Each approach is
underpinned by several basic principles at the heart of constructivism: knowledge is
actively ‘constructed’ by the learner and not simply passively absorbed; new knowledge
is constructed on the foundation of, and at times in contrast with, existing knowledge and
experience; each learner constructs knowledge in their own way.

The three approaches differ in terms of the locus of learning. In the exogenous
category “knowledge is derived from one’s environment” and is a “reconstruction of
structures (empirical relationships, presented information, observed behaviour patterns,
etc.) pre-formed in the external reality” (Moshman, 1982, p. 373). For endogenous
learning, the “locus of activity in the construction of new knowledge is ... the organism
rather than the environment” (1982, p. 374). In other words, new knowledge is developed
through “a reflective abstraction of new structures via intercoordination of, and/or
metacognitive reflection on, current structures” and not via an “empirical abstraction of
information from the environment” (1982, p. 374). Dialectical constructivism involves, as
the name suggests, “continuing interactions between organism and environment”. “New
knowledge is a constructed synthesis which resolves the inevitable contradictions arising
during the course of such interactions” (1982, p. 375). Interaction with the environment
clearly includes social interaction with peers and instructors (and others in society in
general), and indeed it is this social interaction as the source of new knowledge that
forms the core of many of the modern applications of constructivist learning theory.

We would argue that with the addition of interactive lessons in a 3D virtual
learning environment like Second Life these three perspectives can be effectively
combined within the overall structure of a formal language and culture curriculum with
large class sizes to address some of the limitations of the existing curriculum outlined
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above. Indeed, Moshman sees exogenous and endogenous learning almost as a subset of
dialectical constructivism, and certainly argues for a partial integration of the three
paradigms (Moshman, 1982).

6. Integrating Second L.ife into the formal classroom-based curriculum
6.1 An educational perspective

Integrating learning in a 3D VLE like Second Life into a formal undergraduate
language and culture curriculum is one way of effectively bringing together the three
constructivist paradigms and addressing some of the limitations outlined above. Lectures
provide the structures “pre-formed in the external reality” by presenting the rules of the
target language and examples of those rules in action, and are thus of an “exogenous”
nature. Seminars provide “exercises requiring the learners to be cognitively active” and to
“form and refine their knowledge representations” through formal pattern exercises
(Dalgarno, 2002), and are thus also mainly exogenous in nature. We would argue that the
speaking-based tutorials fulfil the requirements of endogenous constructivism as outlined
by Dalgarno in that the role of the tutor is as a “facilitator in providing experiences that
are likely to result in challenges to learners’ existing models”(2002, p. 2). The
experiences are the topics set for the dialogues that students create and perform, with the
challenges coming from both the linguistic and cultural content inherent in each topic, as
well as the instructive feedback provided by the tutor. We would argue, however, that
the tutorials only fulfil the requirements of dialectical constructivism outlined in
Dalgarno in a ‘weak’ form in that the dialogues performed by students are (a) not
‘meaningful communication’ and (b) out of context, and therefore not realistic. The
collaboration engaged in by students is essentially limited to the construction and
performance of artificial dialogues and is usually restricted to pairs. We would thus argue
that this is a ‘weak’, and ergo inadequate, form of dialectical constructivism.

This is where we see a role for the task-based learning undertaken by students in
Second Life in completing the picture/framework. The tasks undertaken by students in
their lessons in Second Life fulfil the requirements of dialectical constructivism (and thus
comply with the basic principles of constructivist learning) in a ‘strong’ from by
facilitating broader and deeper collaborative work and by providing a realistic,
meaningful context for the use of the vocabulary, grammar and cultural knowledge
learned in the lectures, seminars and tutorials. Because tasks are performed in a context
that generally reflects the context of the real world and in an environment that simulates
the real world with a reasonable degree of fidelity®, engagement in and completion of the
tasks do provide “realistic” (Honebein, Duffy, & Fishman, 1993) and “authentic”
experiences (Lebow & Wager, 1994; Reeves, Herrington, & Oliver, 2002; Weasenforth,
Biesenbach-Lucas, & Meloni, 2002). Opportunities for ‘comprehensible input’,
‘comprehensible output’, and ‘meaningful communication’ are also thereby increased
greatly. We would argue that this is a ‘strong’ from of dialectical constructivism.
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6.2 A language acquisition perspective

‘Comprehensible input’ is a hypothesis first proposed by Stephen Krashen (1982).
He purports that language learners acquire language by hearing and understanding
messages that are slightly above their current second language level. In everyday contexts
the degree to which ‘input’ is comprehensible is extremely variable. The multiple
information channels available in 3D VLEs like Second Life enable the level of ‘input’ to
be better tailored to the comprehension levels of specific groups of learners than is
possible in similar contexts in real life. What a learner might not understand from text-
based information might be better understood from visual observation of the surrounding
environment or through interaction with objects in the environment (clicking an object to
hear an audio file for pronunciation) or agents within the environment (other learners,
automated non-player characters).

We would argue that Krashen’s concept of i + 1 is not incongruous with the
Piagian idea embodied in exogenous constructivism of learning being seen as
“fundamentally an accommodation of the organism’s prior structures to those imposed by
its current environment” (Moshman, 1982). In Krashen’s formulation of i + 1, “i”
includes extra-linguistic “knowledge of the world and of the situation, that is, the
context” (Wikipedia, - Comprehensible Input). Thus, ‘comprehensible’ input’ includes
both linguistic and contextual information. The content of our Second Life lessons is
based closely on content students have previously encountered in their textbooks. When
designing the task scenarios, in addition to incorporating as much material as possible
that students are already familiar with, extra linguistic and contextual material drawn
from real life scenarios is also incorporated. Learners thus construct new knowledge and
structures through using existing knowledge and structures to explore and interact with
the multi-channel ‘input’ they encounter when completing the set tasks.

Developed by Merrill Swain (1985, 1995), the ‘comprehensible output’
hypothesis states that learning takes place when encountering a gap in the linguistic
knowledge of the L2. By noticing this gap the learner becomes aware of it and might be
able to modify their output so that they learn something new about the language.
Although Swain does not claim that comprehensible output is solely responsible for all or
even most language acquisition, she does claim that under some conditions,
‘comprehensible output’ facilitates second language learning in ways that differ from and
enhance input due to the mental processes connected with the production of language
(production forces learners to pay some attention to form and to process syntactically).
Swain defines three functions of output: 1. Noticing function: Learners encounter gaps
between what they want to say and what they are able to say and so they notice what they
don't know or only know partially in this language. 2. Hypothesis-testing function:
When a learner says something there's always a hypothesis behind it e.g. about grammar.
By uttering something the learner tests this hypothesis and receives feedback from an
interlocutor. This feedback enables them, if necessary, to reprocess his hypothesis. 3.
Metalinguistic function: Learners reflect about the language they learn and hereby the
output enables them to control and internalize linguistic knowledge.
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Again, we would argue that Swain’s concept of ‘comprehensible output’
correlates well to the principles of constructivist learning. The task-based learning that
takes place in Second Life provides excellent conditions for the implementation of each
of the three functions outlined by Swain. As in real life, learners are required to interact
with the 3D VLE and the objects and agents within it to complete the set task, giving
them the opportunity to test linguistic and non-linguistic knowledge learned in the
classroom (Harris & Graham, 1994) and receive direct and immediate feedback as a
consequence of their ‘output’. In the case of our Second Life lessons, failure to produce
‘comprehensible output’, to communicate appropriately, can lead to a learner being
unable to move towards completion of the set task. In order to move forward, learners
have re-assess their communicative strategy (‘notice’ where any gaps in communication
might exist) and develop a new strategy that will enable them to continue to progress to
the end of the task.

The communication engaged in by the students in the target language is
‘meaningful’ in that it is a means to an ends, which in crude terms is the completion of
the set task. In the process of completing the set task, students are required to explore and
understand information provided in written, graphical and/or auditory form and through
the surrounding environment in teams, and are thus exposed to a variety of meaningful
‘inputs’ that contribute to the forming of new knowledge essential to completing the task.
They in turn have to generate meaningful ‘output’ as part of their interaction with their
peers, teaching staff, a range of digital artefacts that form part of the environment and the
lesson, and with the non-player characters imbedded in the environment.

7. Student-focused learning in Second Life — an example

In the constructivist view of learning, collaborative work is important with
‘learners working together and developing their understanding of concepts through a
social learning process’ (Dalgarno, 2002). From the very first lesson on basic Second
Life skills, our first year Chinese language and culture students are asked to form teams,
and indeed the process of forming teams itself becomes a step in their acclimatisation to
the virtual environment and to interacting with their peers.

One lesson in Second Life requires learners to complete two tasks. Students are
divided into teams using a system of coloured flags that resemble ancient Chinese battle
flags and are required to wear coloured team T-shirts for easy identification. To complete
the tasks in time and successfully team members need to work together closely. The tasks
consolidate previously learned vocabulary and concepts as well as introduce learners to
new linguistic and non-linguistic information. Completion of each task requires a
combination of reading textually-based information, listening to audio-based information,
visually scanning the virtual environment, conducting conversations with automated non-
player characters (‘bots”) and interacting with automated objects in the environment (e.g.
restaurant menus, automatic ticket selling machine, air conditioners, etc.). The role of the
teachers is (a) to create the environment / task / instructions /experience (b) scaffold
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learners as they work towards completion of the task and (c) confirm that learners have
successfully completed the set tasks.

The first task involves purchasing a train ticket to Beijing from the Chinese
Island railway station. Each team of students is provided with a different set of criterion
(purpose of travel, budget, desired arrival time) which determines what ticket they should
buy. Success is measured by purchasing of the correct tickets for the whole team (the
tickets can be visually inspected by the teacher). The second task involves enquiring
about long-term accommodation for a foreign student studying in China. Teams are given
the address of a real estate agent on the island and a list of information they have to
gather. Visual inspection of potential accommodation is also required. Success is
measured by answering a series of questions with correct information.

The advantages of this kind of team arrangement are obvious. Firstly, it puts the
students at the centre of the learning process. Secondly, with more experienced student-
mentors in each team to take care of many of the problems encountered and to keep the
teams moving, the teachers are to some extent freed up to move amongst the learners,
both virtually and in the computer lab, and provide more individualised assistance as
required. Help from more experienced team members and individualised attention from
the teachers enables better activation of learner’s ZPD (Zone of Proximal Development),
which Vygotsky defined as “the distance between the actual developmental level as
determined by independent problem solving and the level of potential development as
determined through problem solving under adult guidance or in collaboration with more
capable peers” (1978, p. 86). Thirdly, the forming of teams facilitates the socialisation
and peer-to-peer communication process. Fourthly, it makes the teacher’s task of
managing and keeping track of a large number of learners a good deal easier.

8. Student feedback

A post-lesson survey was carried out on 112 first year Chinese language and culture
students after one lesson in Second Life in 2009 focused on familiarising them with the
environment and the skills necessary to function in the environment. The survey focused on
the question of whether or not students saw learning Chinese in Second Life as an
‘acceptable’ mode of learning, and in particular, whether they felt there was any benefit
from the type of collaborative learning advocated by dialectical constructivism and outlined
above. Analysis of the survey data has clearly shown that students are on the whole
comfortable with the platform/environment and importantly, 90% of students surveyed felt
that they benefited from collaborative interaction with the other members of their group
during completion of the set task (see Table 1 on next page).
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Table 1: Results from Student Survey

Question Results
1. How much access | Very limited Limited, but | As much
do you have to a enoughtodo | timeasl
computer at home / what | need need
where you spend 7.1% 26.8% 66.1%
most of your time? (8 people) (30 people) (74 people)
2. Do you have a fast | None Excruciatingly | Slow - text Medium - | Fast - I
broadband Internet slow - even loads but | don't have to | rarely have
connection (at pages of text have to wait | wait for to wait for
home)? take a long for images to | pages too files
time to load appear often but (including
onto my screen videos and watching
other large long you
files take a tube
while videos)
2.7% 1.8% 5.4% 59.8% 30.4%
(3 people) (2 people) (6 people) (67 people) (34 people)
3. Have you spent Never A few times Many times | Frequently No
time in a 3D virtual response
world or played a 3D | 44.6% 36.6% 11.6% 5.4% 1.8%
game with an avatar (50 people) (41people) (13 people) (6 people) (2 people)
before?
4. Did you find Very difficult | Difficult Easy Very easy No
mastering the basic response
skills (for example 2.7% 22.5% 56.8% 18% 0.9%
flying, zooming your | (3 people) (25 people) (63 people) (20 people) (1 person)
camera, ‘wearing’
clothes and other
items, etc.) difficult?
5. Do you feel Very Uncomfortabl | Comfortabl | Very No
comfortable in the uncomfortabl | e e comfortable | response
Second Life 3D e
environment? 0% 18% 65.8% 16.2% 0.9%
(0 people) (20 people) (73 people) (18 people) (1 people)
6. Was having peer Not relevant Only Most of the | All of the
support helpful sometimes time time
learning the basic 8.9% 2.7% 49.1% 39.3%
skills? (10 people) (3 people) (55 people) (44 people)

In order to establish a base-line for measuring the level of comfort or otherwise
students might have with learning in the Second Life environment from a technical / skills
perspective, a number of questions were asked about access to computers and the Internet
at home, previous experience with similar virtual environments and actual perceived level
of difficulty in mastering skills specific to operating within the environment. The majority
of students appear to have relatively good access to computers and the Internet at home
(66.1% and >90%) and thus were reasonably familiar with both these basic requirements
for using an online 3D VLE. Despite the majority of students having had little or no contact
with similar virtual environments previously (approx. 80%), over 70% did not find
mastering basic skills necessary for engaging in learning in the Second Life environment
difficult to master and over 80% felt ‘comfortable’ in the environment. With respect to the
collaborative nature of the environment and the tasks concerned, over 90% of students felt
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that scaffolding provided by peers was indeed helpful, which is consistent with the
dialectical constructivist view of learning.

A second survey was carried out after a lesson on eating in a virtual Chinese
restaurant which focused on the issue of what the students themselves thought was their
biggest gain from the specific lesson in Second Life. Detailed findings have been published
in the conference proceedings of the 8" International Conference on Chinese Language
Pedagogy held in Kunming, China in June 2010, however, it should be noted that a
significant number of students (approximately 50%) believe that they benefited from the
lesson not just in terms of linguistic knowledge, but also in terms of having had a realistic
linguistic and cultural experience that linked classroom-based learning with real life
(Huang & Grant, 2010).

Another important measure of the efficacy of language and culture learning in 3D
VLEs like Second Life Further is that of self-efficacy. In 2009 a research project was
conducted that aimed to explore the proposal that a language lesson in Second Life could
sustain or improve students’ self-efficacy beliefs through learning activities favouring
selective language performance. The quantitative results from the pre and post
questionnaires supported the research proposal by indicating a statistically significant
increase in student’ self-efficacy beliefs in using Mandarin in real-life Chinese settings
(Henderson, et al., 2009). Further follow up research is planned for 2010.

9. Conclusion

Over a period of a number of years, faculty engaged in the teaching of Chinese
language and culture to first year undergraduate students at Monash University observed a
number of pedagogical and logistical limitations in the formal classroom-based curriculum.
The curriculum was perceived to be overly teacher-focussed. Due to the structure of the
curriculum and large class sizes, inadequate opportunities were available for students to
construct new linguistic and non-linguistic knowledge and skills in other than classroom-
based and textbook-based contexts. In particular, few opportunities were available for
learners to engage in meaningful communicative activities based in realistic contexts that
could potentially consolidate existing knowledge and generate new knowledge.

In 2008 the decision was made to incorporate learning in the rich online 3D virtual
environment of Second Life as one way of addressing these issues. Since then over 400
hundred Monash Chinese language and culture students (first and third year) have
undertaken Chinese language and culture lessons in Second Life and these lessons are
ongoing. Formal and informal feedback from students has shown that these lessons are
popular and have gone some way to addressing the limitations outlined. However, the
authors believe that further research is needed to look at issues such as the effectiveness of
learning in such an environment in terms of language and culture learning outcomes and
the transferability of linguistic and non-linguistic knowledge and skills learned in the
virtual environment to the real world environment.
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Notes

1. The original Monash region in Second Life can be accessed by entering the following
URL into a standard Web browser, after which a separate page will be opened with a link
to the region: secondlife://monash%20university/123/136

2. The Monash region in Second Life dedicated to teaching Chinese can be accessed via
the following URL.: secondlife://monash%20university%202/83/89/26

3. For a more detailed discussion of ‘fidelity’, see Dalgarno and Lee (2010).
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Abstract: This article reports on a study that incorporates SL into the
curriculum of university Introductory Chinese course in Fall 2009,
including its implementation and evaluation. Using the existing resources
of the SL Chinese School created by Michigan State University, 7 learning
tasks were designed to supplement teaching throughout the semester.
Along with the face-to-face instruction in class, students were required to
study by completing the tasks alone, or with their peers or the teaching
assistant in the SL Chinese School outside of the classroom. In performing
the tasks, students practiced what was being learned in the classroom, and
explored cultural aspects relating to the language. We will discuss both the
teaching experience of including SL in the curriculum from the
instructor’s perspective, and the feedback from students on the learning of
Chinese within the virtual world. Recommendations are provided for
researchers for future directions as well as for practitioners for effective
use of SL in the Chinese classroom.
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1. Introduction

Multiuser virtual environments (MUVES) have become an emerging tool in the
field of education in this information era. Second Life (SL) developed by Linden Lab, is
the best known and the most popular MUVESs with over 4000 people registered on the SL
Educators List as of the summer 2009. They are people who are interested in exploring
SL, or who are currently engaged in SL-supported education (Kingsley and Wankel
2009). This is not to mention millions of other account-registered users. As a
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development space in the format of online 3-D virtual world, SL is, in terms of content,
exclusively user-generated. Anyone can enter SL for free. Residents, i.e., those who
inhabit the SL world, are able to create a digital character (avatar) to represent themselves,
using it to interact with others from around the world. They can not only create almost
anything they can imagine but also share the result with others and, thereby, develop
interactive and immersive environments. This interaction is unique in that users can fully
participate in a virtual world in real time just like they do in the real world. For instance,
they can communicate with each other by sending an instant message, verbal exchange,
or gesture; they can read a note card and keep it for future use if necessary; they can even
watch multimedia presentations. Because of these user-created, community-driven
features, SL has, since its inception in 2003, attracted increasing and considerable
attention from researchers and practitioners, including foreign language educators (e.g.,
Clark, 2009; Cooke-Plagwitz, 2008, 2009; Kuriscak and Luke, 2009; Wang et al., 2009).
Using six criteria proposed by Jin and Xu (2009), Xu (2010) found that the SL
environment, as compared to other computer programs, achieved the highest scores with
respect to its effectiveness in the teaching and learning of foreign languages. Some
unique potentials of SL as compared to the traditional classroom-based language teaching
are well summarized by Cooke-Plagwitz (2008, 2009). Among many other advantages of
using SL in foreign language education, there are three that should be highlighted. First,
SL enables learners to create their own avatars, which can effectively help introverted
students to participate and learn. Second, SL provides a collaborative learning setting,
which encourages students to co-construct knowledge. Third, SL forms an immersive
environment, which makes students’ language practice contextualized.

A major reason for the growing attention to the use of MUVEs like SL for
educational purposes is that the students whom we teach nowadays are part of the “Net
Generation”—a term first coined by Tapscott (1998) and later used by Oblinger and
Oblinger (2005). Though different from each other with respect to the definition of the
timeframe during which the Net Generation was born, they noted some characteristics of
this particular group: (i) preferring to work as part of a group or team; (ii) enjoying the
learning by doing; and (iii) desiring to access information immediately and easily. This
kind of learning behavior is the direct result of recent advances in information technology,
such as television, computer, Internet, iPhones, MP3, iPod, iPad, etc., as well as video
games. Having grown up with various entertaining digital gadgets, most of which are
designed to help them learn, Net Generation students or “digital natives” (Prensky, 2001)
come to school with an expectation that they are learning for fun (Hay, 2000).
Consequently, as observed by Oxford and Oxford (2009), in order to reach and teach
these native speakers of the digital languages associated with computers, video games
and Internet, educators must revisit and revise traditional pedagogy, and design and
develop new techniques using the media and methodology that they understand. Trevett-
Smith (2010) made a similar remark, “At a time when students will turn to Google rather
than visit the library, or search Wikipedia instead of asking for a reference librarian,
professors need to rethink how we use technology in our classrooms.”

It is readily apparent that educators of the 21% century must explore the use of
technology to support learning. Nonetheless, how to effectively apply technology in

Journal of Technology and Chinese Language Teaching, 1(1), 14-30. ISSN: 1949-260X 15



Dongdong Chen Enhancing the learning of Chinese with Second Life

educational settings in order to advance learning outcomes remains a question to be
answered. In particular, how should the MUVEs like SL be integrated into the Chinese
curriculum so as to make the learning more effective and enjoyable? Oxford and Oxford
(2009, p. 3) claim that “teachers cannot simply use technology for technology’s sake;
they must take advantage of specific age- and content-appropriate tools to accomplish
specific pedagogical objectives.” This research attempts to examine whether the SL
environment supports the learning of Chinese for university students. The ultimate goal
of the study is to identify appropriate ways to use SL to enhance student learning.

2. Second Life in Education

According to Clark (2009), there are at least 250 colleges and universities in the
world that apply SL to promote teaching, support learning, and/or facilitate research in
nearly all disciplines. Much work has been done exploring and examining the function of
virtual world for higher education. Higher Education in Virtual worlds (Kingsley and
Wankel, 2009) is one of the first serious publications that targets educators who are
interested in using MUVESs in their teaching practice. Covering both the theoretical
perspectives and the practical case studies of the use, and the potential use of virtual work
in higher education, their book offers a wide range of valuable insights, and suggestions
for educators, whether they are novice or experienced in technology-supported teaching.

At the university where the author is working, the educational benefits of SL have
been exploited since 2007 when a piece of “land” was leased, which was later built into
virtual Pirate Island for the sole use of the university community. Instructors of different
disciplines have thus been able to engage students to learn by either creating things or
using the resources specially developed on Pirate Island. For example, graduate students
in the English Program were able to co-create a learning environment, i.e., House of 7
after Hawthorne’s novel, The House of Seven Gables, within SL, while taking a literature
course (Balkun et al., 2009). This case study shows, among other results that, with the
integration of SL, the orientation of the course undergoes a transformation from teacher
as “communicator of knowledge” to student as “builder of knowledge”, which is difficult
to achieve in the real-world classroom. Salt Marsh Dynamics (Trotta and Marian,
forthcoming) is a case-based learning scenario, which makes the learning of endangered
eco-systems possible for college students taking Ecology and Environment Geology
courses. Such community and situated learning effectively supports team building and
creative problem solving skills. In a series of studies (Hewitt et al. 2008; 2009; 2010),
healthcare administration faculty used the Play2Train simulation, a virtual world platform
to conduct training in SL adopted by a variety of academic and health institutions, to help
both on-campus and online students in the Master of Healthcare Administration to learn
how to prepare for, and manage crisis and emergency risk communication. By applying
the emergency preparedness best practices in a real-time virtual learning scenario,
students learned how to communicate during a crisis, think critically, and develop
collaborative leadership as well as decision making skills.
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With respect to foreign language education, there has been extensive research on
the effects of virtual world learning. For example, Clark (2009) explored teaching hybrid
Spanish courses with the instructor teaching grammar and organizing communicative
activities in class while students discussing topics and completing projects in SL outside
of the classroom. By building a Spanish hacienda in SL which provided additional
elements of language and culture, the author was able to create an immersion experience
for students. Clark further argues that with students being able to meet either in a real or
virtual world to perform activities, SL can be an ideal place to teach single lessons or an
entire course of a traditional Spanish 1. Sykes (2009) reports on an empirical study that
examines the interlanguage pragmatic development by learners of Spanish in MUVES
with respect to making appropriate requests in Spanish. The findings obtained from
interview data and in-class presentation indicate that, through the use of a synthetic
immersive environment, learners became more aware of the complicated pragmatic
issues. Although the study showed little improvement from pre- to posttest, anecdotal
evidence suggests that students who were examined learned the subtleties of making
appropriate requests in Spanish. Wang et al. (2009) discuss an ongoing research
collaboration between an American university and a Chinese university, which explored
the integration of SL into a program of teaching English as a foreign language during two
semesters in China. They found that the Chinese students of English were able to,
through the SL platform, conveniently exchange ideas and opinions with English native
speakers on issues that both groups found interesting, a valuable learning experience that
would not be easily achieved in real life, if at all. Besides work that involves the teaching
of Spanish or English, there are two published studies relating to the teaching of Chinese
as a foreign language. One is Henderson et al. (2009)’s empirical research on a
collaborative activity to identify and order Chinese food in Mandarin in a virtual Chinese
restaurant. The study found that there was a significant improvement between students’
pre and post self-efficacy ratings which, the authors believe, was the result of a lesson
incorporated in SL that enriches the students’ experiential learning opportunities. The
other study is Grant and Huang (2010) that discussed the integration of SL as one way of
addressing some issues that exist in college level Chinese language instruction. That is,
the pedagogical and logistical limitations of formal classroom-based curriculum,
textbook-centered context, and teacher-focused methodology. The authors suggest that
incorporating learning in an online 3D virtual environment like SL provides learners with
valuable opportunities to actively communicate in realistic and, therefore, meaningful
ways. According to Cooke-Plagwitz (2009), SL works particularly well for the students
of the Net Generation whose learning styles have been greatly affected by the evolution
of information technology. Kuriscak and Luke (2009), after investigating language
learners’ attitudes toward SL, report similar findings: students welcomed the
opportunities afforded by SL to interact with native speakers.

There are two well-developed SL sites which offer free resources specially
designed for the teaching and learning of Chinese as a foreign language. One is Second
Life Chinese School developed by Michigan State University (MSU). This virtual
Chinese School is a place where individuals can independently learn the Chinese
language and experience its culture at their own pace. Embedded in the restaurant, park,
apartment building, museum, stores as well as classroom, bookstore, and office are
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challenging but entertaining quests, all serving as great teaching materials. Thus learners
can come to practice as many times as they want until they pick up the patterns of usage.
For more information about the design concept of this Chinese school, please check into
the site, http://confucius.msu.edu/secondlife/overview.html. With a registered account in
SL, anyone can log in to experience the beauty of this virtual Chinese School.

A second well-developed SL site is Chinese Island by Monash University,
Australia, available from http://slurl.com/secondlife/Monash%20University/72/170/28.
On this island, the railway station, airport, bank, inn with tea house, clinic, multi-purpose
building, village, as well as traditional Chinese college, courtyard house, and garden, are
“used as a basis for Chinese language classes in both first-year and media studies classes”
(http://www.monash.edu.au/international/dvc/virtualworlds/monashsecondlife.html). The
aforementioned research by Henderson et al. (2009) and the study by Grant and Huang
(2010) utilized the resources in this site.

In the section below we will report on a study that incorporates the resources
available on MSU’s Second Life Chinese School in the teaching of Introductory Chinese
at college level. We will talk about the rationale of the research and its implementation,
evaluation, implications, and recommendations.

3. Integrating SL in Chinese Language Instruction
3.1 Research questions and logistics

There are three particular questions that we were interested in for this study: (i) Is
it feasible and plausible to integrate the SL resources into a one-semester university
introductory Chinese? (ii) Does SL support students’ learning? (iii) Do students welcome
the use of SL as part of their Chinese learning process?

A total of 26 university students in two sections of beginning Chinese were
involved in this Fall 2009 study. Except for four students who had some Chinese
backgrounds due to either being born in a Chinese family or taking some Chinese before,
the rest had zero Chinese skills. All the students except one belonged to the Net
Generation, with an age range of 18 to 24 years old. On the first day of class, students
were informed of the mandatory SL project for which they would receive 16 points
toward the total grade of the course upon satisfactory completion of all the required SL
activities.

Before elaborating on the details of methods, a note is in order about the
conditions under which the author conducted the project using SL. First, the author’s
university is a “most wired” campus, which not only supplies wired and wireless access
to the internet, but also provides a laptop to each full-time undergraduate student. The
models of the laptops which students have received are either Thinkpad T500/T61 or
X200/X61. These models are, configurationally speaking, sufficiently sophisticated to
run the SL application. Additionally, the university offers a Language Resource Center,
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furnished with all the basic language learning tools, including the SL platform. With such
a ubiquitous computing environment where students can get online anywhere and
anytime, optimum learning outcomes can be expected. Besides good infrastructure,
helpdesk support technicians who can fix any issues with laptops concerning hardware or
software are available during normal office hours. Finally, the university has Teaching,
Learning and Technology Center (TLTC), where knowledgeable instructional designers
regularly provide training and, thereby, assist faculty to employ emerging technology to
maximize student learning.

The author of this study first received training on SL. With some familiarity with
the basics of the SL application, the author was able to brainstorm with two instructional
designers from TLTC to identify strategies for the best use of SL for the teaching of
Chinese. The discussion and technical support from the experienced instruction designers
made it easier to initiate the project. Kuriscak and Luke (2009) recommended that an in-
class SL tutorial for students be provided in advance so that all will be uniformly
informed of what is available in the SL platform, and what they need to know in order to
be able to complete the learning tasks assigned. Inspired by this recommendation, we
planned a 75-minute in-class hands-on crash course on SL in the second-day class of the
semester. Conducted by said instructional designers, students were shown, step by step,
how to (i) download the SL application, (ii) install it onto their own laptop, (iii) create
account to log in, and (iv) navigate in SL. For their convenience, the tutorial documents
and links were made accessible online. In addition, any other in-class follow-up or walk-
up support was available either in the Language Resource Center or at the university
Helpdesk whenever students need assistance.

3.2 Tasks and requirements

To make the project support the curriculum, meaningful tasks were created that
incorporated resources of the SL Chinese School of MSU. The primary purposes of
including these tasks were (i) to engage students to review what was being taught in the
classroom, and (ii) to enable exploration of culture and language outside the class. There
are two reasons why MUS’s SL Chinese School was particularly chosen for this study.
First, the site of the SL Chinese School was developed under the design-based research
methods for an embodied experience for learners of Chinese. The author of the current
study attended Zheng et al. (2009)’s presentation about this virtual school at CALICO
2009. Second, as a virtual learning facility developed and sponsored by a higher
institution, the site was not only free, but relatively safe for students.

As can be seen from the comprehensive list of tasks in Table 1, each task spanned
two weeks consistently in order to provide the students with sufficient time to review
what they had learned in the classroom and then to practice by doing the task. Each task
had a theme which included the pronunciation of Chinese sounds, the ability to identify
and write Chinese radicals and characters before proceeding, to the 5 topics that are
related to Greeting, Family, Date and Time, Hobbies, and Visiting Friends. These 5
topics are the first 5 chapters from Integrated Chinese Level 1 Part 1 (Liu et al., 2008),
which were used as part of teaching materials in that semester.
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The first task was to familiarize students with the SL platform and the SL Chinese
School. While this task did not involve any Chinese, learning to be able to walk around
with appropriate dress, and getting to know how to chat through instant message or voice
is the first set of basic skills that students must grasp in order to carry out the virtual
learning activities in the SL Chinese School. This task was added to increase students’
level of comfort with the virtual learning technology. However, as we will see in the next
section, just performing one task might not be enough to prepare for an efficient virtual
learning.

Table 1: Tasks for SL Project

Tasks Weeks Goals Students required to
1. Know your way Week 2 | Practice the basics of SL Dress up oneself;
walk & fly
2. Visitor Center Week 4  |Practice pronunciation Say place names
3. Look for radicals Week 6 |Practice radicals & Identify radicals/
Characters characters
4. Self-introduction Week 8 |Learn to introduce oneself Introduce oneself
5. Ask questions Week 10 |Learn to say Zhéshishénme? | Describe things in rooms
Nash ishéame
6. Tour cities in China | Week 12 |Learn to say W xihuan... Watch PPT and
Y1nweéi make sentences
7. Talk about hobbies | Week 14 |Learn to talk about hobbies Ask each other questions
8. Let’s have a party Week 16 |Learn to say things Reply when welcomed
at Mr. Li’s at a friend’s place or offered with drinks

Tasks 2 to 8 were created for enhancing the learning of materials covered in the
class. Since the subjects were beginners of Chinese, they just finished learning pinyin by
the end of the 4™ week. Task 2 offers them an opportunity to become familiar with the SL
Chinese Island by getting to know where each place is located, and learning how to say
the place names correctly in Chinese. In doing the task, students reviewed pinyin and
used it for a real function. In order to assist students with this task, an audio file was
made and posted online in advance, which contains the reading of all the place names
recorded by a teaching assistant. To utilize the road signs and places names written in
Chinese characters as well as in pinyin, we had students look for, and identify the radicals
that they had learned in the classroom by doing Task 3 after they were introduced
radicals around the 6™ week. With characters associated with pinyin and English
presented in the visual landscapes on the Island, all these adding authenticity and
meaningfulness, the learning of Chinese radicals and characters became a less daunting
task. After students learned the topics of Greeting, and Family, we encouraged them to
learn the lessons offered by the SL Chinese School by doing Task 4. For this task,
students were guided to explore different ways of introducing oneself, and greeting each
other. Tasks 5, 6 and 7 all required paired work. Task 5 expected students to learn extra
vocabulary related to furniture and objects in an apartment, and to learn to ask the
questions Zhesh ishéme “What is this?” Nash ishéme “What is that?”” and answer the
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questions. For Task 6, students must first of all watch a PPT slide available on the site,
which is an itinerary of travelling in China. After watching the PPT slide, students were
required to talk about which city they wanted to see if they were offered an opportunity to
visit China, and provided a reason. Students were instructed to do some research, in
advance, on the places of historical interests in China, and include the sentence pattern
such as “W¢ xihuan... yinwéi” in their conversation. Task 7 concerns hobbies, which the
majority of students were interested in talking about. Task 8 is a group activity, which
required everyone in the class to go to Mr. Li’s to have a party. This task was scheduled
at the last-day of class, when students had finished the chapter Visiting Friends, and had
obtained a good grasp of basic structures and vocabulary to carry a simple conversation.

Table 2: Requirements of Task 5
Now that we finish Chapter 1 Family, teleport to Lianhua Apartment Building of
Second Life Chinese School with your partner, and do the following:

Visit each of rooms in the building, i.e., R101, R102, R201, R202, R301, R302
Learn the new words for things/objects inside the rooms by clicking each of them
Learn to say the wh- question, Zh&Nash ishéme? (What is this? What is that?)
Learn to answer the questions by using each of the new words just learned
Submit your dialogue via email

® o0 oW

Figure 1: Bedroom and Kitchen in an Apartment

For a better understanding of how tasks work, take a look at the requirements of
Task 5 in Table 2. For this task, students were required to visit, in pairs, the apartment in
Lianhua Apartment Building. While in the room, students must first learn the new
vocabulary about each of the objects that they saw in the rooms, and then learn how to
ask and answer questions using Zhesh ishéme “What is this? Nash ishéme “What is
that?” What is nice about this virtual apartment is that not only does it consist of different
rooms, such as the living room, bedroom, and the kitchen, each room is furnished with
furniture or objects that one would usually see in a real-world apartment. Furthermore,
each piece of furniture or object has pinyin, and character embedded behind the scene,
which will pop up after being clicked. For instance, after clicking the pot on the oven in
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the kitchen, as shown in Figure 1, one will see guo #% showing up. When the cupboard
above the counter is clicked, the door will open, and ydn #, ydu J# will show up if they

are clicked respectively. This kind of interactive way of presenting the vocabulary helps
students to learn and memorize new words.

Figures 2 and 3 show the two screen shots of Task 8 when it was in progress. In
Figure 2, the instructor, as a hostess, stands at the door, greeting each student when s/he
enters Mr. Li’s home. Figure 3 shows the scene of students at the party in the living room.

Figure 3: In the Living Room of Mr. Li’s

Task 8 was completed in Language Resource Center, where each computer was
fully powered, so that during the process of the task, students would not run into the
potential problem of losing batteries. Another advantage of using the Language Resource
Center was that each workstation was equipped with a headset, so that students could talk
to one another with a good quality voice.
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As instructed, all the tasks had to be completed outside of class. Each task was
posted on Blackboard, a course management application, in due time. A reminder of the
assignment was also sent to students via email reminding them to do the task. Depending
on the nature of task, students must perform Tasks 1, 3, 4, 6 alone; they must complete
Task 2 with the teaching assistant; they must finish Tasks 5, 6, 7 in pairs; they must
participate in Task 8 with the whole class. There were two ways for the instructor to
check students’ assignment. One was through a follow-up in class, asking students
questions about the task. The other was to have students submit their work via email.
Thanks to the built-in function available in SL, students, after chatting, can easily copy
and paste the record of their dialogue, located in the ‘history’ window of the local chat
box, and email it to the instructor. Students must submit their dialogue for the tasks
involving a partner, for which they received comments or corrections.

3.3 Learner attitudes and performance

As mentioned above, except for one, all other students who were involved in this
study belonged to the Net Generation. Although only a very few of them had heard about
the SL program, this group appeared very excited on the first day when they were
informed of the project. Some students picked up navigation skills right away in the
tutorial class; some were able to modify their avatar’s appearance so as to look great.
Figure 4 shows the work from a pair of students for Task 5, asking and answering
questions about the objects and furniture in both living room and the kitchen.

Profilem

Vieck Spires: Na shi shénme?
L nx: Na shi dian shi ji.

1 Jinx: Na shi shénme?
Vleck Spires: Na shi chaji
Vleck Spires: Zhé shi shénme?

1x: Zhe shi yi zi

el Jinx: Zhé shi shénme?
Vieck Spires: Zhe shi shd zhud
Vleck Spires: Na shi shénme?
bel Jinx: Na shi dianhua.
bel Jinx: Zhé shi shénme?
Vleck Spires: Zhé shiDVD ji
Vieck Spires: Na shi shénme?
bel Jinx: Na shi hua.

el Jinx: Zhé shi shénme?
Vleck Spires: Zhé shi dami
Vleck Spires: Zhé shi shénme?
bei Jinx: Zhe shi chu gui.
bel Jinx: Na shi shénme?
Vleck Spires: Na shi tanggud

Figure 4: Student Work for Task 5
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However, to our surprise, as the time passed by, some students gradually became
late in doing the assigned tasks as required, and some even did not bother to try. An
examination of the students’ general performance on tasks, as shown in Table 3, indicates
that only 7 out of 26 students completed all the tasks properly, for which they received
full credit, i.e., 16 points. 15 students did the tasks ok, but left some tasks incomplete,
thus, receiving 12 to 14 points. 4 students did only a few tasks.

Table 3: General Performance of Tasks

No. of Students No. of Students No. of Students
perform very well perform OK did not perform well
7 (27%) 15 (58%) 4 (15%)

Given that this group, except for one student, was a part of Net Generation, why
did only one third of them perform well with the technology-related tasks? Why did some
students not complete the tasks as expected? Was that because of difficulty with the
language or was that because of problems with their computer? Was the failure of
completing the tasks an indication of a lack of capability, or a lack of learning motivation?
Furthermore, what was students’ learning experience? Did they learn? In order to find out
what students thought about the project, the author administered a questionnaire at the
end of the project.

Here the discussion will focus on the two particular questions in the questionnaire:
(i) What do you think of the Second Life tasks developed for this semester? (ii) Do you
want me to continue to integrate Second Life in the teaching/learning of Chinese in
Spring 2010? The feedback from the students was mixed regarding the first question. On
the one hand, some students expressed a positive experience about the virtual learning.
For example, one student wrote, “it helps learn, and it’s fun”. One said, “it was a fun
interactive way to learn Chinese”. Another student said, the tasks “allowed me to talk to
others in the class and I get to know them”. These students enthusiastically suggested
continuing the tasks in the following semester when answering the second question. For
example, some even provided such suggestion as designing tasks that have “more
interactions and tasks with incentives to encourage students to go on to Second Life”, or
having students “do some of the gamed tasks, like find a girlfriend”. On the other hand,
there were less encouraging comments from students. For instance, I “couldn’t get
navigation around the Island, -- couldn’t always find the location”, or “couldn’t find a
partner”, or “I felt that technical difficulties were much”, or “my computer didn’t work
properly”, or “I got too frustrated and confused on technology rather than Chinese”. Not
surprisingly, this last comment was from the student who was not part of Net Generation,
and who did not perform any other learning tasks except for the first and the last one. It is
obvious that this student did not feel comfortable with the technology. Those students
who commented negatively suggested not continuing the project, because (i) they did not
have time to do assignments; (ii) they could not find a partner to work with. Out of these
negative comments, the complaint about the difficulty of using the computer technology
in SL, which had prevented them from completing tasks, was beyond our expectation.
However, this finding is along the lines of the observation made by Kuriscak and Luke
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(2009, p. 193). That is, the Net Generation students may be strong with playing special
technology, i.e., the technology that is involved in the programs especially designed for
generating funs, but they are less experienced or motivated with utilizing technology for
learning. While the SL technology has been shown to be effective for beginners of
Spanish, as observed by Clark (2009), the current study suggests that the technology
seemed to discourage some of our students from trying it enthusiastically.

4. Discussion and Conclusion

With respect to the three questions that we raised above, here are some tentative
answers. In terms of whether it is feasible and plausible to integrate SL in Chinese
language instruction, the answer is obviously YES. While the learning experience with
SL is mixed, there are some observations on the benefits of using the SL from the
teaching perspective. First, SL offers an opportunity for students to interact with each
other easily. This kind of interaction in SL will make the learning a co-constructive and
enjoyable social experience if the instructor can develop a workable strategy to help
students find their partners. For today’s students who are busy with working as well as
studying, the SL platform offers them a convenient and comfortable place to meet and
practice the language if the tasks designed can assist them with learning and progressing.
Secondly, explorations of cultural aspects such as objects, buildings, landscapes, places
of interest, etc. in the virtual world make visitation of the country possible without
costing anything. Here, again, tasks are crucial in the sense that they must be interesting
enough to attract students to explore the authentic contexts on their own, and engaging
sufficiently to sustain their motivation for repeated exploration. Thirdly, SL presents
creative ways for students to learn the language meaningfully in a context. With
contextualized interactions and meaningful communications, language learning is no
longer merely repetition, and recitation, which are usually boring, and less effective (e.g.,
Lee and VanPatten, 2003). It is no doubt that SL plays a significant role in connecting
students for social and experiential learning.

In regards to the question to what extent SL supports the learning of Chinese,
further empirical research is required. Possible directions would be to conduct an
experimental study, which should examine and compare the learning of Chinese in two
different conditions: one is the regular teaching without the use of SL; the other is the
teaching plus the support from the SL. Only when the quantitative data on the effect of
the learning is obtained can a substantial conclusion be made. However, caution must be
exercised to avoid a hasty conclusion or overgeneralization. Sometimes just one
empirical research may not be sufficient enough to offer a conclusion about the effects of
technology-supported language teaching. In the study of the second language acquisition
of Spanish pragmatics, as the data obtained did not support any significant progress from
pre- to posttest, Sykes (2009) suggested some further considerations for future studies in
design, implementation and research.

In terms of the question whether students welcome the use of SL in their learning
of Chinese, responses and reactions varied. We speculate that many unknown factors
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could be at work in that regard. Maybe the tasks are time-consuming, therefore many
students could not afford time to do. It was possible that the technology involved in SL
was a bit complicated so that students had to give up. Another possibility is that the
percentage of the overall marks for the SL project is a bit too low so students felt that
their efforts were not worthwhile, or they were not motivated enough to explore on their
own. There might be some other reasons involved. Thus, it would be informative and
helpful, for future study, to require students to write up journals recording their
frustration and excitement with the virtual learning. In exploring the use of SL in Chinese
language instruction, instructors need to be aware of students’ thoughts and reflections. In
the case of those students who did not perform certain tasks as assigned, it would be
necessary for the instructor to find out immediately why students failed to do the work,
and address the issue right away. If it involves the language, the instructor should go over
the difficult points again and make them clear to students. If it is a technology-related
problem, the instructor should help by arranging a better support service. If it is related to
the lack of time or the lack of partners, the instructor should work with students to
resolve the issue. Using the virtual world to support the teaching of Chinese is much like
having students perform task-based learning. In order to achieve effective outcomes, the
instructor should play multiple roles: a teacher, an architect, a chairperson, a resource
person, or a facilitator (e.g., Willis, 1996; Lee and Vanpatten, 2003). As pointed out by
Clark (2009, p. 168), “If students are living and working within the Second Life
community, they are discovering knowledge on their own. Our role as teacher will
change from being authority figures and knowledge-keepers to being guides”.

For the teachers who are interested in including SL into their Chinese teaching
program, here are three important suggestions. First, increase the weighting of marks for
the SL project so as to raise students’ awareness of the significance of performing the
tasks in the virtual world. The current study shows a small number of students who
completed all the tasks satisfactorily, while many others left some tasks incomplete. Such
a result could be derived from the possibility that the students did not have much
incentive to make their best efforts for a time-consuming, challenging, but lower-
weighted project.

Second, in addition to arranging learners to practice with their own peers, try to
recruit native speakers to participate in the project so that learners could access the
expertise of native Chinese speakers. College students in China or Chinese students
studying in the same American university would serve as best partners, as they are in the
same generation group as the learners, thus showing the same interests to communicate
with each others. The earlier and richer exposure to the native language that students
receive, the better learning outcomes they achieve.

From the current study, we find that more research is required with respect to the
designing of tasks that can serve “curricular goals and instructional models”. While SL is
a powerful tool, tasks or activities form the crucial part of the pedagogy. That means the
instructor needs to develop pedagogically-sound tasks to motivate learners to learn. With
so many resources available on SL islands, instructors must identify and select right
materials, and use them to create engaging activities. To that end, instructors must take

Journal of Technology and Chinese Language Teaching, 1(1), 14-30. ISSN: 1949-260X 26



Dongdong Chen Enhancing the learning of Chinese with Second Life

into account learner backgrounds, pedagogical issues, and teaching goals. The purpose of
utilizing SL is to enrich and extend real-world classroom teaching and learning. As
remarked by Oxford & Oxford (2009, p. 2), “successful integration of technology into the
classroom in a pedagogically sound manner involves more than simply introducing a
software program or other innovation to the students in a classroom. Technology
integration must be thoughtfully planned out based on curricular goals and instructional
models”. Our study highly suggests that more planning is required before such a project
is undertaken. For example, to run a successful group activity on the SL platform like
“Let’s have a party at Mr. Li’s”, we suggest the following. (i) Try to meet students in a
bigger space. If that is not possible, break the class in small groups so that each time the
instructor is with a small group instead of the whole class. This way, the interaction
between the instructor and students is easier and more effective. (ii) Give clear directions
to students as to what to do and what not to do while the instructor is having a dialogue
with one student or there is a conversation between two students. Just like the natural
conversation taking place among a group of people in the real world, everyone should
follow a rule in terms of who at what time takes a turn to speak. Maybe the instructor can
run a Round-Robin activity by asking one question and having each student respond. This
practice is even more important in the virtual world; otherwise, it will be too noisy with
many persons speaking at the same time. (iii) Prepare some activities in advance and
assign the activities to those students who are waiting to have a dialogue or who have
done a dialogue with other students. (iv) Make sure that everyone including the instructor
test out the built-in microphone so that when doing a group activity, the equipment works
properly. There is a button beneath TALK on the SL viewer, which can be clicked to
enable the avatar to speak hands free. This feature is very useful for the instructor who
has to use hands to navigate in order to interact with students. Unfortunately we did not
know the availability of that function until the task was completed.

To conclude, this study has shown an integration of SL in the one-semester
university beginning Chinese course. It is found that some students enjoyed the virtual
learning, while others were discouraged for various reasons. However, the author
observed some benefits of the SL-supported teaching, and intends to conduct further
research to explore its effectiveness along the lines of the suggestions recommended. As
an emerging tool, SL has much to offer the field of Chinese language instruction, and
learns of Chinese. For its best practice, focus should be on developing tasks that aim to
enhance students’ learning.
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Abstract: Second Life (SL), a 3-D Multi-User Virtual Environment, has
been found beneficial to foreign language education because of its
immersive and interactive environments. This cross-continental study
explored feasibilities of using Second Life to provide field experiences to
pre-service Mandarin teachers in a program of Teaching Chinese as a
Foreign Language in Taiwan. This study also investigated pre-service
teachers’ insights of teaching Chinese in such a virtual environment, as
well as the difficulties these teachers encountered when integrating
Second Life in teaching Chinese. The study found that the more teaching
experience the pre-service teachers gained in teaching Chinese in Second
Life, the more positive an attitude they would develop toward adopting
Second Life in teaching Chinese virtually, and in contrast, the less
frustrations they would have for technical challenges when teaching in
Second Life.
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1. Introduction

Virtual reality (VR) is a combination of technologies which allow multiple users
to interact with each other in a computer-simulated environment that can be a replica of
the real world or an imaginary cyber world. Seventy-five virtual worlds existed in the
Internet (Johnson, 2008, cited in Gregory & Tynan, 2009), for example, Second Life,
World of Warcraft, the Sims 3, IMVU, and Active Workds, etc.. Since VR was adopted
into education in West Danton High School in England in 1991, researchers and
educators have investigated applications of VR technology from its potentials for general
education to its integration to specific subject areas. Researchers found that, compared
with traditional two-dimension interactive web tools, such as Skype, Google Doc, digital
Whiteboards, and Google Wave, the three-dimension VR promotes more authentic and
physical interactions, immersion, students' awareness of the target culture, knowledge
construction, and learning (O’Brien & Levy, 2008; Von et al.,2001).

One of the emerging VR drawing increased attention is a 3-D virtual world—
Second Life. Second Life was developed and launched in 2003 in the California-based
Linden Research Lab (http://lindenlab.com). In this virtual world, replica of any objects
in the real world can be built and operated by so-called “residents” or the users, through
their own digital representatives—avatars. The avatars can fly, move, and walk, and
quickly relocate on different islands, which are rich in graphic illustrations by using
teleport functions. In addition, the avatars can communicate with other avatars by text or
voice chat (Hislope, 2008; Schiller, 2009; Theodore, 2009). Because of these immersive,
interactive, physical and graphic capabilities of Second Life, it has grown explosively to
become the second best thing to a face-to-face meeting. Up to 2009, Second Life had
21,332 islands from over a 100 countries (Schiller, 2009). Back to 2007, Garner Inc.
predicted that by the end of 2011, 80 percent of active Internet users will have an avatar
in any of the virtual worlds, which indicates the era of virtual reality is upon us.

Because of Second Life capabilities for communication and interaction, as well as
its affordance of immersive simulations, many companies and organizations have
purchased and created their own virtual space, called islands in Second Life for various
purposes including business, educational use, political use, and special group use. Many
organizations have chosen Second Life to provide professional training, especially
training that can be dangerous or simply impossible to do in the real world.

For example, some key IT companies including Cisco, Dell, and Samsung have
built their learning and training virtual spaces in Second Life. In 2008, IBM’s Academy
of Technology held a Virtual World Conference and an annual meeting drawing over 200
participants. The virtual world training and conferences have proven to be a cost effective
model. Children’s Memorial Hospital in Chicago, Illinois has replicated its facilities to
successfully provide disaster drills to train doctors, nurses, and other related staff for
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emergence response planning. Because Second Life can engage learners in simulated
experiential activities, “Second Life is the next realm of delivery for training”
(http://www.secondlife.com).

Second Life also provides an arena for educators to seek innovative ways to
provide engaging and constructive learning in virtual environments. Since Linden Lab
released “Campus: Second Life” in 2004, more and more educational institutions have
built their virtual campuses for teaching, learning, training, or advertising purposes. For
educational use, USA Today reported that more than 300 universities have utilized
Second Life as an educational tool, with some for distance education courses, and some
for use by professors to supplement existing face-to- face courses (Sussman, 2007). A
report in 2008 (Lester, 2008, cited in Gregory & Tynan, 2009) claimed there are
approximately 1,000 educational institutions using Second Life in different ways to serve
different needs. Such innovation can be easily found from literature and Second Life
websites: Harvard law school and Harvard Extension School’s Cyber One: Law on the
Court of Public Opinion (Schiller, 2009), Ohio University’s Nutrition Games, Healthinfo
Island and VNEC (Virtal Neurological Education Centre) developed by University of
Plymouth, UK (Boulos, et al., 2007), Second China from University of Florida, 3D
Collaborative Learning owned by Graz University of Technology, Austria (Chang, et al.,
2009). Many of the universities have their own Second Life virtual campuses such as
Harvard, Princeton, Drexel, Ball State, Stanford, Ohio, and Bowling Green (Descy, 2008;
Schiller, 2009). University of Central Florida has received a National Science Foundation
grant to teach science and physics in Second Life (Cart & Elseth, 2009).

When adopting Second Life for education, pedagogical possibilities for extending
traditional classroom activities and learning become enormous. Applications of Second
Life in the classroom are as innovative as the virtual technology itself. Conklin (2007)
suggested 101 uses for Second Life in the college classroom to encourage learning in a
more collaborative and social way. The VR technology has proven to be a useful
educational tool by studies over the decades in terms of promoted interactions, resources
sharing, increased motivation, a sense of realism, the student-centered nature of
interactions, identification with a target culture and reduction in anxiety levels (Billings,
2009; Bricken, et al., 1992; O’Brien & Levy, 2008; Shim, 2003).

However, among various applications of Second Life in education, conducting
teacher training in this engaging virtual space is still a new territory that has not yet been
thoroughly investigated. Foreign language teacher training, especially Mandarin Chinese
language teacher training, in Second Life is even more sparse. Web technology has
opened new horizons for teaching Chinese using computers and the Internet (YYao, 2009).
Understanding how to use emerging technology to enhance teaching and learning in
Chinese becomes essential in order to engage 21st century learners who are digital
natives (Bennett, Maton, & kervin, 2008). This pilot study pioneered a Mandarin Chinese
teacher training model which utilized Second Life as a platform allowing teacher
education students in Taiwan to gain field experiences teaching Chinese to American
students and to understand how to integrate emerging technology in teaching Mandarin as
a foreign language. Based on surveys and an open-ended question (see Appendix), this
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study investigated perceptions of pre-service teachers in a Teaching Chinese as a Foreign
Language Program in Taiwan regarding using Second Life as a learning and teaching
platform. This study adds to the understanding of benefits and drawbacks of using
Second Life in teaching and learning Mandarin Chinese, and it also provides practical
suggestions for integrating Second Life into a Mandarin Chinese teacher training
program.

2. Related Studies
2.1 Teacher Training and Field Experiences

Tsui (2003) stated that teacher’ knowledge is embedded in and developed through
their reflective and personal daily practices. Teachers’ knowledge includes five
categories: knowledge of subject matter (subject disciplines and learning theories),
curriculum (the structuring of learning), instruction (classroom routines and student
needs), self (individual’s characteristics), and knowledge of the milieu of schooling (the
social structure of school). When discussing the relationship of these five categories of
knowledge, Tsui stressed the dynamic features of the relationships: “teacher’ knowledge
shapes practices, but it is also shaped by the practices” (Tsui, 2003, p.46). Therefore,
educators of Chinese teacher education argue that Chinese teacher training should include
content knowledge, curriculum and instruction, and practical training (Chien, 2008).

Tsui (2003) also pointed out that the nature of teacher knowledge is situated in the
specific context in which teachers operate. Teacher’s knowledge can contextually
develop as they respond to the specific context of the school and classroom setting in
which they interact with students. Thus, providing pre-service teachers authentic teaching
contexts to gain some field experiences is critical to developing teacher knowledge.
Through field experiences, pre-service teachers can obtain first-hand experience through
one-to-one encounters in classrooms, so that they may develop good teaching practices.
For this reason, field experiences are frequently an integral part of courses in teacher
education (Grable, Kiekel, & Hunt, 2010).

2.2 Teacher Education in Second Life

Despite the explosive use of Second Life in many aspects of life, the body of
knowledge related to teacher education in the virtual world is very sparse. Two studies
that addressed this topic applied a comparative approach to explore pre-service teachers’
beliefs and field experiences that they developed in both the physical and virtual
classrooms. Gregory and Masters (2010), in their pilot study exploring learning of
different kinds of thinking skills (known as Six Thinking Hats), found that some students
preferred the traditional face-to-face lesson; others could see the benefits of using a
virtual world in the right circumstances. The researchers compared prospective teachers’
beliefs and experiences regarding their learning and engagement in a virtual environment
and those in a face-to-face situation. This comparison yielded a positive correlation to
perceptions of using virtual world as a teaching and learning tool. This study suggested
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that Second Life is a feasible environment for teacher training and real life activities can
be duplicated or improvised in the virtual environment.

A strong argument for the need and possibility to conduct teacher training in the
virtual world was presented by a group of researchers (Grable, et al., 2010). These
researchers asserted that since doctors, pilots, and military staff can be trained virtually,
teachers could also be trained through digital field placements. This assertion was aimed
to solve a problem in the researchers’ online teacher training degree program: the online
program could not offer field experience courses. To solve this problem, the researchers
(Grable et al., 2010) implemented distance learning technologies to their online
secondary education teacher training courses. The technologies such as compressed
interactive videos and a videoconferencing software that incorporates an interactive
whiteboard and communication tools allowed pre-service teachers in secondary math,
physics, business and Spanish to complete their field experiences in the virtual classroom.
Four pre-service teachers’ field experiences in a traditional thirty-hour field observation
are compared to their virtual field experiences. The researchers compared the two types
of field experiences in three domains: planning, classroom management, and instruction.
Their study found that the students majoring in physics, business, and math showed a
mixed attitude in the three domains no matter where their field experiences were gained.
However, the students majoring in Spanish showed a more positive attitude in all three
domains in their virtual field experiences than those in the traditional settings. These
results suggested that the virtual environment was feasible for prospective Spanish
teachers to obtain valuable field experiences.

A current study (Mahon, Bryant, Brown, & Kim, 2010) looked into a specific
aspect of teacher training—using Second Life to enhance classroom management practice.
The researchers created their management simulators of 30 middle school students, and
used artificial intelligence methods to infuse the simulation with random student behavior
that would arise in a real classroom. In this mixed method study, the researchers found
that participating students perceived the simulation to be a useful learning experience
because Second Life provided a creative and intriguing approach to studying classroom
management skills. The real-like classroom setting and behavior simulators put pre-
service teachers in the situation where they had to make culturally and linguistically
appropriate responses to address those behaviors. A shared opinion observed from the
above three studies indicated that, regardless of technical challenges, Second Life is
promising a “non-judgmental, risk-free environment” (Gregory &Masters, 2010, p. 2) for
pre-service teachers to practice their teaching skills.

2.3 Demand for Mandarin Teacher Training in Second Life
2.3.1 Positive Foreign Language Learning Experiences in Second Life

Before Second Life was launched, foreign language educators had applied other
types of game-based virtual reality technologies to foreign language education for

decades. Researchers agreed that VR can enhance foreign language learning (Salies, 2002;
Schwienhorst, 2002; Von der Emde, et al. 2001). Von et al. (2001) identified pedagogical
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benefits of using VR in foreign language learning in five aspects: (1) authentic
communication and content, (2) autonomous learning and peer teaching in a student-
centered classroom, (3) individual learning, (4) importance of experimentation and play,
and (5) students as researchers.

Different from the game-based VR, Second Life is a multi-user-created cyber
environment where people around the world carry out social interactions for certain
purposes such as commerce, business, and education. This emerging 3-D virtual world
allows immersive and interactive real-life communications with people around the world,
thus bringing great benefits to foreign language education. Second Life has added new
dimensions to second language study (Sweley, 2008).

Through visiting foreign islands, real communication with native speakers of
target languages becomes highly possible and feasible for the foreign language learners
(Swelley, 2008). Additionally, exchanging different cultures becomes attainable in
Second Life (Hislope et al., 2008; Thompson & Garetty, 2009). For these reasons, an
increasing number of language educators start to view Second Life as a tool for
supplementing foreign language classes.

Some empirical studies have tested the effectiveness of teaching foreign
languages in Second Life. Hislope, et al. (2008) reported the perceived benefits and
drawbacks of using Second Life in her intermediate Spanish course in Spring 2008 as a
way to promote more out-of-class contact with native Spanish speakers. Results of a
survey with 20 open-ended questions administered tol5 students showed both positive
and negative experiences with learning Spanish in Second Life. Students liked interactive,
creative, and gaming-like aspects of Second Life. The reported negative experiences with
Second Life focused heavily on technical issues and the high learning curve of navigating
in Second Life. Regardless of challenges, 13 of 15 students reported that Second Life
could help them improve their comprehension of Spanish.

Wang et al. (2009) conducted an international cooperative study to investigate
students’ technology readiness for and their perception of using Second Life as a
language learning platform, as well as students’ perceptions of integrating Second Life
into a Teaching English as a Foreign Language (EFL) program. Sixty one EFL learners
in China met weekly with American partners to complete assigned learning tasks. This
evaluation research showed that EFL learners positively perceived Second Life as a
language learning tool, and they perceived the EFL program in Second Life to be
interesting and successful.

Garcia-Carbonell et al. (2001) stated that in traditional classrooms, language
teachers normally control the students’ conversation frequency, topics and responding
time; therefore, language input to promote communicative competency seemed very
limited. Simulation and gaming, however, seem to provide a nice solution to the problem
that lacks language exposure outside of the classroom.
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2.3.2 Demand for Teaching in the Virtual Environment

One significant impact of advanced technologies on 21% century education is the
increasing demand for teaching via alternative and innovative methods. Learners in the
21°% century are digital natives (Bennett, et al., 2008), therefore teaching in the virtual
environment via internet teleconferencing and other types of learning management
system is one effective way to engage students. With the needs for qualified teachers, it is
important that teacher candidates be exposed to alternative delivery methods to learn a
different set of skills for future career opportunities. The effective use of technology in
the classroom depends on teachers being familiar with the technological options that are
available and suitable to particular learning goals. Therefore, it is necessary for teachers
to develop some experiences with the technology by stepping into any classroom, virtual
or traditional (Grable, et al., 2010).

The best situation for learning teaching skills is through teaching in the real
classroom (Tsui, 2003). However, Chinese teacher training programs in Taiwan have
faced a challenge for not being able to provide enough opportunities and environments
for pre-service teachers to teach Chinese as a foreign language to non-native Chinese
speakers. As a solution to this practical problem, Second Life is found to be feasible for
pre-service Mandarin teachers to practice teaching to non-native Chinese speakers in a
one-to-one format (Cheng, Zhan & Chen 2010).

2.4 Second Life Capabilities for Language Teacher Training.

Second Life allows almost unlimited imagination and imitations of reality. This
affordance of Second Life technology makes it feasible to conduct teacher training in this
virtual world. Specifically, Second Life offers a very immersive and interactive
instructional context, along with various means for instructional design, communication,
and teaching observation and reflection. All of these components in Second Life
contribute to the effectiveness of language teacher training.

2.4.1 Instructional Context

Second Life users can build almost anything their skills allow and interact with
objects and other residents from all over the world within the environment (Carter &
Elseth, 2009). Depending on the learning objectives, Second Life classrooms can be built
to illustrate an instructional context where specific language learning topics are presented
by rich graphics and colorful objects to satisfy learners with different learning styles. The
virtual avatar presence of teachers and students adds a real feeling of being in a class. In
addition, avatars can fly, move, and walk as well as teleport to relocate at an instructional
context in different islands within the environment. It can provide a friendly, appealing,
and contextually relevant space for native speakers of a target language to interact with
learners (Wang, et al., 2010).
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2.4.2 Means for Instructional Design

Because Second Life is a user-generated virtual world with built-in tools for
constructing and scripting, language teachers can create an immersive and interactive
learning environment by using different instructional design strategies. Many
instructional strategies commonly used in the traditional classroom are also available in
Second Life. For example, depending on the needs for instructional activities, animations,
audio or video clips, PowerPoint Presentation, note cards containing any information,
words or phrases can be developed outside and easily be uploaded to Second Life. These
materials can be attached to any object in Second life and retrieved with a simple mouse
click. The micro-worlds allow users to interact with others and build objects within the
environment, thus adding to the interactive nature of the world (Carter & Elseth, 2009).

2.4.3 Means for Communication

Communication in Second Life takes place via two avenues: text-based chat (can
be asynchronous or synchronous) and live voice chat. The communication can be
conducted individually or in a group format. Users can communicate verbally in real time,
which adds another layer of authenticity to the text-based interaction. In addition to
communications through text messages and audio conversations, avatars can also
communicate with simple non-verbal gestures (e.g., waving, thumbs-up). These forms of
communication allow language teacher to create an engaging and interactive learning
environment that helps language learners practice speaking a target language, such as
Mandarin Chinese, that many CFL learners have a very limited opportunity to hear, use,
and practice in the real world.

2.4.4 Means for Observation and Reflection.

Second Life also offers capabilities to record events taking place within the
environment. This allows teacher training programs to capture screen shots and to record
entire lesson in Second Life. Teacher trainers and pre-service teachers can later review
and reflect on their personal performances and interactions with others by watching their
own recorded video clips in Second Life (Cheng, Zhan, & Chen, 2010).

2.5 Statement of Problem and Research Questions

Based on a review of the literature, researchers believe that virtual reality can be a
very useful environment for Mandarin pre-service teachers to obtain some field
experience and to learn special skills for teaching in the virtual environment. These
special skills may be translated to teaching in not only other types of virtual environments
but also in the classrooms. Yet, data-based research to support this belief is very limited.
Three sets of questions triggered the researchers to conduct this collaborative study
between two institutions, one in Taiwan and the other in the United States, with technical
support from Institute for Information Industry (I11), a non-profit information technology
association in Taiwan. This pilot study pioneered conducting a Mandarin Chinese teacher
training in the virtual world. In this study, a special virtual space the Virtual Living Lab
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(the VLL) was built in Second Life by Ill, and the VLL is used as an instructional
environment in which pre-service teachers design, develop, and deliver learning tasks
tailored to learners of Chinese in the U.S. The research questions are:

1. How do Mandarin pre-service teachers perceive the Second Life as reflected in the
Virtual Living Lab after training? Is there any difference of perceptions between their
1st time and 2nd time teaching?

2. How do Mandarin pre-service teachers perceive teaching Mandarin in a virtual
environment? Do their perceptions change between 1st time and 2nd time teaching
experiences?

3. What difficulties do Mandarin pre-service teachers encounter when teaching in the
Virtual Living Lab?

The purpose of paper is to report results of the pilot study of integrating Second
Life into a teacher training program. Based on surveys of objective items supplemented
with one open-ended question, this study investigated how pre-service teachers of
Mandarin Chinese in Taiwan perceived Second Life as a teaching platform. This study
adds to the understanding of benefits and drawbacks of using Second Life in teaching and
learning Mandarin Chinese, and it also provides practical suggestions for integrating
Second Life into Mandarin Chinese curriculum.

3. Theoretical Framework

Researchers of the study believed that creating social and authentic interactions
could enhance language production, promote communication and assist language
acquisition in foreign language settings. Therefore, Communicative Language Teaching
(CLT) and constructivism are adopted as the main theoretical frameworks of this study.

Communicative Language Teaching approach in a foreign language classroom
enables students to communicate in the target language, and to actively negotiate
meaning (Gass & Selinker 2008; Larsen-Freeman, 2000). One tenet of CLT approach
requires a maximum use of target language in language teaching, thus bringing the
following benefits to foreign language classrooms: (a) the more the students are exposed
to the target language, the more they learn, (b) students’ motivation is increased, and (c)
higher exposure to the target language positively associated with student language
proficiency (Turnbull, 2001). Second Life can provide such a high exposure to language
learners who may not have access to native speakers of the target language in real life.

Constructivists believe that learning occurs through interactions in the learning
environment rather than messages transmission from the instructors. It is through
interaction that people construct meaningful knowledge (Mcdonough, 2001). Jonassen et
al. (1995) pointed out that constructive environments involved four attributes: context,
construction, collaboration and conversation. These four attributes, which also are key
elements in Second Life, are interwoven in a learning process. Constructivism has been
widely adopted to support Computer Assisted Language Learning (CALL). Some
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examples included using e-mail, websites, and videoconferencing as venues to help
learners to construct knowledge via interaction in the cyber space (Mcdonough, 2001).
Beyond the functions of these tools for knowledge construction in the virtual world,
Second Life allows learners to be “physically” situated in the virtual context where they
can construct their linguistic and cultural knowledge through the authentic interaction
with native speakers of the target language. As Rieber (1992) pointed out, visually based
virtual environments are an extension of constructivist learning theories, and the virtual
world is an immediate application of the infusion of constructivism into instructional
design.

4. Method
4.1 Research Context — the Virtual Living Lab (VLL)!

The primary Second Life island/region for this study, the Virtual Living Lab, was
an on-going construction island designed for Mandarin Language learning built by a non-
profit association in Taiwan, Institute for Information Industry. The target users of the
VLL were Mandarin learners in the United States. According to Institute for Information
Industry (2010), the mission of this 3D virtual learning environment is to build up a
culture-enhanced Mandarin language environment to best simulate real-life learning
experiences. The islands, scenes, as well as specific objects in the Living Lab were built
around common topics including an airport, duty free shops, hotels, restaurants, a night-
time market, streets, and a subway station.
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Figure 3: Hotel Figure 4: Street and shops

L http://slurl.com/secondlife/Virtual%20Living%20Lab/119/186/21.
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Figure 5: Restaurants

Figure 6: Subway
4.2 Research Process

The literature suggested three essential elements contributing to the success of
teaching and learning in Second Life: teacher presence in the virtual activities, training on
Second Life skills, and the effectiveness of group activities (Wang et al., 2009; Wang &
Braman, 2009). Based on these three elements, the research process of this study was
divided into five stages as illustrated in Figure 7.
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Figure 7: The research design
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Preparation stage. During this stage, researchers first analyzed the Mandarin
learners’ language background and pre-service teachers’ teaching background, and then
decided the themes for Second Life activities. All the activities were integrated in the
existing curriculum for the teacher training class and the Mandarin Chinese class. Based
on the teaching and learning needs, the IT group built possible objects that could be used
as instructional tools. Since this cross-continental study involved three institutions
located in two time zones with al5-hour difference, establishing a carefully planned
schedule and matching the pre-service teachers in Taiwan and the Mandarin learners in
the States were also very important tasks that were completed in the preparation stage.

Second Life training stage. Hislope, (2008) and Wang and Braman, (2009) all
pointed out that in-class training on “getting around” in Second Life could reduce the
frustration of users. Therefore, the two researchers arranged some in-class, hands-on
activities to help pre-service teachers (6 hours total) and the Mandarin students (2 hours
total) familiarize themselves with the Second Life environment and functions, such as
registration, manipulating the avatar, teleporting to different locations, and chatting in
text and voice. Pre-service teachers were expected to be more familiar with these
functions because they were to direct the students to complete tasks in the virtual
Mandarin class.

Lesson planning stage. Based on the themes and context (such as shopping, hotel
reservations, food, and night-time market) in the Virtual Living Lab, the pre-service
teachers designed the lessons and created tasks for their matched Mandarin students. All
of the lessons matched the students’ language levels referring to their textbook,
Integrated Chinese Level 2 Part 1. Before teaching, the lesson plans were reviewed by
the professor in Taiwan. Then, the pre-service teacher modified their lessons and
delivered them in the VLL. Each of the lessons was taught twice to different Mandarin
learners in different weeks.

Technical testing stage. Before meeting with Mandarin learners in the Virtual
Living Lab, all of the pre-service teachers practiced teaching in the Living Lab to test
their uploaded instructional PowerPoint slides, functions of objects, and functions of
hardware, such as headsets, graphics display, and Internet connections. The technicians
from 111 provided immediate assistance when problems occurred.

Virtual teaching stage. The teaching in the virtual world in this study was
designed in a one-to-one format (one leading teacher and one student). Chung Yuan
University requires undergraduate students to take a minimum of 36 hours of tutoring in
order to satisfy the teaching training component in the program of study, so such training
format enhanced students’ professional knowledge of one-to-one tutoring. Researchers
believe that the teacher training model involved in providing field experience was a better
way to train pre-service teachers to prepare for authentic professional life. In the study,
the pre-service teachers were undergraduate students who did not have much teaching
experience, so their teaching skills were not matured enough to handle many of the
unexpected issues that can arise in class. To help the participating teachers reduce their
anxiety, the researchers grouped 5 to 6 pre-service teachers to teach one Mandarin learner.
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Such group work was designed to reduce teaching anxiety and increase teaching
effectiveness. Group members played different roles such as teachers, technicians or
other roles that were needed in scenarios and tasks. When teaching a session, some of the
members were teachers who took turns to provide instruction on vocabulary, grammar, or
tasks. Some members acted as technicians to videotape the whole teaching session.
Some members played specific roles needed in scenarios or tasks to assist learners in
accomplishing the task. Each group taught two sessions to different students in different
weeks. Each teaching session lasted about one hour. During the teaching hour, the class
was videotaped and observed by the two professors. Technicians from Il were also
virtually present to provide technical support.

4.3 Participants

The study was implemented as a cooperative project between Taiwan and the
United States. The target population of this study was a group of pre-service teachers in
Taiwan. To administrate this study, in Fall 2009, the 3"-year pre-service teachers from an
undergraduate Mandarin Teacher Training Program in a mid-size private university in
Taiwan were selected. Pre-service teachers who were junior standing or above were
preferred because many of them had a certain level of tutoring credit hours or some
teaching experience. Since group work could create more scenarios and reduce
‘technology anxiety’ for first time user of Second Life, the researchers grouped pre-
service teachers for this project. Thirteen Mandarin learners (intermediate level) from a
mid-size university in the United States were willing to participate in this international
project, and accordingly, the sixty five pre-service teachers were divided into 13 groups
(with 5-6 trainee teachers in one group) to match the 13 American students.

The research team consisted of one professor from the Teacher Training Program
in Taiwan, one Chinese professor teaching the 13 American students, and a few
technicians from a non-profit technology organization in Taiwan. The two professors also
participated in this study as trainers of pre-service Mandarin teachers.

4.4 Instruments

A two-part survey was designed to solicit information about pre-service teachers’
perceptions of the VLL as a teaching platform and their teaching experiences in using
such a platform to teach during project implementation. The survey was carried out after
each session of teaching Mandarin Chinese in the VLL. The survey included four
sections: (1) demographic information (1 item), (2) attitudes toward Virtual Living Lab (9
items), (3) readiness for teaching in a virtual environment (12 items), and (4) one open-
ended question. Demographic information only had one item asking for the name of the
pre-service teacher’s avatar, which was aimed to match two data sets from the survey
which was distributed after each teaching session. Sections (2) and (3) were five-level-
Likert- scale questions (strongly disagree=1, disagree=2, neural=3, agree=4, strongly
agree=5). Survey items 5 and 8 were negative statements, indicating a reverse five-level-
Likert-scale: “1= strongly agree” and “5=strongly disagree.” The open-ended question,
“Have you met any difficulties in terms of technical and instructional issues?” was to
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collect qualitative data soliciting any challenges and difficulties the pre-service teachers
encountered in their virtual teaching process. In order to investigate pre-service teacher’
attitudes and perceptions in-depth, the survey was given in Chinese, and then was
translated into English for the purpose of this paper.

4.5 Data Analysis

This study had a total of 65 participants who were in the Mandarin teacher
training program in a university in Taiwan. Thirty nine participants completed two sets of
survey. After data screening, these 39 participants were included in the data analysis. The
collected data was run through SPSS for both descriptive and statistical analysis. The
descriptive analysis looked into means, frequency and percentage of each item from
survey section (2) (the attitudes toward Second Life as reflected in the VLL) and section
(3) (readiness for teaching in a virtual environment). In order to investigate whether any
changes occurred in pre-service teachers’ perceptions of the VLL and their teaching
experience in such an environment, a paired-t test was employed to compare the means of
the teachers’ first and second teaching sessions. Qualitative data from survey section (4)
(the open-ended question) was analyzed by the two professors. During the analysis
process, emerging themes regarding the difficulties were formed and frequencies of types
of difficulties were counted (Punch, 2005).

4.6 Results

4.6.1 Results of Research Question # 1: How Do Mandarin Pre-service Teachers
Perceive the Second Life as reflected in Virtual Living Lab After Training? Is There
Any Difference in Perceptions Between Their 1st Time And 2nd Time Teaching?

Since this research group created the VLL, for instructional purposes, collecting
the insights of the pre-service teachers was seen as crucial for its future improvement.
The first research question in this study sought to fulfill this purpose. Table 1 presents
results of the descriptive analysis and significance levels of paired-t tests which indicate
changes in pre-service teacher’s perceptions of the VLL as a teaching environment and of
their experiences teaching in the Lab. The data showed that, when teaching the second
lesson, about 17.9% more of the pre-service teachers found that they enjoyed using their
avatar ( mean;=3.36, mean, =3.95, p<.05).

After the second session of authentic teaching, 26.5% more of the pre-service
teachers strongly believed that the VLL offered an interesting setting for language
communication (mean;=3.54, mean,=3.95, p<.05); 25.6% more of the teachers enjoyed
chatting with other avatars in the VLL(mean;=3.13, mean,=3.72, p<.05); 30.8% more of
the participating pre-service teachers thought working with the gestures and actions of
their avatars became easier (mean;=3.00, mean,=3.69, p<.05); about half of the pre-
service teachers (48.1%) believed that the VLL was good for Mandarin teaching and
learning (mean;=2.97,mean,=3.44, p<.05). However, after the second teaching session,
even though 7.8% more of the pre-service teachers believed that the VLL offered great
possibilities for teaching Mandarin Chinese, there was no significant difference in the
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participating teachers’ attitudes between the two teaching sessions (mean;=3.54,
mean,=3.85, p>.05).

Survey item 5 (I still cannot get use to the virtual environment) and item 8 (The
features in Virtual Living Lab seem to be hard for me to manipulate) were negative
statements. Regarding these two negative statements, after teaching the second lesson,
fewer pre-service teachers agreed to item 5 (15.4%) and item 8 (20.5%). Perceptions
reflected in the responses to items 5 (mean;=3.26, mean,=2.51, p<.05) and item 8
(mean;=3.28, mean,=3.00, p<.05) showed significant differences between the first and
second sessions of teaching. These results indicated that pre-service teachers gradually
overcame the difficulties and challenges as they gained more experience.

Table 1 Results of the Differences in the Attitudes to Second Life as Reflected in the
Virtual Living Lab

Items 1" Mean % 2" Mean % P value
1. Changing avatar’s appearance is very enjoyable. 3.36 56.4 3.95 74.3 0.00*
2. Working on the gestures and actions of my avatar is  3.00 384 3.69 69.2 0.00*
easy to me.
3. The virtual living lab offers an intenerating 3.54 56.5 3.95 82.1 0.01*
environment for language communication.
4. | enjoy chatting with other avatars in the virtual living 3.13 38.5 3.72 64.1 0.00*
lab.
5. I still cannot get use to the virtual environment. 3.26 48.7 251 154 0.00*
6. In terms of Mandarin learning, | believe virtual living 3.54 58.9 3.85 66.7 0.97
lab offers great possibilities.
7. Virtual living lab is good for Mandarin learning. 2.97 33.3 3.44 48.7 0.04*
8. The features in virtual living lab seem to be hard for 3.82 66.7 3.00 20.5 0.00*
me to manipulate.
9. Overall, | do enjoy time in this virtual living lab. 2.87 30.7 3.64 71.8 0.00
Mean 3.03 3.63

*significance p<.05

4.6.2 Results of Research Question #2: How do Mandarin Pre-service Teachers
Perceive Teaching Mandarin in a Virtual Reality? Do Their Perceptions Change
Between the 1% Time and 2" Time Teaching Experiences?

Teaching in a virtual reality environment is an innovative instructional delivery
method, especially in the field of teaching Mandarin Chinese. The researchers believe
that although this different teaching environment may develop a unique set of teaching
skills, pre-service teachers still need fundamental professional knowledge, such as
understanding the teaching objectives and teaching strategies such as when and how to
correct students’ errors. Therefore, some items in the survey could be common in other
studies of teaching Mandarin Chinese in a traditional face-to-face situation.
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As shown in Table 2, after teaching the second lesson, pre-service teachers’
perceptions of teaching in the VLL had significantly and positively changed. 10.3% more
of pre-service teachers believed that teaching in the VLL was as effective as teaching in a
face-to-face environment (mean;=2.92, mean,=3.47, p<.05). 10 % more of the pre-
service teachers believed their “teacher talk” was more appropriate for their student in the
second lesson (mean;=3.46, mean,=3.74, p<.05). 10.2% more of the pre-service teachers
came to better understand one-to-one format teaching (mean;=3.79, mean,=3.4.13,
p<.05). In addition, 28.2% more of the pre-service teachers believed that, after teaching
the first session, they came to be prepared for the unpredictable issues in the future class
(mean;=3.38, mean,=3.89, p<.05), 23.1% more of the pre-service teachers believed they
were qualified for teaching the VR class (mean;=3.05, mean,=3.55, p<.05), 5.1% more of
pre-service teachers agreed that they had come to know more about how to evaluate their
own teaching proficiency (mean;=3.28, mean,=3.61, p<.05).

Table 2 Results of Pre-service Teachers Perceptions toward Teaching in the Virtual
Environment

Items 1% ¥ mean 2% 2" mean P value
I believe that teaching ina VR environmentisas ~ 41.0 2.92 513 3.47 .004*
effective as teaching in a face-to- face environment.

I believe it is less stressful to teach ina VR 43.6 2.79 23.1 2.71 .562
environment than in a face-to-face environment.

I know the objectives of this VR lesson very well.  74.4 3.82 82.1 4.05 .146

I am well-prepared for the 1%/ 2™ VR lesson. 69.2 3.74 82.1 4.00 .067

I understand one-to-one format teaching. 79.5 3.79 89.7 4.13 .007*
I understand the teaching process of this lesson. 87.2 3.97 87.2 4.16 128
I believe my “teacher talk” is appropriate for my 48.7 3.46 59.0 3.74 .010*
student.

I know how to correct my student’s errors 30.8 3.28 43.6 3.39 .378

I am well prepared for this class in terms of class  74.4 3.77 79.5 4.03 .077
content, questions, and examples.

I have prepared for the unpredictable issues inthe  48.7 3.38 76.9 3.89 .001*
class.

I believe | am qualified for this VR class. 333 3.05 56.4 3.55 .001*
I know how to evaluate my own teaching 48.7 3.28 53.8 3.61 .010*
efficiency.

* significance p<.05

However, regardless of the increased means, some aspects of pre-service teachers’
perspectives of teaching in the virtual world did not show significant differences (p>.05).
In specific, regarding item 2, 20.5% fewer of pre-service teachers thought teaching in the
virtual world was less stressful than teaching in a face-to-face setting (mean;=2.79,
mean,=2.71). Similarly, a high percentage of the pre-service teachers believed that they
knew the objectives of both lessons (item3, mean;=3.82, mean,=4.05), but there was no
statistically significant difference (p>.05). When asking the pre-service teachers whether
they were well-prepared for both classes, 12.9 % more of them thought they were well-
prepared in the second lesson (item 4, mean;=3.74, mean,=4.00), but there was no
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significant difference between first lesson and second lesson (p>.05). A good number of
pre-service teachers believed that they understood the process of their teaching in both
sessions (item 6, mean;=3.97, mean,=4.16), and there was no significant difference
(p>.05). The results of item 8 showed that a small number of the pre-service teachers
(mean;=3.28, mean,=3.39) had sufficient confidence to correct students’ errors, but there
was no significant difference. Of course, since the pre-service teachers were all
inexperienced teachers, such results were predictable. Item 9 showed that a good number
of pre-service teachers believed that they were well prepared for teaching in terms of
presenting class content, forming questions and providing examples (mean;=3.77,
mean,=4.03) and there was no significant difference (p>.05).

4.6.3 Results of Research Question #3: What Difficulties Do Mandarin Pre-service
Teachers Encounter When Teaching in the Virtual Living Lab?

Regarding difficulties that the pre-service teachers encountered at two times when
teaching Chinese in the VLL two categories of difficulties emerged from the detailed
qualitative responses to the third research question. The first category is related to
technical challenges, and the second category is related to instruction.

4.6.3.1 Difficulties Encountered During the First Teaching Session
4.6.3.1.1 Technical Challenges

Technical problems were mentioned by many participants. Low Internet speeds
and insufficient computer capacity were the most common problems. When these
problems occurred in the VLL, these problems blocked out the users, reduced the speed
of graphics display and PowerPoint slide shows, and froze the computer or audio effects.
In the data, 17 participants addressed the problems associated with PowerPoint and audio
effects, five participants had been blocked out, seven had difficulties with graphics
display, and nine experienced situations where their computers froze. When teaching in
Second Life, both teachers and students relied heavily on quality voice connections and
high speed graphic displays to exchange information. If one user did not hear other users,
the lesson was delayed for long periods or canceled. The following comments from pre-
service teacher illustrate some of these problems.

“the process of my lesson was serious delay due to the issues of displaying
PowerPoint slides ”(Participant ID #24).

“the capacity of my computer was not sufficient to run [the VLL] in
Second Life, so it was very easy to be blocked out or get my computer
freeze while teaching” (Participant ID #25).

“I can’t hear the voice, so | could not communicate with others, but my

speakers and microphone were running perfectly with other software”
(Participant 1D #28).
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Using Power Point slide shows in Second Life is one of a number of instructional
strategies used to transfer information, such as presenting new vocabulary and new
sentence structures, or explaining exercises or tasks. The Internet bandwidth and
computer visual card capacities may influence the speed of PowerPoint display in Second
Life. Sometime, the pre-service teachers and students could not view the same slide at the
same time. When this issue happened, a lot of pre-service teachers felt panic and they
believed such problem affected the effectiveness of teaching. The following comments
reflected this problem.

“my student and I could not view the same slide due to my poor computer”
(Participant ID #53).

“Second Life requires high capacity hard ware, my computer and school
computers cannot run Second Life smoothly, a lot of graphics and
PowerPoint sides cannot be displayed”( Participant ID #59).

“the problem of displaying PowerPoint slides caused serious delay of the
lesson”’(Participant ID #37).

4.6.3.1.2 Instructional Challenges

The instructional challenges faced by the pre-service teachers derived from three
sources: the lack of the knowledge of the students’ language proficiency level,
undeveloped skills of how to clearly explain tasks to the students, and inability of how to
communicate with the students in teacher’s language. Before teaching, the pre-service
teachers did not have opportunities to talk with their students. The teachers referred to the
textbook used by the students to figure out the students’ language proficiency level.
Therefore, seven pre-service teachers mentioned that they were not sure about the
language level of their students, even though they were given the copies of students’
textbook. Due to the fact that some pre-service teachers either were not familiar with the
textbook, or had very limited experience teaching Mandarin, their anxieties in the first
time lesson were very high. Although this problem is a planning issue that is separate
from the technology, this problem affected teaching results.

“my student’s language level were better than I expected, our lesson
seemed o be too easy to the student ~ (Participant ID #29).

“l was not confident about the student’s language level, so part of the
content was too easy to my student and the usage of language from me
seemed to be too hard” (Participant ID #25).
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4.6.3.2 Difficulties Encountered in the Second Teaching Session
4.6.3.2.1 Technical Challenges

After teaching the first class, the pre-service teachers developed some strategies to
cope with technical issues and to improve their instruction. The responses to the open-
ended question after the second time teaching showed that all of the teachers had made
some progress. Regarding technical issues, four participants were temporarily blocked
out by the system, three had difficulties viewing the graphics, three had problems
displaying PowerPoint slides, four had computers freeze, ten had audio issues, and ten
did not have any technical problems. Even though the same technical problems still
occurred, the pre-service teachers understood they could solve the problem by some
simple ways such as switching to computers with high speed internet connection or
testing all possible technical devices before teaching. The following responses from the
pre-service teachers provide details of how they coped with problems when they arose.

“for second class, most of the problems associated with software and
hardware have not happened, because we have done millions of tests and
got a nice computer” (Participant ID #15).

“even though my account was blocked 10 minutes before class began, |
got it back on time and the system was more stable than the one at the first
class. We also used better computers and no audio problems. It became
easy to communicate with the student...” (Participant ID #30).

4.6.3.2.2 Instructional Challenges

Instructional issues in the second time teaching dramatically dropped. With
experience from the first teaching session, a lot of the participants had a better idea of the
students’ language proficiency level, so they were more comfortable teaching the second
lesson. Only two participants mentioned that they still had problems with instruction due
to uncertainty about their students’ language level.

“I still have difficulties to catch the language level of my student”
(Participant ID #13).

5. Discussions

This study found that using the VLL in Second Life as a platform for Mandarin
teacher training in Taiwan is promising. This finding supports previous studies (Grable,
et al., 2010; Mahon, Bryant, & Kim, 2010; Mullin, Beilke, & Brooks, 2007) which found
that Second Life was a feasible and meaningful context to offer field experience in
teacher education. The collaborative teacher training model of this study utilized a
specially designed virtual space in Second Life (the VLL) to provide real teaching
opportunities for pre-service Mandarin teachers in Taiwan to teach learners of Chinese in
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the United States. Such field experience also served as a promising solution to solve a
practical problem in Mandarin teacher training programs in Taiwan, where teaching
practice normally has to be a mock dry-run because of the lack of target foreign students
in real classrooms. The training model investigated in this study enabled pre-service
Mandarin teachers to experience teaching target students abroad without even stepping
out of their home campus.

The findings yielded from the surveys showed that teacher training in Second Life
prepared participating pre-service Mandarin teachers for their profession in the following
three aspects, which may help them better meet the demand for teaching digital natives in
the 21st century to via different instructional delivery methods. First, through the training
on integrating Second Life in virtual teaching, the pre-service teachers learned how to
effectively use different applications in the virtual classroom. They became more skillful
at using applications such as PowerPoint and audio software to enhance instruction and to
engage students. Second, the pre-service teachers developed an awareness of the
complexity of using technology in the classroom and learned how to cope with
unpredictable technical and instructional issues that may not directly occur in
technologically based instructional environment. They came to understand that to teach
effectively in the virtual environment, or indeed using any kind of technology to teach, it
was not enough to just have appropriate technical facilities such as a high speed Internet
connection and powerful computers with high definition graphic cards. Before teaching
takes place, it is necessary to test the hardware and software to assure interactive
instruction. Third, the pre-service teachers developed positive attitudes toward using the
emerging technology for teaching Chinese in virtual environments such as Second Life.
This attitude will empower them to integrate new technologies in an innovative and
meaningful way to enhance their teaching in the 21% century in which technology has
become an integral component of teaching and learning.

The carefully planned virtual training not only helped the pre-service teachers
grow in terms of their knowledge about integrating technology into teaching, more
importantly, it helped them develop pedagogical strategies that would benefit their
professional life in both virtual and physical situations. First, the virtual training helped
the pre-service teachers develop self-confidence in teaching. Self-confidence may help
these teachers to more actively interact with their students, teaching contexts, and
teaching materials. The pre-service teachers came to understand that teaching in the
virtual environment and in physical situations can be equally effective as long as teachers
have clear instructional objectives and are prepared thoroughly for the lessons and for
unpredictable issues.

Such results may be associated with two carefully planned stages of this research:
lesson planning stage and virtual teaching stage. During the lesson plan stage, a group of
pre-service teachers were required to prepare their lessons together and their lessons were
further reviewed by the professor in Taiwan. During the virtual teaching stage, both
professors in Taiwan and in the United States observed the entire class and provided
immediate feedback on site at the end of each lesson for future improvement. With such
an intensive training process, pre-service teachers improved very quickly in their teaching.
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One very encouraging and important finding of this study is that, through the one-
to-one teaching format, the pre-service teachers learned how to effectively communicate
with students by using “teacher talk.” Language teachers need to adjust their language
use for instruction based on student language proficiency level, but it is a difficult task for
teacher training if there is no authentic teaching takes place. Through the real teaching
experience in the virtual environment, the pre-service teachers learned how to assist
communication in the target language. They learned to use topics familiar to the students
to stimulate language output; used more standard pronunciation and expressions to model
language use; used simplified vocabulary and sentence structures to provide
comprehensible input; carried out regular checks for understanding. The pre-service
teachers might not be able to develop their teacher talk skills so quickly if they did not
teach target students in a real class, even if the class was in the virtual world.

Last but not the least, an important finding of this study was that pre-service
teachers learned how to self-evaluate the effectiveness of their teaching by observing
responses from their students’ achievement of their instructional objectives, and by
reflecting the whole teaching process. This set of skills will help the pre-service teachers
be able to analyze various factors contributing to the success of teaching.

6. Implications for Chinese Language Teacher Training

This study has echoed other studies which believed Second Life as a “worthwhile
venue for virtual learning in teacher education” (Mahon, Bryant, Brown, & Kim, 2010, p.
131). In terms of pre-service language teacher training, this study has the following
implications where teacher training is carried out in a virtual world.

1) Utilizing the virtual reality technology to provide an authentic teaching experience is
an alternative and effective way for pre-service Chinese teachers in a Chinese-
speaking environment to obtain valuable field experience. The authentic teaching
experience gained in the virtual classroom can certainly help pre-service teachers
understand what is going on in a real Chinese language classroom, thus helping them
to develop strategies for solving technical and instructional problems as a result of the
training.

2) Teaching and learning with technology as a tool can help pre-service teachers develop
positive attitudes toward emerging technologies and help them better understand how
to use technology to enhance instruction.

3) When conducting teacher training in a virtual world such as Second Life, “on site”
observations and timely feedback from teacher trainers are crucial to training
efficiency. The feedback and comments provided “on site” will help pre-service
teachers develop contextualized knowledge so that they reflect on the weakness in
their teaching for future improvement.
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7. Limitations and Suggestions for Future Research

This study was a pilot study designed to pioneer conducting a Mandarin Chinese
teacher training model in the virtual world. Although some findings are encouraging, this
study reveals the following limitations in the research design and process, thus the
findings may not be simply generalized to other situations where teacher training is
conducted in a different virtual world.

1) Issues with the credibility and reliability of the survey: This study was a pilot study in
which the two researchers created the survey to explore pre-service teachers’
perceptions of teaching Chinese in Second Life. The credibility and reliability of the
survey items were not tested. Therefore, the data from the survey may not fully reflect
the attributes of teaching Chinese in the virtual world.

2) Issues with teaching improvement: In this study, the pre-service teachers taught the
same class twice to different target students who had the same levels of language
proficiency. This design did not allow the pre-service teachers to demonstrate their
improvement in teaching different levels of students. In addition, the pre-service
teachers only taught two hours in the virtual environment. Such a short time of
teacher training may not be long enough to lead substantial improvement in teaching.

3) Issues with group teaching: This study arranged five to six pre-service teachers in one
group. Although only one leading teacher taught the lesson to one American student,
all other team members had to log in at the same time to assist the role-play during
the instruction. Such design caused log-in problems. Second Life blocked out some
users during the instruction. For future research, using computers with a stable
internet connection with high speeds is suggested.

4) lIssues with the VLL: As a Region within Second Life, the VLL has its agent limit.
For example, a high number of avatars on a Region can significantly reduce the
Region's performance. In addition, since the VLL is specially designed to promote
teaching and learning Mandarin Chinese in a virtual world, the VLL also incorporated
other types of technologies that may have influenced Second Life performance. For
example, instead of using Second Life built-in PowerPoint Viewer, the VLL used
Moodle, an open-source virtual learning environment) to upload and download
PowerPoint slides. This type of file transfer may be slower than using the PowerPoint
Viewer.

8. Conclusion

This study pioneered integrating Second Life into a Chinese teacher training
program. The researchers developed a collaborative training model involving a Chinese
teacher training program in Taiwan, an existing Chinese language course in the United
States, and a technology institution in Taiwan. The three parties collaboratively created a
virtual world for pre-service Mandarin Chinese teachers to gain field experiences. This
study found that this training model benefited the participating pre-service Chinese
teachers in Taiwan in many aspects. Particularly, through the virtual training, the pre-
service teachers developed positive attitudes toward teaching in the virtual world, and
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they also improved teaching strategies for effective instruction. This training model is
worth further development through implementations to other Chinese teacher training
programs which have the need for authentic teaching. The real practical need for using
Second Life to enhance teacher training may break through the barriers between using
Second Life and its challenges in terms of technical skills and instructional strategies for
teaching in a virtual world.
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Appendix

Research Survey

Demographic Information
Second Life Avatar account:

Part 1: Attitudes Toward the Virtual Living Lab

1. Changing avatar’s appearance 5 4
IS very enjoyable.
2. Working on the gestures and 5 4
actions of my avatar is easy to me.
3. The virtual living lab offers an
intenerating environment for language 5 4
communication.
4. I enjoy to chat with other 5 4
avatars in the virtual living lab.
5. I still cannot get use to the 5 4
virtual environment.
6. In terms of Mandarin learning,
| believe virtual living lab offers great 5 4
possibilities.
7. Virtual living lab is good for 5 4
Mandarin learning.
8. The features in virtual living
lab seem to be hard for me to 5 4
manipulate.
9. Overall, I do enjoy time in this 5 4
virtual living lab.
Part 2: Readiness for Teaching in a Virtual Environment

| believe that teaching in a VR
environment is as effective as teaching 5 4
in a face-to- face environment.
I believe it is less stressful to teach in a
VR environment than in a face-to-face 5 4
environment.
I know the objectives of this VR 5 4
lesson very well.
| am well-prepared for the 1%/ 2" VR 5 4
lesson.
| understand one-to-one format

- 5 4
teaching.
I understand the teaching process of 5 4
this lesson.
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| believe my “teacher talk” is
appropriate for my student.

I know how to correct my student’s
errors

I am well prepared for this class in
terms of class content, questions, and
examples.

| have prepared for the unpredictable
issues in the class.

| believe | am qualified for this VR
class.

I know how to evaluate my own
teaching efficiency.

Part3: Open-ended Question:

Have you met any difficulties in terms of technical and instructional issues?

Journal of Technology and Chinese Language Teaching, 1(1), 31-58. ISSN: 1949-260X

58




Journal of Technology and Chinese Language Teaching Volume 1 Number 1, December 2010
http://www.tclt.us/journal/2010v1nl/xie.pdf pp. 59-70

FE RIS HAT DR H I TR

(Tools for teaching Chinese in the virtual world)

LiPNG
(Xie, Tianwei)
56 R M N ALK 27
(California State University, Long Beach, United States)
txie@csulb.edu

T RE LS LI 48 A 1K) AN BT B A R AU T 5 LTl LA
BAT AR RN BTGB 1 H0E W] DAE R A AR 2]
Mo AT SCEA RIS, AR EEAREMIER TR, JfH
RAEDGEECA P M R TR K, PLgREE 2D T .

Abstract: Virtual word is the new stage of development of computer
technology. People engage in all types of activities in the virtual world
such as business and education. Language education can take advantage of
this new technology. This article defines the virtual world in a broader
sense. Some tools that can be used for teaching in the virtual world are
introduced. The author also shares his own experience of using these tools
in teaching Chinese. More in-depth study and discussion are needed in the
future.

KT RRLR, MR, SRR, AR

Keywords: Virtual world, online tools, teaching Chinese, collaborative
learning

CUSEERR” , RS (virtual world)  RERLELSE (virtual reality) ©L&
BENT MG, Rl B8 WU TP 4G &35 EORIIVER . el 7
XS, AR DOEBCA I IR AR ) o ASCAEI U : —. B SEAT
Ay T BRI A A TR UAEDGEZCFPIER; = OB dn i i
T H, PR BB ALK, EHASEEIAZ, BRI
SR IRF AR D o b SCAL LAAR N P 52 B 8360 6 AR H: 5 DL R AR 36 1 1932 R A —H
A1
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1. B R4

PR AR S, R AL Cvirtual word) 2 AN H IR s 9 BT SRR
Bl L =], P el DOl B ARERUES (k& avatar) 83, HrrEd
HHAWBPIE S I HE) . &fE. (i3 E AL http://zh.wikipedia.org/zh/ i fUL i 5
2010 4F 6 A 12 HAW) o BEIBLSE (virtual reality, fiFR VR, MEFEEREE. 4]
B 2R L OB R, AR RIS AR BN TIRE o U LS 2 ) FH PR A
P77 A A = YR (A R AU B, R R OC TR Wby i A R A
B, AR AN R S s, AT LR L A B s b R = R s 1) o K S
(EHFEE AL, http://baike.baidu.com/view/7299.htm, 2010 4 6 /] 12 H#Fif))

KT SRR b B A o FRATTIX BLELRT IAS I = 4 25 TR) (1) KB HOL A
IME — VIR M 28 AT R M B S s R A S . X AR A2 T Xy “ 2%
2% [i) cyberspace” , & =4E SR AHAE = 4E SR A4, Web2.0 H 3 M 4% T
H, wEsH=, MRS,

Bi2% EI s (synchronous) 5 9ESEI  (asynchronous)  AZkr THOZLA
RZ o BN A RIMEFAT T, 0GR 2wl R R R 28 PR BEA TV S5 B3, s 2 ) 4]
P B U AT 255 R N B 1 Ik 45, o] ARG S A e S B4 . AT thde
PESTI 2R RS, BRI AT DAZESR FERBIMRSS A DL, R AT IRk 45 ) . H
I 2 i) R SEEIS) 5 AR SIS R 3P T A e 5%, T A s 42 o 2 1 i A g
R AN LAk 5 EMNEAT  (Bank of America) ML 45 B HE T REZE |
ASR, Mol TP B Tl . IR B S A8 r s 3l b i 267 210385 a3 FH 2=
AFFRE, U B 5 TAERR, WA AR, DA S = KA. L
FEEA B IUAE N B LS AE M L5 7

XS ARAEHCE N T B 2 BRIk o 2R o el g 7 I ) S 1) BB
HeAl, MU BN, i B3Rt B SRS . BUE S A REM LT LBt
A, TR AR BT BL “M0” 4. BIIEE, W E#2E &R W 2l
(webinar)  WIN G HH AL, B2 A0 T AR 25 b2 il %n . 4
WIFE R SCHCEAE,  1QChinese M\ 2008 AL EIT I SCEE M a1, Ay
AR A P R P S . At L R SC O, TS 5 AR H T LAAE [
— B TA) b Y S A R . BORRINE Monash University 19 2288 FH = 4
1) “H = NA”  (Second Life) . T MEfUMRE  (Chinese Island, 2009) . .4
2009 4 University of Oregon SEEGVEMIA] “28 — N4 2890 T B IPGERE AF . %
] 1 22 A2 55 v B 5 P R 22 I 3 D 3R R A B R SUBREA T POE 22 2 o IXFE Y
SRS HHMRBE, OB R TR ECE A F-BL.

SR RRF BRI I I A CRUE 2O AT 27 A2 5 BE H 80 A1) X Lo g R IF HAE 2~
SCER N . BARILE R EA R “ M FE—48” the Net Generation ( Oxford,

L 1QChinese #%% K _I-h SCiski4s: http://lwww.igchinese.com/Promotion/onlineseminar2010.html .
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2009) , f& “RAEHAL N7 digital native (Bennett, 2008) (5 “F R Efr N7
digital immigrant AHX) , MATRKAAERM BB 2 H. “H T NAE” KRS
XABATI AP A o ABAT eV 2 I AIAE R B S RIGAIR, Burghiek, ARimiXdA
FBATTE e B S E AT [A] FH 202 ) rh 2 DU R Hel £E 18 5 280 v S g
P A i Ry — AN PR . s J LA LUK T T FIT S th B, 9eiBAE A
AR RVHEA BB OEAE . Bn Tanyeli BT REAUL I S ik A e A
AR LR R KT (Tanyeli, 2008) o (A B IEA — 2042 Gl AR
%5 ) (Learning Languages through Technology, Hanson-Smith, 2007) , (%%
A —iE#%%4)  (Second Language Teaching and Learning in the Net Generation
Oxford, 2009) %%, F|F]FH M Bk AR 2 X J7 1 R E9 T A] LUR 75 2 A3 21 HH >4
Z %

2. PICH A LMEAH &R TR

RIS B R 2 B AR 22 KER 23 AE A T SRR 3, AT R] BLAE I
WA o ISR A R PR ] LM JERAT IR B, AT
ST . UM LSS S S R, ke N SRR IR, R e A
N DR S T ) 2 A% FHR 22 9 K

2.1 Second Life

Second Life (25 = ANAE) 2&— AN =4l xR, B Linden A 7wk
C http://secondlife.com/) . fEX/AN BRI T H, AN N2 ARER “tb 5”7
(avatar) o AANTFTDAFEIRAS BRI A H I )=, #7332, BARX AN AR R
JEUFRE, (EJETE S BN AR KR 24, IR E IR R AR 3 O “5
NA” o FEFENEFR—A N CUE 7 SR, 1T CAFE RS mp . Bk
K, SRS, R FEGE SRR, R TN EE, TR
BCEA P TR, Pl S R A, . R ), AR Rl LR A
B, WESh. SRR (PPT) RIS AT DAYE R AR, 2, IXNRAR
U A NATAE LS B A 5 3, XA EEAAIR KIS ). RYE Linden A7
RBEEE, 2] 2009 4F 9 1 23 H A ETe K AEX A Mg 4UH 5 b B i i TH) © 2085 10
AN, BB 115 4 G NAE) o BRI IR AN A fL o RN FH 28 160 FE i
FRBRE SR, AL H O “I057 Qsland) 2SR ER TR, 24 4 1HETE
5 2 7 TN 4 24 F AR R I B B

2AEE T NE g BBy <057 Gsland) .
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HiGH SCORE s

POINTS O
POINTS 0
POINTS 8

1 (R XA 2000 4R DL B I B A2 2 1 4 55— N U i 2
MR T B — AN ES, B BRI PR R —.

2.2 M &P

FHECZ T W B BURAT R R LA R e P B BUEARANME “ 28 = N A7 JIRFE:
fERZEh i EG TN, AHGRAE NP A bl AEASE SIAR R PER]T, iy ELBEs 1 il
RIIERE, PN AL T AL o FEBEH W LA A

1. Elluminate (Eluminate, Inc, http://www.elluminate.com/)

2. ConnectNow (Acrobat, https://acrobat.com/welcome.html)

3. Webex (Cisco, http://www.webex.com/)

4. JoinNet (HomeMeeign, Inc.,
http://www.homemeeting.com/en_US/download.asp#jeditor)

X T B R A M E4i 5 &4 TH (web conferencing and collaboration)
X PYANRAFARARLL, ARSI (L EoiohRg, s i, A, 4 bR
(online chat) , it n] LIEE R A (PPT)  Bi# Youtube MM A B, T AEiE
PEN 75 R T DR HE 75 227 ) 5O, W vk N 75 Bk 5 0T DAl 4 K
N PRAE T . XM RS WCER T — RIS A . — N AR,
Koy FOEWr A, ATREANNFRAR S, WA ) 8 n] DU T 2747483

* Desktop sharing, 2153 al LA I 21 3= UF A0 BB 4, A mT LA A2 S 4 3= DR 160 e L4
(=
* Whiteboard, FJ LLIE[RI7E PR b 4T i 46
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CONNECTNOW™® | MEETING v PoDS v

SCREEN SHARING SCREEN SHARING
CHAT

SHARED NOTES
WEBCAM

FILES
WHITEBOARD

[3:52 pm] Tim Xie: Hello
[3:52 pm] Ping: #R4F
[3:52 prm] Ping: ATLMT #1321
[

[3:52 pm] Tim Xie: Of
course.

Reset to default layout [3‘52 pm] Tim Xie: %%ﬂ
Vo

[3:52 pm] Tim Xie: {2788
A
[3:52 pm] Ping: K¥FT 1
[3:52 pm] Ping: U, #&

ADOBE —AMEIRE.....
El CONNECTNOW®™
Meet Anywhere
Share My Computer Screen...

2: ConnectNow FEFLIRE Fiii

HH I KR AT 5 925 T A SRAL R B, D BE AR ARABL, L X i i R A ] 3 ) 352
ARZRANA o DRI R O R Ik 22 22 ) 6 A

2.3 BB BRI KA Wizlg AT DimDim

TP AR A AN, R BR AR AR IS, BB BT — R
A o A NG HAE A A2 Wizlg Chttp://www.wizig.com) #1 DimDim
Chttp://iwww.dimdim.com) , B ZfFH Wizlg, [F4REIKDE, HERNS49, HFAH
B9 A . DimDim S22, W R FRER MRS IUE , Wiz Ao %
AT SR T S. Wizlg FTETH AT UL LA B2 tE =R 2, BRIhRe R B4
A, BN AN BE S TR Y TR — T . H R A T B LA SR AR T RE A .
DimDim [ T HEARThEE LLAL, 3k n] L[R]3 5 9 5T
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9 Event_T9038633747907384410147 - Teacher - Mozilla Firefox

# Cisbdede s

L

N OfWhtebows  oizimiepet X Tim_Xie Transfor
— )

4

What do these sentences mean®«~

nnnnnnnnnnn

. CREEANAE  FAH

i ig J
x *BZHE.
O CHRBEBELZE, I
cHBHIFEBRZD
Tim_Xie : 68, BT,
Tim_Xie(Teacher) : 7. =7
WE-T
|
‘ .
20Mms Left (v (WiZ e} 10 Send

Read authorive wziq.com

'Z start vwAampPasBSs A O/, rmAd anow A Inbax - Outiook E, ) sfox

Kl 3: H Wizlq HEAT30H 0

bR 7R B e T RIS, tn] DUKE 90 o I8 TR T B AR BB Pl 2= . 49 Gl
it L H  Skype C http://www.skype.com ) H DL Fl 5 Jf 3t = 8 fF Mikogo
Chttp://www.mikogo.com) [FIRHER, R —N2k Like . Skype 1 FWIRAE
GaWIRE, mE A LI 24 AN AR EZTie. HiE Skype ANAEREIL PPT.
I, [AIJE 3 Mikogo &t T LALEZUM sk 3 e 40 B R 6 5 e W oR s 2 A R
A DARR RO B, T AT AR A, 2E AR AT DU B W ) R R ) — D). R
T2, IR ] DU W PR A S 24k, Al 2R AR A TR B R A TR — AN A
Mikogo J& 2t iy, (HR&NGERYT 10 AN Bk, wRE M, sEE
WA AT

o Skype™ - uslche20 7[5
® 2 e e Qe e ek b

< Camnon Tyles FHE | Chang Anita $ M{L, Daniells Deles F 85,
et FEE o e nER Er———
& @

S | 5 | cemananng Voot tra RS St R
Bl B Y
I‘ Canieda Doiea FR l Loralen Hackhe ﬁ Taa e MIRFT

a m Dl hon B8 E L Tarm R i T R

S 511 2008 W5 5524 Too Turuan BRRE
= UL 511 2008 B 54 e Zhanges BT

T stan &

[ 4: Skype+Mikogo 12 LLR b LI

oo Wndovs .. | @ B0m1S S

2.4 HAb&VE¥S (BMEITAE) M. “BiR” (writeborad) . “&ICH”
(google docs) F1 “4EEF” (wiggio)

G HITC L2 HF M DMHICRM B S . Al SR S kRS
Prits 2 RTR S B AEAMEZEAT, BN AR 20 N, AR A
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WATE5 o (ERXFPGAEE 2GR by “30ff4E5”  (document sharing) A4
BT D GEIE R ENviE A

“HH”  (Writeboard, http://writeboard.com) &AM il J7 (i H 4 27 1) T .
A AT ZEEMFK S, N BRI AT S I S — N R AR — 4
“ERR” (writeboard) , SRR ANICAE, REEAMHALSIEN . SEANEE
WG LLE, SRR R R 2 A R A g B SO SO RRRAE S LS, IHIRRAS
AR, BIHMRASM A “SiR” B, FERTRORA. . fxr. A1F
A 72 f5 e WA LU AT LR SRR, AT B e I e o X AR IR Ak mT BA
T EON S I B R S I S R G — A S, AN TR 2 H 7 BB AR [ A i e

| B S
¥ A lst of your writeboards... %/ i Writeboard: DRP &
&« C M O 123.writeboard.com/1341a3c67b8346e6¢ W A

This writeboard is located at: http:

Invite people to collaborate

Edit this page Export = Flag this version

Versions

DRP You're viewing the latest version
i+ [ 0z nov o9

Your Skype name and phone number to reach in case tech problems
++ [ oz Nov o

oceur.
i+ [ oz Novos

Hsu: prof.kyliehsu 626-203-7546 mobile 1+ ] 02 Now 05 Juck Liu
Jack: liulaoshi2010 714-458-8457

Shijuan: shijuanliu 323-343-4236 ® [ 02 tov 0o
Wwinters: alittlechinese 562-985-1082 ener el Compare
Xie: xie.laoshi 714-293-5648

T said... (03 Nov 09, locking at wersion 1)

Or guick compare the current
and previous versions

Hsu: prof.kyliehsu (626)203-7546 mobile

Add a comment

E“K: Help | Change password | Delete writeboard | Logout | Subscribe via

Create a whole pew writeboard
Did you know you can use Backpack to keep your writeboards organized?
Looking for real-time group chat for collaboration? Try Campfire.

K5 “HR” A

“HRECE” (Google docs, http://iwww.google.com) 1] LIGE RIRERIVER, 1M
HAT AR BRSO R 22 o 233 T BLAR P Word, Excel. PPT Fil pdf 53¢
fF, Thagtbd %, M g Ed N NIk o PR PO R AT 45 mT RAIE 45 3k 5
i, BRERRAES TDMEA “BiR” .
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_@ Google Docs - Folder - C... AP

[=[=] = ]

«

Gmail Calendar Documents Reader \Web mare v

C' A | & https//docs.google.com/?authuser=0#folders/folder.0.0B2L_JGDLOp25MmilyM

TM2QNjc2ZC00N ¥y | W

New Features! | txie2010@gmail.com | Settings v | Help | Sign out

 [m CLTA-SC documents for

CLTA-SC Tech Group
CSuULB
Presentations
PVUSD

& SHISU
SLI
4 Upload
‘Working papers
Folders shared with me

Go )Slc docs [ Search Dacs | [ Search Templates | %m%ﬁ
Eizate e ilinioad— My folders » CLTA-SC documents for editing Share this folder ~ Refresh |
All items M - Share » Moveto v | Folders v Delete | Rename o Last modified + =
Owned by me 5 .
Opened by me More actions = 28
Shared with me Name Date +
Starred OLDER
Hidden El & call for membership letter & me to 20 collaboratc ~ 9/25/09 e77e7
Trash [l _B CLTASCMeeting22308 & 7Zsz123 10/25/08 z=z123
tems by type - El _B to members election and workshop 080922 & Not 10/22/08 me
More searches ~ [} _B xinwengao short version faxed 080226 # met 2/26/08 me

w My folders = _@ 1st_svent_announcement & me to 20 collaboratc  2/24/08 me

CLERM

K| 6:
“Cof 7

“ARIRCAE” AR

(Wiggio, http://www.wiggio.com) &% %% T H, {HE[Tm A T
HMAAF . Wiggio & EJE work in group

CNHTAED 5 D [TBA A%

(team work) R AL, FIHXA T HA PUEAFEMIIH 4, SN HA173HH

Piv MR, SOk BE R IR CRL g A

e T val EvA e

I=0E] =N it]*?iylﬁ

) o NG AT DAL R AR BRSO SR A word, excel AT ppt. pdf SO ] LA
ARSI L, (HANRE AL B o ST AT AR b LA et v LA BB 2 A
JEEW AL XA T RZBINEGAERR, @S HM, Hle A2t . UCLA
FLT 2 B8 A R e 6 B N 2R DOE BOE AR E R T “4ER” o

] wiggio - Makes it easy to

< C @ wiggio.com/#tpl=folderlist 482289

wiggio
My Groups Home Calendar Folder
SLI Cumriculum Cc h oose:
H

Project
What do you want to do in this folder:

Wain Folder / Chinese

["]Select Al + Create Folder | Move Items

Roster

[ =

+ KIMOANH NGUYEN-L.. (A) Reading assign
u by Ti

Reading Col
Updated by Ti

=
0 oo

Kl 7:

SLI CHN 421 Syllabus and Work Schedule
Updated by Tianwe Xie on [ 568

Reading collection Chinese
Updated by Tianwei Xie on Sat, 4 Decat 7.

Tianwei Xie ¥ Create a Group  Logout

Meeting Poll Message To-Do
Upload a File Create a File Add a Link
—
‘- el

Sort By Date Modified

Yo" P
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3. Wiz M2 TR

A el 2] “RAEBAN” WA B BT HRS2), HEN
“BERELN” UM EHATHIIL. 2SS, IRRWTE DS #es h A I
ST R S EWERAMIA, WA R R . BN H R B
ENIRTE, BRANTLHLZ, F PR DTN e o DRIEAT S sl nl A% 1

3.1 TRYBSE PR EEFEIAF

A8 4 22 (¥ WA DAy 3 5 a2 B AR S5 . EE B IN AT ThH,
Pk, AEHIT RS o U AE B+ M1 0= (R I it 825 RE 2 15 IO A oy 2347 Y
WREH . AERERZI, K N8 h GRS R BT AL L5 i ot
T o FERFIIE O N ST EE B AR — R MBS i g ]
PASR A A (R0 o A Nl 8 e P AT 7 A RAE D & HLER A A 4T AL . AR T
SR Iz )3 DX e = DORE T E e R PR R LR B A oA MR Bk . 70 HIUE %
b iy S AR B S PUR L BER M B L =0k iR 238 B KRS H N SR AT — A
F RS, AR RIS A AL B A 2R b [ LU B[ 315G [ 4k 87
HPGE . SRR B2 AL, BATR Wizlg A1 Skype 34T M 272, G
B RCR, ARotdefy 7 AE BB RIS S e .

A% T T B2 FE T 24 AR R REE AR o A — O S R T R AR, AT
REL 1 DB 2 Wy SE T T B (R BT H . B2 B i 2 i W T B 00T
CHIEZ R, i BN EHIER LM LR (k2 TR gts s .
RABUNER 2 AEZINM LA S, G 82 R Z RE ). ASERT KN RS M
228 SpeakChinese.com #t4T T —ANSEEG M M 4510 H . SpeakChinese %5 J
] KR M K2 2 PO 22 AR A — AN N R e 9 Y B S, 19 2R R0l 7w
Ja BIPPA A XA — AN W W RIS S kS N LA 52 k2 D aete
Bz o RN R ARAT IR S i AR, (E SN R A . — ek i —
WL 2 ANEES$20 1] 52

e THAT B R . — Do Remor, A T A BRI .
AT S22, bRk S, Ariedand 7825, iEANSEimikD. ik
B AT 2RE, A EEEA AEM FIsAT A H AT R R A G, vk A
AR (cloud computing) 7] LALEF P A B R oL FIzAT =k fh, E8kEE
ifh 75320 3y PR IR 554 1

3.2 1RYEHF H KRR B

PP TR AN UOR BRI B 0 H AR S5 e P AT . Wizlg — 2RI E
U = PR PR LEAGE Fr, DU IR AR BEE b n] DURSZ B AW ax,
B2 200 2 WX BB AW AN BE R I AT B3 A8 6 5 R A N, A
AU, 2 NRET RN EA T 5 AWt — N AL FETh RE. Bl Skype
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TLARIN SOV 24 NHATIR S UG X T EERSARY &E. W E—X— 455
S LUK Skype. [AIDh Skype 7ETH & AR HIEINY, ATUMAT F b 47480, &1k
A R A R T U A s, H RS2 )T . R
A P AN ZE s B A, LB A BUN G, WTRAT AT A 4K
Z, KIEMNKAE S Bl ETE K5 1E, 3 B AR S DE b ) 22 AR AR SE
FARRTR, RARM AN RS, SRR AERE Skype. MR
RS DG e PRAL R WIS NT 5 03 LU i, R m] LLZRSEIEAT .
PESIE B AL BRI F rh s T IS O BR A, AT = 2 ST A K

FEMEE AT 5 SR KA LR . JATEAE A RDGE R
Y SCE TR AR B RIAT 0GB AE FYERAEN N
4, S MSEHSH -BOW, JFHE Skype HEATFSkZR . RAEAAA
AR D, ORI I LR e e S AR RIME R 2R 2] 25l AESCH SO, KRk
=R, KR SCE SO TE . NG, SRR N A
Wz, EEE RN RS R IR .

FEREMH LR A E T, oS R, RIEERA] 58 R XN
BAF. BONEE B P RSO T S A, SO, SRR TS A R PR
HVHER . DA IFANBEWI AL 2 T 55 1O 22 2 2B 2N RE UL IR A5 o
S BEAT IR ARG A, Tl L EBAE AT Skype REATITIRANATE, A5
A AR AR R foe ) BB IR AT S MEs . B2, sl 20—l
JIAE AR AT DAL TR

3.3 BB AMZRIES)

i BT R AR S A AN U R PR LR PR ANE B o IR Ah, B 7 A TR AN
frsgd Coffice hours) o FUMALF] & PREH G I EBORERH] “H4ER” LLERDS
o DO PP EEA TR AT LA TSN “HER” IS0 . BUmBEIN n] DASEHE
B BEERE OB B SR DTRR HHORAE AL A

REFUIR 22 (virtual office BUFRATZN7p A% mobile office) 2 MU F g —
ol oA MR . &3 KRB R A JoinNet 19 4T 3 70 4 =
http://weboffice.joinnet.tw/enus.php Biie —NFi I 1, 2 w1 HR G AT DLAEATrT b 7
FEARTIN [RIE NAT B 70 23 B A B A W] () 4555 . BUMTR AT BN Ip A A A E %,
T B Z . B R BUR . SR R 173 B D, BT, W
ARG, MR ERTT UM RN VB4, {224 mT DUT (e N SRR . I62RAT3)
FIOS A VB TR AT DU L T S, W L AE N # AN
(I IRA AR

Y ESHEANET IR A S MG http://xietianwei.net.

Journal of Technology and Chinese Language Teaching, 1(1), 59-70. ISSN: 1949-260X 68



BN FE BRI ST DOE B TR

4. GEERE

HITHIA 20 T REAU I SRR 5 2eE P N T . SR G R PT L, H B 1Y
R AW S BE S T B 1 S B R AR R B S B
i SEANHEA TN AESS (L. BOMNAZ AW 23], PRI, (RS k)
E A H O T H.

HEFEARGER AN TIARE: =i (cloud computing, # & FR = iia
H) 530 (mobile) $iAR . il 2 vHHa 2 FUIGFE P RN BEREAS AT LUAF it 5 128 i 1)
KIRgs#s b, Rl E A L i, AN A I ek 9 2648 N 3t g il 45 e v DA A 22
PRl BIWBINE AR P A BN b IR 5 2 AL HETE KL, ANTFEAE A A E N
o U BERAEA7. 19130 5% BLal il () 3t 5 mT DUTE Gk ) 8% 4 N ozs vt UG, O LR BRI
T, A THEHAN B SSE S P AR R fRAIE

M B AN S S A 758 TIOR8 82 3 B & ik i fuL it
SR PRIR B . ILFEAE iPhone 1 iPad —KHISF & T I T A HR AT B2 )
Dk o ANCGWER TILA 2 12 SO . BARK SR A S, (H2
Ca oAz m . GlangtTFALA iPhone FRIS T DGE ] S & AN D . AT
Ftl, A P g ATE HIZ Pleco®rp SCim “4a” o PR IX AN A
ity A AATAT Sy 1], 0K iPhone 27 iPod Touch HFEAR SR HEST Y, 1] it
HLe A OCR He sl tt, 3L BIE 7R 9 SCRPRE AN 25 o RS2 B A IXRE K
o, TEVR AR L B b SCHA 6 P B AN, BT HESC il B XM A
SR TR AR A BATTERLISRIANDUE “ RIVIED 3 i, A5 &
i, BRSO

REFUE RN RS, B ZIRAIIL S . BUTHIRZ 1“8, A Bl T
REITAR AT TT A R W W B 75 8, IR A S
ZHEER
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Second Life K& IHAEAH CHFEH FIN A

(Second Life and its application in Chinese teaching and
learning)

pUENE
(Liu, Shijuan)
e 5Bl N2
(Northwestern University, United States)
Shijuan-liu@northwestern.edu

WE: Aoy iy, SCEEENHET {42 Second Life, fLfE
gl . R AT JUEAEEE b i 5 AR S Ak 1 i
AN ELA: T8 f 3D KA Z ANAEL M st xR S 18], [k T e Al
HEEME ARERIKR. WA, ENETHZ FE—HHAR 3D
REFUHE S . SCEE S A T MRS T Second Life 7EE S HUAH IS
TS IR S BAN EiTig /N &S . SCEE S =3 AN AT
—AFIH Second Life BHATH SCHAAM LIRS e, LERLT
¥ Second Life iz FHF-H S G LR sS R RCHI 55T S AH 5% ) A
SR A A EF Second Life BRILARSSEL 3D MU TH Fis F T Sc
2 SR 20T AT N 8 T LA .

REEE: A4, Second Life, =4t (3D) , MWMHFA, EFH
o I

Abstract: This article first introduces what Second Life is, including its
origin, similarities and differences with Massively Multiplayer Online
Role-Playing Games (e.g., World of Warcraft), and its influences in such
areas as business, health, and education. The first section also discusses
the relations between Second Life and other social Web 2.0 tools (e.g.,
Wikis), and points out that Second Life is not the only 3D virtual worlds.
There are other similar 3D virtual worlds such as Active Words, Twinity,
and HIPIHI (a Chinese virtual world developed by a Chinese company at
Beijing) as well as new emerging ones (e.g., Opensim, and Open Cobalt).
Next, the article briefly describes the history of applying Second Life in
language education, such as when and who started to use Second Life in
language teaching and learning, and listed some examples of using Second
Life in teaching different languages (e.g., Spanish and Italian). This
section also introduces the existing wikis and listserv on the use of Second
Life in education, as well as the related annual conferences (e.g.,
SLanguages) and proceedings.
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In the third section, the article introduces real cases of using
Second Life in Chinese teaching and learning, such as the online Chinese
language courses taught at the Confucius Institute of Michigan State
University. This section describes three cases in more detail. One is the
courses taught by Professor Scott Grant at the Chinese Programs of
Monash University, Melbourne, Australia. The second case is the
MyChina Village project, a virtual summer camp held in Second Life in
August 2009, led by The Center for Applied Second Language Studies at
the University of Oregon. The third case is a collaborative project between
a class on multimedia and Chinese pedagogy offered to preservice
teachers of Mandarin Chinese from the Chung Yuan Christian University,
Taiwan, and an intermediate Chinese class offered to Chinese language
students at Embry-Riddle Aeronautical University — Prescott. The three
cases all used Second Life in improving Chinese teaching and learning,
and all built their virtual facilities in Second Life.

In the fourth section, the article discusses the advantages and
disadvantages in using Second Life in Chinese language teaching and
learning. The first advantage is reflected in teaching and learning online.
For example, Second Life can help make online teaching and learning
more engaging as well as provide a way to organize learning resources in
multiple dimensions. In addition, it can help strengthen connections
among online students and make synchronous group discussions more
effective. This section also discusses the other four important advantages.
For instance, using Second Life helps create a realistic situated context for
role play and authentic communication. It also becomes easier in Second

Life to act out the language and use the Total Physical Response strategies.

Additionally, students can experience studying abroad in the virtual
worlds while staying home. Another benefit is that it is easier to find
topics and less awkward to start a conversation with a stranger in the
virtual worlds. On the other hand, the major disadvantages of using
Second Life include: the technical barriers such as the high requirements
of the users’ computers; the high learning curves that demand time and
energy in mastering the use of this tool; the monetary cost for purchasing
the virtual space and building the virtual facilities; the need for technical
and teaching support; and the potential unexpected disturbing behaviors
because of the open nature of the virtual environments.

The last section provides suggestions for instructors and
researchers interested in using Second Life in Chinese language teaching
and learning, such as knowing the tool well before using it; weighing the
investment and outcomes in using the tool; Finally, the author encourages
interested researchers to conduct a review of the studies on the use of
Second Life in teaching different languages, and encourages interested
instructors and researchers to explore the use of HIPIHI, the Chinese 3D
virtual worlds, in Chinese language teaching and learning.
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1. 4 & Second Life

Second Life (H3C#EAE “5F —
A7) JEHMESIEK % (Linden Lab)
AT HIBEM ER =4k (3 dimensional-
3D) BAES (Virtual worlds) o E 4K
HAEEK S KM 2 N O

( Massively Multiplayer Online Role-
Playing Games) A 4E2540l, (HEIHIR
ZAE . BARRUL, HARLZ e T
AT LIk BRI A RS
) (Avatar) , fitAZ AW LLHS), &5

)% 1. Second Life ik I-fll W] DL SCA BT 3R AT S I A A

o MHERPARZ AT, M

Sk (LRt & 1 World of Warcraft) A G &K Hbr. F55. s, At

SRR, TAE Second Life [¥) 3D MEFAH AL, HITCUESRRR S, antLal p A

FEHE R (Philip Rosedale)  (2006)  7EA/44 Second Life ik 1) i fir

Ui, Second Life f K4 st 2 o H P 3 A — P 5 T Bk AT7E X U K%
H S et

Second Life i/ Yy JE R (Resident) . JiuEn] DL A AR Bt
B I AR T AN BRRAE T DA S R M I 7 I LT R
ATATTT CANSEHTRL, FHs) , (TR G ehz. KA. B, T 5
W) gl KR, WD s, JREATRIE, TTAR, HTIRARF A PR A A
TH CmETE. W B, BagEFED R E O kAT, JEF Second
Life $24t11) Teleport? Thfe 7E Bk A 4CK Z S b (RATATHR @b . MEAh, BIRsE A
'E—FE, Second Life [ FCIET] LUFE L [ CLR el M, 4965 [ Ciors AL i
LR IR A o

Second Life MR T 2003 4F 5 H & AG°, 44 K EREAIE)S, 7 2006
TEL) 2007 AE ) ABE—IF o HE M - NBOSufE 94 . 78 2006 4F 10 H 18 H 3 i
MR 1 HTAS, A 2006 £ 12 H 14 H, ARIWAHEMKFIE 2 5

(Terdiman, 2006) . #| 2007 4F 2 HNISGRIEIER] 4 1% IRZA LKA TIE
Yy oy B AE Second Life (HA4—J 2, Ebunfdk  (Microsoft) , IBM, ®][]
A’k (Coca-Cola) , FH (Toyota) %5, LALRFELEH FLoA AR 5 B B % K )
Second Life [Ji BHE—CHE H = Mo SN ARG A — Lo 5] K 405 A A

L http://www.youtube.com/watch?v=0t1XR-LrgyM: The Origin of Second Life and its Relation to Real
Life,

245 Nt Teleport B IS B BRI 48 3 sz FE Ak %%

® http://wiki.secondlife.com/wiki/History_of Second_Life: History of Second Life.

* http://zh.wikipedia.org/zh/%E7%AC%ACY%E4%BA%SC%E4L%BAY%BAYET%94%9F .
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Second Life i/, ELandEm s gehn B 25 5 HRHGBAHC 2007 L T Second
Life AJs B, LN HAB S A0 RRAIH . B, S0l BEZ DAL iR, %
Ly B RS AL SAT I B A I — B SR, L E Ak e
Second Life %37 T 734k 36 EBUMZ % 6l 5 il -h0 LA Second Life & fit i~
BB E AN AL BAERE (Boulos, Hetherington, &Wheeler, 2007)

RZ 24 5 HEVMIMAE Second Life & BRI KA. #=. {44
SGDYRILE M, (RN O A A R B A s R TR S P . ik oK
% (Ohio University) 7E 2007 4EM T 7 A ByUSFTHE LR UR E®,  HrE K
(Stafford University) 7£ Second Life &3 T I B k2% (University
of South California) 7% Fift Second Life HL3 {17 i ik 2% A 408 45 3 kg 40 %%
7%, 4% Second Life [ BALMA, & 2010 4 LA K A AL HEEL 700 2
ANERE BB W AT Second Life (Liden Lab, 2010)

fE— R B, LA Second Life {831 3D MEIH S T RI A Web 2.0 (HEE
P2 AR mdaws, HAME Y — R PR S 5 E B A (Consumer)
[ ISt 2 42 77 %% (Producer) . [f] Youtube, Wiki 28 482 (1 FLIBE R 35 R — 4,
Second Life $2HLAIUE—NP 5 Br TR AT 938 v] DURCF A 206 3 00 At
SRS, EXHEHAWTLL A ORI . A, WAERIEE, bR
A A CREWSY). T 3D BRI AME R T, A AHREH Second Life X
h HIE M EE =A% Web 3.0, A ARk B & 1) U7 1 (Driscoll,
2007) .

XHFFEFRH )2 Second Life
HAEME—Y 3D MEfULt . HAh
KAt 3D ik fs ActiveWorld®,
There'®, Twinity™4%. Second Life
HEEAS RAZmMN—1, iy
EE RSB . EE 2005
EFF GRS A AR 3D LS.
2007 4 3 JI [ HIPIHIY2 A 7

e 1 HIPIHI3D {H %47 B il fie , 2008
&2 HIPIHI M35 &

® http://club.classic023.com/?action-viewthread-tid-95785 (FE M Zeth Bt (45 ~ AA)  Hed R H ik
w .

® Ohio University Second Life Campus History:
http://vital.cs.ohiou.edu/mediawiki2/index.php/Ohio_University Second_Life_Campus_History.

" http://secondlife.com/destination/600: Stafford University’s virtual library .

® http://secondlife.com/destination/679: USC School of Business in Second Life.

® http://www.activeworlds.com/.

' There AT 2010 4F 3 H 9 HIXN %t 4x 1) 85 ] (http://www.there.com/info/announcement )

1 http://www. Twinity.com.

12 http://www.hipihi.com/.
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http://www.usc.edu/
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http://secondlife.com/destination/679
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http://www.activeworlds.com/
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http://club.classic023.com/?action-viewthread-tid-95785
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4 JTREN DR KA P IR S35, FET-#% 3D it R 2 AR A & A
BUWTEDL, A ARBTG5, IFIFR THINZMEW Opensim®™, — S8 i HLIA
TR EAE N A TAE DA w RS54 EXZ AR A R, A48 &
T ) 50 LA L TR H e N 2474 A S RS 38 1Y) 3D LS4 (Young,
20100 . EEEER HREFER S K H ARSI, o K% (Duke
University) H §i iEZEWT & [¥] Open Cobalt™ il J& #1375 2 11 77

2. Second Life ZFiES HEFPHINH

[ 2006 1F I 46 Bili 2 5 &5 L AE & 18
Second LifedF 47 #5275k o LL s 4 K 2
( Harvard University ) % % [ ' Charles
Nesson ##% Fih 4 JLRebecca Nesson 7£2006
SEFKZ=1E Second Life #{ T — '] 1/ Cyber
One: Law in the Court of Public Opinion f*Jif
( Lamb, 2006) . JI K% ( Denver
University) )P & K] 4% 7 Second Lifefl| %
Berkmaniiand B FUAZ B I S 36 = DA S Iy A AT T3 = 0 A% g
B B 3: Second Life 1[4l k2% Beckman H0» P f#E  ClInside HigerEd , 2007 ) o MEKX
Loyalist College M3 i1id it 7/ Second Life
rh AR AL 32 977 3 O R A 3 I R e A AR BR M S SE R AR OC TAE I EERE (Hudson &
Degast-Kennedy, 2009) . 20064F8 ] 520074E8 /], —4&%}tSecond LifefE (& i
NGB ZBE TAES MR X — S0k A T &, JFHAR T SC4E. i
Gb, T SCRER PR T T G BR, PROSSEE . (Linden Lab) g T —AN& (]
() 4t (Wiki) R — A8 R SLED ( Second Life in Education) (1] Hls {2} %1 %
(Mailing list) *'.

FIFH Second Life HEATVE & #0J7 HI BB E20064E 248 . 2006411, £
PUPEF MIED (Barcelona, Spain) ¢ [E LAk & F D AFE 22 )i sl (Young
Learners Centre of the British Council ) T /£ Graham Stanley fESLED L &Ai—4>
5 118, XKW KK S b 7E Yahoo 2579116 i Second LifedbAT1E &5 i 1 )
N, 20074F L H BEIEHE M R (TESOL Electronic Village Online) 2573 T
KPR FIE S22  (Digital Gaming and Language Learning) ® E351%°,

B3 http://opensimulator.org.

 http://www.opencobalt.org/ .

' http://secondlife.com/destination/597 .

18 http://wiki.secondlife.com/wiki/Second_Life_Education.

" SL Educators (The SLED List): https:/lists.secondlife.com/cgi-bin/mailman/listinfo/educators.
18 https://lists.secondlife.com/pipermail/educators/2006-December/004118.html .

19 http://groups.yahoo.com/group/secondlifelanguages/messages/121=1.

20 http://evo07sessions.pbwiki.com/digitalgamingELT .
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http://www.du.edu/
http://www.du.edu/
http://www.insidehighered.com/layout/set/print/news/2007/08/20/secondlife
http://secondlife.com/destination/941
https://journals.tdl.org/jvwr/article/view/374/449
https://journals.tdl.org/jvwr/article/view/374/449
http://wiki.secondlife.com/wiki/Second_Life_Education
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tiSecond Lifese HE SN A, AIRZIGELINZSIN. 20074E6 H B4 T a8t s
£, %€ % IR 1) Consultants-E 23 7] & #2 %8 Bl 7 Second  Life L %5 70 T 25— )i i5H & Second
Life JI] T 5 #2%% (SLanguages) M1/ 3D 4% . %4 il £ 20104F C\ 2% 4T T 4
Jii, B — k12010410 H 15-16 H 4 7122,

B 22 A8 H Second LifedFAT 16 & B4 M2 hEE CREAZEEE) Kbl
H, ks T LR R T P PES () Consultants-E A 7], i454 Avatar Languages®
A1 Languagelab.com 24, LUK — B T3 KA K AETE &5 B 240,

Rl IE B ECE LA 05 T B S B S5 05N T AR AH 4R T 4R 5% 5
238065 Second Lifeiz FH 2 ATE 5 1 20#
v, B g E (R A 2 B 7ESecond Life®
PR 4 B PR RS . B S 22 49 M Ball
State  University [ Lisa Kuriscak il
Christopher Luke #(4%1£2007-2008%#4F- %%
XA H Second Life #HHE 2 1E. M2008
SEIF UG AECALICO 2 [H4E £ 3R R H
Second LifedEATi8 5 #0715 Bk ik
i 2 [ Z . AL, db ORI OR 2 1 U A

Second Life 35l Ak iiE 5 #0. kA
PR)E . Fe d A0 = A R ATE 9T 3 Deutschmann,  Panichi, & Molka-danielsen (2009)
B¢ anA] K1) FH Second Lifedi ey Bk A E 9w i - 2R i e il 1B RE T o

K H 4: Second Life 1 fraf

3. Second Life ZEH SCEEEH I JLAN S5

AT I R SC U ) — e U RTHIT 5T 5 A
2007 ‘EFFUE 2% Second Life iz FH 3 e 2
o Bl G AR M ST K 2E LT 2# BEE Second
Life &4 T RIS 708, #BeEE, IR, J
T 2008 4Rk RAE Second Life JF#d3c 101 Fi

)7 5: Second Life 7 {13 PU R JH L K24 L 122 e Ap A b

2! The 1** Slanguages Conference, 2007:
http://www.theconsultantse.com/edunation/SLanguages2007.pdf.

22 The 4™ Slanguages Conference, 2010 : http://www.slanguages.net/archive2010.php.

2 http://www.avatarlanguages.com.

# Language Lab: http://www.languagelab.com:; http://secondlife.com/destination/647 .

% http://secondlife.scuolaleonardo.com/.

% http://secondlife.com/destination/954 .

27 http:/lwww.goethe.de/Irn/duw/sdl/enindex.htm.

%8 Computer-Assisted Language Instruction Consortium (CALICO): https://www.calico.org/.
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102 8% . M4 A 493 Saint Clair County Community College %4327,
ML =ANF A Second Life MEAT A ST (1) SEBR SIS B A TR K 4
ZFH—:

WK F W 529+ K22 [EWF 58 & (Chinese Studies Program at Monash
University, Melbourne, Australia) [¥] Scott Grant “ZJifi | 2008 4 LAk 76 A H]
Second Life ¥EATH SCHiBh# . # Grant ZIf M us 3 A48, & THFS Second
Life 7205 N, 22901 K% T 2007 4E7F Second Life WYSE T —AN UL B 05
(Virtual Island) . " EBFSTRT 2007 45 R PAELE AR L 05 Hatid 7 HAa
FESCARr 15058,  Hean L) s b B R AT I E %, 54h, EEIE TR
ML BESSE, RUEA, BT BRI LR A S BT . 2009 Hh
WEFCER NS T — A oA [ 5 3022 33 7 T S A I B 05 . % SRR AE
“HE 7 (Chinese Island) o 7Ei%& FARGE N @ T 3D KM%, KM, i
IR AN/ 35 9 8

Pz sk A-4H, 1 2008 SEFF AR 1E
H Second Life #2z Lok, W EHIF R
DAL 400 ZAARVEATH i
oL |) 2 2] vh R 5 S04k . Grant 220
AT T 2P E A O N EEE 22

il B 2R R E T ) =K
RS SRR R BT
i Wit 1% sh . Grant 22 ITA]
HY“rp 5y SR AR S A
stk A 2], I R AR IR A
SRR T ER A B2 BRI R
B 6: MPNZEN -1 K Fh RS R 4E Second Life  fh4iH. Ehin, 1E2¢3 5450 A X1

AT VR, flbil e “hIE G 1 3D
FEALK AR KWL 2R > 28 EARPENL. FRan e B AT ACK H 7 ISEIE n H
T AR S BRI R) o 527 2] A OG5 AR BREAE o S 1L S AR BT
3D REUBESS R, FAEMTAT LA ) GBI BRA L2 i) B, SRR A 2K
SRS B g BEE R )% 3D A (SR TRAS LIS AT SCIIE K A 1o SEANE AT AR
LT SCE R A R, RIS R I, 1A R AR IR B AN R R AEIR 5
MR ARSI A3 v L i 25 B 2 A

2 http://confucius.msu.edu/secondlife/enrollment.html .
%0 http://www.virtualhanyu.com/.
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PURRE Second Life A HAEH SC st v H

O TRAN R S EER R R BRI P SC AR 7 (Chinese Media Studies)
AT 2R XTI L, Grant ZIFik22AM T DU R 28845, Hih—AMES 2
ik22EA117E Second Life SRy Kk AL SEE . Bl SCHI N SRUi i SR
KV NFTE R A S BE T, ARG TR AR B S gt Kb [ 5 5 iz i i or
(AR UV 42 N IR VIR . 2 G, FAEMIE B R 5 0 N 2555 15 1 3 14
WIE, LERERI R G IR TR

5 =B A IE AT R I RAMIIR = . A 2009 4 7 HJERE 10 H A
H2E =1 8 &% 9 & (4HAR/KA Melbourne, Australia i) , #i&H —4
RIS AE A B IR Z R A AR A T P BOOARIR, AR W BT
(P22 25 3] 5 IRAA KN

Grant Zifift H & ] Second Life #2# 4 i AE W T 2 BEARRLAT, 15 2 B9 3
http://www.virtualhanyu.com 7] LLE 3],

B —.

5 H R 3 X k2% (The University of Oregon) & i & N HBFFTH L (The
Center for Applied Second Language Studies) 3 725 [H [ 5 44 #& 5 H (National
Security Education Program) HI%tEhF, F 2009 4K KA{E Second Life Z5/0 T “I&
(R E A (MyChina Village) 7 Sl SCE A (Summer camp) 3. % E A
H A e 35 W A T KA ()2 20 e — P4 o SOKF . &3 H S R
Centric /> 7] /2 Avant Assessment 3. Centric /A 7] 1 57 #E Second Life ZE 7 i&E & iF
BFEER R “ T ER” . Avant Assessment 23 7 41 TR AL I FRVETE K-
Mk

HAE M DT AR A8 5 MO B 34T Sachiko Kamioka %21,

W BT — Ak B P E R R KO E R A, TR A E N .. SIniZE
AE MRS ) Gk A E &, i W BRI RS R A
A BRI BL A e L SCKF . BB AN R RN, B AN Avant
Assessment 23 ) B _E AR HEALTE SR . B A8 10 B 12 I N K2 AhpGE Bk
AR E . XK R A B A8 W S0 S 2 R . P TE SRR AE L gk
17, WNzH#F RS, X7 7 ARAEEARIMPFSCE 25, 16 K H MK
MEEE S,

4 2009 4 8 11 3 HE] 28 H. BRLEM LISEiA N (E AT
WFA 5 A 7 A o XA RN EE . 2RI Tk e
Blo Z0EL &8 0 256 TR B R, ARG A2 )5 A L B

L4 Scott Grant 44, P SCHARUR” LS S BUATE O, IR B SRR S ER BT . X
FTPARS T LRI, SO 280 T W E BRI — B 9 2

%2 http://casls.uoregon.edu/ .

% http://mychinavillage.uoregon.edu/ .
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WEASENL S BRI SENLTE DL o AT AEABOC T /K IE LS T (R Rk PE e i
b RS IR DR EAIH 15 ADORTARSEHLI 8 e 5, ibSE S B e, B0 n

(EFIE

FESE AR, IR R 1 A R
ET =AM, BRI —ANE A
AT BT R W) I A 24 234 ] LA
e 2 G EHAE SN R4 AT i BE AR
N IM) /N, FRAE Second Life HLZ M
AN B AATT T R A A AR TS R e Rk
(I35 T o

B 7. BAE R GHE Second Life ik

R =W, ZIE D SN, BN s BRI A AR pR]
FRELR M KRG R . ZINE ERMONAE H B LA, tenadid, YA
L AR A I, AR AR S . HEVEIRIE T E A AR
HOM S JEH AV /N 50, BEAL SN B n] LU ARATT 35 0 1/ 2 4%
SRo WA R/ NSRRI INEFIRGE CRRn A &, 1R IR 2 A4 R4 ) T LIAE
REAURR) “ JRI A7 A st 500 RIS SR SR PR E A E IS
xS B EA B EASK, 51 MATB R E SRR 1L B A )
gy, IR “FAg R A7 X2 H AT ELE SFEE T 2k

RTZE AL E TEM A M5 72 7%  Sachiko Kamioka % +:7£ 2009 4
A FAMEM S EAEIIRIS . MyChina: Summer Chinese Immersion Camp in Second
Life 3,

F=HI=:

BV R OK A N AR TR DA RO
54722 5 5 1] 2 0 3 A2 e o R oK
S W RHEE 8 (Embry-Riddle [
Aeronautical University — Prescott) /i [
g AAE, 5 2009 KR H
Second Life 359Il H S Z0Um A #04%
o MBEAZIN) 2 A BEE &b 3,
TESL R H AR, UMEENE/ET e ) Ve Fo—
SCH o SRLLZITI AR RIEA S gt 8. 9220 £0iite Second Life iyt it
WSO SR KA AR . WA il i

# Sachiko Kamioka (2009), MyChina: Summer Chinese Immersion Camp in Second Life. Presentation
given at ACTFL 2009 Annual Convention and World Languages Expo. Available:
http://mychinavillage.uoregon.edu/learn.php?section=presentations.
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PURRE Second Life A HAEH SC st v H

Second Life V55, kP SCARHE R GV A2 AL B 2 sr, ARG
KA 2 A BT, 43 A RS bR B RN G S L~ . A Tl 2 82
WK, PRI S AN DR ES (KRS © &1F, MOt ML R
7f Second Life Zi& T )@ T H AW 3D EIIZCA & “ BRIENLE =" (Virtua
Living Lab) , GFGHIG A7 S0 RIS,

HEEITH I AR ERFLOT R “ ZEHARSHRECH:” B JEEAT 63
A B IR SC R 24, 31834 S TADRZIRYE ) 63 427
AT AE Second Life S b S0 2 BNy, IXLEAA O R 13 4L, R 4-
5 MNo AERNRIRERI &0, X5 BT E S Second Life 1i%zh. £
Second Life [F)5Bn oz I [ W9 A, &3k, BEIK 30 208f. 5 RE R IINXUS
B (WNZETE WD) AT il b 3052 3038 I BRI I B F I 8], RSB 224 14
NI o B0 1) A TS B R S PR 2 A 2 >0 R ST AT I THDx T R 25 ST R
PR BEA RN RS Al Al FEXUT 22454 Second Life Hiainy, AL B AL~ AE 5
WA LI IR EEAMMIREAT o AERFIRSE ) BEAN ST AU, DI B o RN 4 75
PR R SEE I A B T P B B R SR

KT IX— I H B AR DL SR IR 0] S 25 AT TS () S, W “AeiB g B
Y2 R A R — LA 52 Second Life 77 . 4> SL30% 2 0 AR
Second Life ZUaRil Rl WATR) 22 b AE WA 2 0H T S R, HIE T o H2Y
INH7E Second Life U1 552/, AE Youtube 3. Y4k, S FpiA B &
VERRST T — AWk, 44 “45 4 ”  (Second Classroom) %, DLy SERF 5T 4
FHET 12 H Second Life &5, HHAEEIN . dbAb, A A6 78 A8 W 5k
(Facebook) 7. 7 Second Life {4 _F 2% i) sk AT 3% 5 T i 160

Bk 7 LA BB LA A, 3

[ V5 %< k2% (Seton Hall University)
(1) R 2R 2R 2 A 22 4 A e rp S A
T Second Life. FRZ It rIEEL
S AT g b SCHE, JE 30 A
- . T 4 AR
S AN, HARHEON R A A

N ~ TN 16 MR, AEAEA
e THEIERL 8 MTS . BHAE—MT
B 9: s PUtR N K22 AL 72 Be e Second Life (%% %o REAEFUMGIRE, FK

% http://www.iii.org.tw.

OOFEA, LT, BRKE (2010) HETENGTERE UL A RS —LL SIS Second Life {71
R AEIE SCEAR, (5), TE 157-178:  http://cycuir.lib.cycu.edu.tw/handle/310900400/45901 .

¥ http://www.youtube.com/watch?v=0u4 Xei0DMQY &feature=related (AL AZEH)
http://www.youtube.com/watch?v=2gQznOtKPpA&feature=related (S5 1) -

8 H. )31k http://www.chineseplaza.com/.

3 H: kit http://www. facebook.com/second..

Journal of Technology and Chinese Language Teaching, 1(1), 71-93. ISSN: 1949-260X 80


http://www.iii.org.tw/
http://www.iii.org.tw/
http://www.youtube.com/
http://www.chineseplaza.com/events/201008/2nd_classroom/about_us.html
http://www.facebook.com/
http://www.facebook.com/second
http://www.shu.edu/
http://www.iii.org.tw/english/introduction.asp
http://cycuir.lib.cycu.edu.tw/handle/310900400/45901
http://www.youtube.com/watch?v=Ou4Xei0DMQY&feature=related
http://www.youtube.com/watch?v=2gQznOtKPpA&feature=related
http://www.chineseplaza.com/
http://www.facebook.com/secondclassroom
http://confucius.msu.edu/

PURRE Second Life A HAEH SC st v H

WERHFH, GOMaINE, M7 ETS. XA 54 R RS
16%. ¥R 2 i A6 2 iy SO B 1) 28 BN R 2 L1 4 Bt I RE L3 B A BT e it . 3
LS DRI ST R IR T 52 Wb £F 2010 4E TCLT6™ i SC4E P R R I8 ST

4. F A Second Life 34T o SC# 2 HILER /5 K AH % 1) fE

Second Lifeft #H 14618 5 20 o N H AL B 5 A A TFIER (4 Stevens,
2006 ; Erard , 2007 ; Cooke-Plagwitz , 2008 ; Nesson & Nesson , 2008 ;
Hundsberger, 2009; X B5{=, &kel, FRIKE, 20100 . R, EHEMRBAEM
20074 FF 465 A7 5% SCHR IR 158 132 E0, 55 6 — L83 FH Second  Lifel®) 2527 240 (1 L5 LA f B
CfE H WA T Second Lifeff) A<y, gt AL ip 3Cesis Al v i D0 xS AR 5% ) iR
— FMAH.

4.1 R Second Lifedt T 3L HE I K

T BB AR AR 55 0T 1 58 B 2 R 5 T Ad AR DG H AR LA W e iRy 2 Ak, B
HA F ARASBE LB A U11Z B B AR b 77 . BASecond Life 4y 48 3% 193D K #0L H:
FAEHCE N 5 e KA AR AE R FE CHBEMD  2E* 5 (Liu, 2008;
Nesson & Nesson, 2008) . IMiZFE (HIBEM) #HH 544 ) 1H 4 (Face to
Face) ZE AHLLATAE b BEMEARIRAEE 2 7101,  LLin 248 208 v] 4 | 1R s R
AMETHX T (Face to face) _iRf2 Atz LS nl DIl 24 AR e fil 30 (13
S5 B ) 45 DR 3R AN BEAE AL S A R B A 21 (1) [R] 22 B2 T s 22 0T i ot sk B X f 1)
kB RV FI A4 (Kim, Liu & Bonk, 2005; Liu%%, 2007) . BAAF|h S #
2, WREEE nONTE A B GG I 22 R R B A IE I SN, R N
AN E IR B TE 2 2242 . il B s ia A g sk, teinde DL B3R &
T8 TR RO S B A 22 RN 56 [ R 20 2T I B AEZUE I R, B2 2 A 6
SRS AN TR ) FR B 2 TR S A AR S S R S s SR IT) O [ 24 AR AR O [ R
Y M AN 78 S F B U A SO N R SR ) R S e A B I Atk AT 1) 2 A R DL CEEIT

T o

55 H A T 10 F5 HL IR 250 2% B AR B, Second LifefE i fE 20 7 A an F LA
P (1) ATCAAER B 2f S A . bl 0 RN D R R 2 T ) T 4 e e L2
JEH MR AR R 2, 2AEEE A S EBIN B (Shih & Yang,
2008) . IM{E3DMEMME A, FAEMZINHE A B S H3DREA S, AIAR AT ER]
K, WALIZE R A E . B TES% 2] (Nesson & Nesson, 2008) . (2) Second
Lifer] DAFS B hnsm 23 BT 2 IR BE 2R o — SBBIF 5T R B0 P 2250 1 VLR v ) 2 A oA 2 2
I S AUBUEE (1 Palloff & Pratt, 2007) o A7 AL AR AN 27 AR ] IR 0 B — 4

%0 http://nealrc.osu.edu/tclt6 .
MLEMC,  “WFEHE” (Distance Education) Fll “WZEHE 7, “HEKMZEE”  (Online
Education) FTfgAHIA
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PURRE Second Life A HAEH SC st v H

WREEM T, AEARATT AN EDE P N R I fEZk . BLARTT LUH Skype &555E 1 Ha figg 7] 19 % 2%
Ha 3% ok s T e 4k, {HANTI{ESecond Life [ 5 40 0% 5k & oA N & B 7
B H % (Nesson & Nesson, 2008) . Second LifeR] ¥ 7E 43 Aii 7 TH 5L & Hb i) 2% A= 5
i RS RERAE D o At AT T AT DG ISt S A — 4 m] DRI [R) 22 AT T AE A Bl LD, —
I, AAZE e N % . (3) FIFSecond Lifen] LA#E B FE & R ¥ B
B iAot A 2N LG S an oy e, N A EHE S . A Y LI EIRAE,
LEIX SR ARSI A Adobe Connect 3X— 2% Sz 2 T HBH T /NS . SR A
F EAF X AR AR K R B R, 28T S bk AN R hE, X
PIHEAH Y T—AN s al. ARG st 2 fn, BRIMF MWLl FE 10 Pras. E4Z)
INATHE RS, ZIRA AN — DA FE ML, SEN G SFE R Ftm. HoA
WS 5 H W iE B H IR 8 kNl i3 . 1 7ESecond Life J fy 52
3D, “AERZ AT LU I EE A B A B . ELRA, MIETF S, AT
TR A K. (4) Second Lifen] DAZE3D =R [A] Py LA AR T X B A 2l
BRI R PR ten, EPFSIREE MBI, AR A S H 3D E U
PR R, AR BRZ N SRR, B BNZE R PRE 5ik. SiAh, fERE
AT EREE, e nr DAV ) DA [ 3 RO S R, B R B RO A L ik ]
e AL H .

 This webinar is set up for one-way audio -
Only the presenters will be speaking

+ You can submit your questions using the Chat.
+ Please be patient for a response.

+ This session is being recorded —
It will be available tomorrow in the Webinar Archives
found at: http://wallacecenter.rit.edu/events/

&/ 10: FIJ] Adobe Connect _Fif/FF< /iy B H 11: 7 Second Life b iY/FF£ /B i 5
I 5

H.k, Second Life 5 H: At H
THEWHAML, HEEHTE
WS R S T T AT R

ORI T TS s e S A At
# I (Shih & Yang, 2008) . ft
wr, AE A5 AR A OGN IR
i, ATk ok 2] Second Life Mg
(e BT B 2R S 0 . AT Lk 27
Al Rk AR S, ER SN
Mt
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%=, 7F Second Life L, 2%/Fn] LITE 254 MOE 5 45 1 e 2 b AR N B 1

NI DA 8 55 3L, (RN 250t ] DS A 1) T A 2 A I AR S 4R R . Lt
TEVERN 5 ) R0 ) B A ORI, VRS AE “AERTE, MAR” o BARTETIN [
BeE, AT LAk A B 07 okl ARG SRAS K 7 (8, e Sl A 28028 2 )
IR, A NBURZ ). 1ii7E Second Life HLAVRZ S df, If Hitn ikl £ 24 (R
I KAl b YA SEPR B AR Gy S, e « B4, “HiH” ]
7t Second Life RJ7ERISEIL. EH —HRAF ASHER #XAEHIH) “ 5 )ik ”
(Total Physical Response*®) N FH 76 e ANANE 22 ST 1 — AN JRBR A2 5 LA, i
TN ERERIGEER, e N sl 7 A s AN S8 e IR Ee A% Py [l
FEMNKUE, SN, 7 Second Life - T-#HIM R BRIMLS, 235 ME)
VeI 458 [ 4R, B/ B (Hundsberger, 2009)

%0Y, 76 Second Life B, WFILfisEtt, w24 2Rt . AR M AT
2| “rp[EY”  (China town) HEATIEF L] (Field Trip) 2t [E 1T (Grant,
2009) , SR IXLeHh T HOE ERUR . L andE Second Life HLZ% )3 AR gy LK%
PRI R S KR KM RIS e KRS TRHLEE, i AE Second Life
B AUl [ s B LA B, A DAS AR S o [ e AR A . X EAE R AT
SHERES S, BT AR, T ERIEAN, NIl VRN I 4 A R
FFeT  (Liu, 2008; FIH, Hker, BRERE, 2010) o HhanseAsisid—A i 8
AR 2 A BEAZ 4 R SR TS IS T RN SR, 2 fin U@L Second
Life () SCASKT UG Tl 1, B0 3T IT Skype, ZEANET W2 A ik 375 ) i) IF 4 1B 2480 o

FAL, RIS EAATE R Z B E R, 40 Nesson FiT Nesson  (2008)
Frid, fE Second Life HLf& 7 HAWAR ZAH B4, AATIE AT LIRS XS J5 3 (1) i #4k
Fo HTFRERANLAETREZHS, SEAENTFOYRERE MY . i
RARZXS Ty, W PUEF IABA WD E G, BRI TS0 R & 2
KT o FHN WA SARAEIN L P —FE AR ERAR UOIE R CEAFLI, ] RE i
PRIEANH T, ARG, SWRA M ENUE T 8 2.

FJH Second Life it 47 Hi i — L4t
A, Bl oA Second Life 15 %5
P E AR & 2= £l B
P, 2 A ) h e B R AL RE K
( Self-efficacy beliefs) 445 % K42
(Henderson 2%, 2009) . AH4p, H—ik
[ R M BV /S = | Yo (o] 1=

- hRel, i ,

L 13: HSRITEE A B P AR %’g‘fg% éﬁﬁﬁfﬁﬁigﬁgg;ﬁ%%
T AL, EAAESE REMER R, MR WE, DHRE A CREM, i

“2 http://www.tpr-world.com/.
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PR B P A2 A AR E R e Befa s, SCERT (Wl Kuriscak & Luke,
2009; AEE, dker, BRIKE, 20100 rhikcdEF| 7RI Second Life ik w] LUFIREE
2 HPRER R, BTSN, @] THITHE S, M TFIX— R EH NN
AR, BRAEZ A BT wcHE Chb g 48 2 W RN i =2 I Bt 2088 2% 18] 1 A
1E) 5 ASRTE Second Life HLREAEF&ANMR],  BIAEE AR L B F0H SC2p R A N st
SEI KRS I FEAS BE LR AIE R IR ER BEAE 2B — S Ui LRI .

4.2 FIFH Second Life HEAT P SCHEE AIBR i Fo AR % ) R

A T H—Ff, Second Life 7 —S6AN L. fEH N FHA R b4
L2 . 757k ) Second Life AN SCHkT, JLRBREIE L KR HARAR G 1)
. ben (LD % FEX YU E A R s k. XA, e
T SAE A R SN RIS . S TAEE 3D A R E G
IRUF Rk, RN P 1 Ak & 2 e U T 1 AT, A ot
SHRLVEAT B IS AT 3 B RN LL R 2 1 PG s R B o 3 4k, P 8 P 1) BTG
PR, (2) fEfTIERE T, AR I Second Life #HHH, HREilJE U7
[ RS 5 E 2N OFFA, iR, BKE, 2010) o XMHM T, s
IR T, Eask. b, HTSMEARRE, B BIEE e AT
VB, WEAka)E, SEOL EALISCRYST AT . XS T,
HUE T

W, RIHARE ARG, RR 50 R 28 AR R AR L, 22 3] I R 4R
Second Life 75 A KB AK 11 o tbtns B Ck #4: (41 Microsoft
Word) EAERINIRZ Z e fdi ] Google Site SRbIEELS I 0T, AT 4% LART P
FE, THEaE S R M R E . 117 Second Life 48 FH 12 3D ERIFE A, *F T4
/DYE 3D HLTIERR I KU, SRS DhREA B0 . S ELRN H 5 Al FH ELI5E BE
AU MG, R TR, FEEIJIRZH AR BOESEINKZ &30k
50, WPENERNRYS, Sob, HHEEE TAEE:, 1R 2 200 nT BEHAS 21 2 4% 1 s [ A1
G DK 2K T VR, BERA _EAR el A A R I AR AR ) . ) T — 22 A
K, e SRS IR AE A, TR R 2 R SN R R o SAd AT T
VBT ENURF R, WS, AT E ST EHIEAR AR IE, AR
i) XAR/DBE 3D WL TRk, 54 Second Life sk#ux by A vhr & 754 B ER AT
B2 546, HP TR EALRZ WA E S e RS TTAE 3D A A B ik
e STV CE g S, (H AN AR K IR, AR A% 3] Second Life (], %
A GRS KA, A O ERTE ST IR TR, X EE R ] 2 AR 5 S
EETE R o R 2 S SCHRAS R AR F N B3R R TG, 288 A R X LS )
i) 5 HLAE4E Second Life I L, ASGnfeAext f e B > EHEH R
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RN, BIH RN E, RATHEAS BRI VENEAS B, W
Second Life ZWUATATXF ATt 5%, Al LA F HoA ] 7 9 2 20 2 100 77 e 0 SR
$I7E Second Life #1H —HUB VA RIS, F 8L, i AL T 2500, AL
7E_ G s B CARE i S BBt . X S LA (A AR $ KN B AN TR, TS e S5
SEAEVE LB RE, B IR AT N 5 I 295 ZE T Y, AR
A RAI NG & =32 3 e, (HIEAR 2010 4E 10 B AN KEHTECE™, A
2011 4 1 HITUG, XEC R SRy o e v A a2 ki UL it 7 245 = )
AR . BARA ST AS nT LA, (Hiih & i — e Mgmfiae 1. 0,
BETE IR T B AR A S T KA. AW v R I s A 23k, 14
P22 AR R0 “ TR EAS” BT TR AR BT, 1A AN 2 i H
R “RBISER = W2l LIP3

F0, HRHARKIEAH BCE SRR N S FF R (Cooke-Plagwitz
2008) o FEFRZIMM G2~ L S B 22 I RE b, SR BRI A1 A
R A NAEL AT B R BOR - nT e DL )il B4R X S M M E 275 T H
o ARSI 5i4h, BRARZIMPTE R AR 5 2 S BRI B 0
HWRSS Lo B2 AR S AL B B e PR RE R T 3R f iR . S R A ] I A
HH TR, AT BEIN e O A .

EMAERRE, 2P LA 634k, /i 1314, F4HHF 45D .
X 4-5 DSIZINAE 30 PRI B AN RE A, B ERASETIHY, 7 7
A, MR SORRRE R B N2 S EE WA 16 4> XERE 144
SR A RE RN AT 2 AN DL EBRESR R SO ANZR 2] o DR ESE, XN IITH BTt
FCHFRBGESH . T H 2, JCHAEIEH] Second Life I (HUR £
6o SR ILRR) ) FEURE 0> ST RIAELG Ko R0, AE HH IR K SO o AR AE R IX
a “FRT o AEMHMZMRE R RER, PO AN E A =D 15 A
L RSO NICEH 25 8] 304, HEEL . I HBEAAMEMBIE. WR I
AR, AR BAT LI5S P B ST I SCRF L, BRI X L AR 2 5 O
o

F, WHARR T HECM I TR —#, BT Second Life FIJFis?, #£ Second
Life il Gess Il — S0 BRI B 1, 8UE B —L8A 11474 . Second Life 24w
X SRR AT AR BAARUEY, EE R T DABRRL . Bk 2o E R, X E A
PRI PGS T AR Y R A s 28 1 AE 2 B 3 X A FH R0 Rl N\ (1
HRWAT AHY . REm, BTSN TR CnM Bigizss) —+, A
N2 HE R —BE ARJEERB R5 L (Bugeja, 2007) o 7EIX HLZCAIKZIN, e Ar Al

B HPSE AR R, AR N FE A T HE R R . 6T RS I, A
W RESE A, PO H P AR HARRS S IS, R UEM.

* http://secondlife.com/corporate/pricing.php.

** http://secondlife.com/corporate/pricing.php .

“® Two Important Updates on 2011 Land Pricing,  Nelson Linden on Oct 4, 2010 .

*" http://secondlife.com/corporate/cs.php: Community Standards.
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Ffb NS T CLBCA T BB BRI, 24T B 2% (Cooke-Plagwitz,
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Facebook) —#¥, Second Life i 7 A sl PG s .y
B BRI E (Young, 20100 . feh, RUESHAR AR, Second Life
PP HAZE TN R EM. ks A S8 EE NS5, Bk
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BT IENEIE,

5. B R EE

RGN T4 Second Life, A48 7 H &R Iy S FILE T JLAE 540,
HHNH TR TEFE TR LA 3D BT AR5 R /44 T Second Life
EHEORESHE FHE SN . WEEANTFERAHT =AFH Second
Life 76 - SCEE P IR SEBr 0. By, FET XA TR R SIS k2, kg
T# Second Life iz A T+ SCEEE A0 SO G SR AT G )l s {ESS IR LR IE L2
A, ZEE AN BN Second Life sl At 281 3D FEAULH Ftia H T b SCHC# A I
A f S PR L, IF = B A fd ] Second Life #E47 4 U8B 5 456 () Scott
Grant Z i N34S T R 1 — S8 B A4 L2,

WA, R AN ERET, B ZE AR AT REVEAN ) TR, )
TR AN CER LA WL A FIA L . Wl Grant 22 (20100 Jrife, XHR
1T AN S FEONZEARANRER A, IS m N ZE AR AR
s Whiseg 6 LL Second Life X3R4 3D mEFUHE A AN B A T, MIE &AL
EAERA B . SRS SR b s T — 22 2K E NS Second Life 3 K1
BHIER K Z%

FEAEH — MR T Heans, BREUIHRE B H . Emr A 18R
NAZAE AT BRI B AR I C8E . AR5 IS8 AR H bn et #eaifsh . a4k, ik

*® Two Important Updates on 2011 Land Pricing, Nelson Linden on Oct 4, 2010.
* Scott Grant i 1 U SCAEFE % 1A
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Suggestions given by Scott Grant (2010) on the use of Second Life (SL)

“If possible, could you please so generous to write one or two paragraphs to briefly
summarize your experience of using SL, especially the challenges you encountered and
give suggestions to fellow Chinese instructors who are interested? ”

“This is a big question, not easily (or advisedly) summarized. A lot of educators in a wide
range of different disciplines are using virtual worlds (VWs) like SL and OpenSim (and
other platforms) to conduct a wide range of teaching and research. VWs like any other
technology used in teaching and learning have their advantages and disadvantages.
Assuming that we are all interested in incorporating some form of technology into our
teaching practices (otherwise there is no point in talking about VWs at all), it is important
to look at a range of technologies and find which one best suits your pedagogical goals.
VWs like SL suit some pedagogical goals and not others. It is still early days and there is
still a lot of experimenting and research that needs to be done to establish just exactly
what VWs are good for pedagogically (if anything at all), but my strong belief is that they
make a good compliment to formal classroom-based F2F curriculum (providing
opportunities for experiential and task-based learning that may not be as easily achieved
in a real classroom and where travelling to the L2 country is not easily done), and have
the potential to add an important interpersonal dimension to distance education learning.

So, my advice is for educators to think about what it is they want to achieve by using a
VW in their teaching, and then go ahead and give it a try. Having solidly grounded
pedagogy is the absolute key, but also having a virtual environment appropriate to the
goals set and that is of a good standard of quality (not necessarily complex, but for
tertiary learners not cartoon or child-like or 'half-baked’) is important. Understanding the
platform/technology/environment thoroughly is also extremely important. Even with
things like conventional LMSs (Blackboard, Moodle, etc), many educators only have a
superficial understanding of how they work or their full potential, and thus have a
lukewarm attitude to their use in teaching and learning, which at the end of the day
results in poor use of the technological platform. Reading up on available research on the
use of technology in general and of VWs specifically is also critical so that you can learn
from others, avoid pitfalls and creating unrealistic expectations, and can be inspired by
the potential others have found. ”” — Scott Grant (12/20/2010), Personal communication.
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Resources for Using Second Life in (Chinese) Language Teaching and Learning

General introduction about Second Life

http://www.youtube.com/watch?v=0t1XR-LrgyM : The Origin of Second Life
and its Relation to Real Life, an interview with the founder Philip Rosedale
http://wiki.secondlife.com/wiki/History of Second_Life : History of Second Life
http://www.youtube.com/watch?v=FZAj8Cg4bLo : A video clip about the
introduction to Second Life
http://www.slideshare.net/eduservfoundation/second-life-in-3600-seconds/ : A
nice PPT on Second Life)

Discussion Groups and Listservs

http://groups.yahoo.com/group/secondlifelanguages/messages/1?1=1: Yahoo
discussion group: Second Life & Languages (since Nov.6, 2006)
https://lists.secondlife.com/cgi-bin/mailman/listinfo/educators: Second Life in
Education [SLED] Listserve:

http://www.facebook.com/second ; The Facebook group for Second Classroom,
discussing the use of Second Life in Chinese

Workshops and Consultation

http://evo07sessions.pbwiki.com/digitalgamingELT: TESOL Electronic Village
Online offered a session on “Digital Gaming and Language Learning” featuring
Second Life, January 2007

http://lwww.chineseplaza.com/ : Consultation and training service provided by
Second Classroom

Conferences and Proceedings

http://www.slanguages.net/ : The website for the annual SLanguages (Second
Life in Languages) conference
http://www.theconsultants-e.com/edunation/SLanguages2007.pdf : The first
SLanguages Colloquium, June 23, 2007
www.simteach.com/SLCCO06/slcc2006-proceedings.pdf : Proceedings of the 1st
Second Life in Education Workshop, San Francisco, CA, August 18-20, 2006
http://www.simteach.com/slccedu07proceedings.pdf : Proceedings of the Second
Life in Education workshop, August, 2007

Comprehensive Collections

http://www.simteach.com: SimTeach: Information and Community for Educators
using MUVEs, maintained by Jeremy Kemp
http://web.ics.purdue.edu/~mpepper/slbib#pedagogy: Bibliography of using
Second Life in education, collected by Mark Pepper
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e http://www.dokimos.org/secondlife/education/index.html: A collection on
educational use of Second Life by Theodore Wright

e http://www.healthcybermap.org/sl.htm : A collection on Second Life by Maged
Kamel Boulos

Websites on Using Second Life in Chinese

e http://mychinavillage.uoregon.edu/: MyChina Village, a project led by The
University of Oregon’s Center for Applied Second Language Studies

e http://www.virtualhanyu.com : about the use of Second Life at Monash
University’s Chinese Studies Program, Melbourne, Australia

e http://confucius.msu.edu/secondlife/enrollment.html: Use of Second Life at
Michigan State University’s Confucius Institute

e http://www.chineseplaza.com/events/201008/2nd_classroom/about_us.html: Use
of Second Life in Chinese by Second Classroom
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Processing)
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Kam-Fai Wong, Wenjie Li, Ruifeng Xu, Zheng-sheng Zhang (2010).
Introduction to Chinese Natural Language Processing. In Hirst Graeme
(Series editor), Synthesis Lectures on Human Language Technologies.
Morgan & Claypool Publishers. x+148 pp. Paperback ISBN: 978-1-
59829-932-8. e-book ISBN: 978-1-59829-933-5.
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THEAVEBAE A — AR EA LTI A R S o B THEATURT ELIE R AR (1) s 32
Mg L2, NRIEF ST & ME S MBI T, AP BOE AR 1S 3N b
E{ER], #Emdrsh T HARE S U EA UG ZE R CERYE R R . (HMN F AR TE A
FEN LRI R R, XU 2 B R R A LA IS S 78 5 1 5 1
Fail EEUAR . AHLLZ R, RO BARTE AR EERE SR AP IR M, JERE S, Hh T
POE S 9B AR A BB E R, A VFZ R R PR . BEAG DU A7 742 3R
O R N SR T, el DO A ] o EL 56 Do R g M 39 A T A P B 1) a3
PP BRI S P R E M. PIaEPE. AZhach . pOEE SN, EE
I GO 20 2R G 0 T R S BB B 5 S DT H R IR B SRS B A B
AR SCHFr SR, EXFERE ST, (hXARESAIETR) — B HhRkE &
N7 H i A IR DOE TR AR PR R I TR, DB R B 2210 A BER AL R g 3%
W H ARG S A BLIRTIT, T M FARTE 5 A BRI BRI T
HE TR
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ARSI, BIMUE— BRI AR AR T 5
BRI, MBSO GRS e AT \TE LRI R BOT 5 = A4
Ware HEAMEE (B B . A RN, BT MUGER X
BFE G5 Hib. SAED

fEAeBmes), - EERAENKARES. BHESY. WHEESHNK
HWEN, WERESAABEN T PRE 5 B H A b N I HR, JPRIX—
BORAETE 5 A B R St 6 B ALAETNE . AEANE C=AN R T B AR LAY
WA SR, TR R AN HARR B, F12 DGR RB SRR DO 5 A
P ) R R Bk s A DB 43 ISR AV T SO A . BT
PR 5 AR T2 T RIS, DU e e g RO P Rl 5 AR R AN R I R
SOR, AREMAL T DOE B M EA A A% O 32 T AT .

BN S AN, AHDOER T ERAA S, DOE R R K
SRS AR DCTE ] (AL . AR 1 R A T LRI 7 W EAA = MR B
PETE F A X, JFHRRRIR T =F Z X B SR 8RN T A DOEIBS
AT, RZEMESREEHES), AR ZARRMIBE RN IR EF BN IE SCRA, T8
WOV, DL DU BRI, Tl = A SR W TR S
HZ I B 5 AL, 2B A S IR ALy . FEAS TR R R AR i
VEEVEMHS T 00K A R BRI 5 3. VR8BSR ] 15 AR, 340050
=S WEN = RS, R)ifier A (BIEH. el shiEn
280 R e B AL R A R IR R AT Ie TR A R AR . Gl LR
ortr, VEETRI, DOESERZAEAR 1 5 A S o3 il PRE A B S BRI, 2 DU
F AR 5 AL BE P ek ol i) S B T E o X —FON PRI T — D E T E A
fitt, WG T DO S AC B BT TN ) O 1) 7

PR RO NESE, 5 =T A A ARTE 5 AL BIAE S N BARZ) By ) 3
PR H M HE R DR R (78 5 2 M SCARRFIE . ARF 53X BT K I 520
DOEHLE 2 M DO RF LI DU SORRE 5 AR IE =38 507 AT R A2
PR PR AL DUFREMAFE . BREA. R0y TEiw. W7
G2 HEAL . SO CRRFIE O AE: HRES AR ST 5. Bl S SRR G
Il ez WA PE bR [R5 ] 5 [R5 3Gl B B R DAZg g
. THAAA . SR AR AR LR KA AR A AR IR ok 55 A%
= FEXS AL e A BRI DUR TE 5 5 SCARRFIE R 20 B D LU 2% AT RBOR TR AR B 5
ey 7.

DT O 0 . MUY RO AP S5, 40
IKORBRIE PR BV AT 46 IR . (1% RTSCATLA LE DL A 5 €2 1
St AR DU A T RRIC IS E 7 RFHESISE T DU 53 25 U e A -
P MRS I, JFLAM R A5 SO A SRR PR
S BT R ARSI, BOIDUE S AR AP AHbR: REE AR %
SEIAEE . BT PTATRR, IO IO DUH A A A DL
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BRI VAN LR DD FEA B V5, PRANEEAS. e TIPSR S B 200 B
LB EINALH R A EA 4T REAT R e 73] pbl SCie) L) b o S5 ik ] i
RS gTHL. WA, AR T, AR T I I A KRR R R X
W P AR AE . X =ANTRREE 2 A AERURSAh SCRIARDGE R . 5
HIF B AP PATTERHZE AT 0 47 VA R WV K S DUR R I 5 MR . ddm, ARERS
— B B B DGE S TR IEAT T R R4

B L FIT IR AR ARG A A PO L AR A AEDGE 7 1] I R H L A
S A] (10 VR3] T 2 R 3 P i Ak P ) R 5 3 3 T AR I N A 2 ] A 3 £ 4] 1]
dorh,  PEU TR IO AR BB R G s B T AR, BRI TG E A A R 20 ]
FAWT o DT B ] A AN I 00 3 RS 65 s ] il RBLFR T A s R o LR 3R )
PE T B AT B A AR R RN 1 5 RSB A o AR i) T2 B Fi R L FR AR A
A4 AR MUK S 0L FI A4 3R]« A Y W A IR BOR YR 44 ] LA S s 76 5% A8 BT —
TR TN SRR G R H 5k, PR ENG TR A AL S FRA
A% PO Tk BONAR G sl I A =2 WA AR ARG . K
HHRR 5 A SO B

EB: R RIS NES I\, VEE RS B 0 N DGEVE 7] () 45 1) J2 10 75 235
SOZ M ST Z AP RIDOE R, R, 8 XAETE S H AR R T BT
VR AT S8 o 8. (BRI antt, AT S H S DOEAE XE S . A%
FETE MR ER, U2 DOENLES MBI T 5 #A T RE R R &5 . S N R A
T HECE SCFR S EEAM S, W XYoo, 2 XL WX R A, B
RS Ay BARYE, JENHEE R LRI LB 00 HESL ., EE. A mc i
. mHE. THS WT TR, X80 RIS A =R R M BGE 4>
KR PEAT BV o X =P RE 2. R SCRAEARY « 20 (HowNet) Fil
CrRoE SO Ml Y o CIR) SRl AR ) S [ 5 — A AR K i, = LA
R T AR ) ) TR R TR OGRS 22 BT R A R N DU PR 1]
FEJG, M N AR SR BEER HARIE S ACEL o AN AN DABGE R R 1]
TR INE S D H IR 5, $8 7 & 5 M 2 1) LS AR & B ELAT 1R J 22 ) f oK
NN RFREE . AR 5953 WordNet (%] Eb, g H &0 Y R ) 2
Abe PAIC AT AL . PSSR ST X R PLOsBURNEAR 2 % LE A 40
Hefihe (PO SONE SR L) 2 AL RSV R S T R R e R TR YA R
. B WordNet 458040 =, £EARIES WordNet FEZ 10 R, X S I fE
HEAT T otk . IXSE I RE AL I A 02 RIS RIS . ST RE T
SCFRUL S AT G v U A A B AR

BLEEERR T 5BUEZEE (collocation) AHIKIEAMES, AHEE X\
AL SR LASE R . B0 B AR TE 5 I O T3 1 R A5 X — R 1Y
AN BRARA S, AEE T ACNES T RN DLSETE N SLat 3 FIE A R E L, fR i
XL AR ST A RHETEA R MO0 . M bexs, fEHHE 2D A4
PO E P TR 5 9t VB AR 20U Z T B 228 AN BIDUT SR RS DUE 7
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] AP AR SR AT A S ] O T2 B SR K PR UYL, IRt ) 7 MR
W, BON ™ IE X EREE A A B A DL BT S ifn ki, HAT A
TRITE SCORIG,  REnS B A IR AF S A H] X B AR IR 454 (p. 98) o LUK —5E SCA
AR, AEFE PRAURmE T, AEEAEE. s, O (M. 4G 8E5%) BLE
BRSSPI IR T DOREHIE R AR, O NS HeDOEETER A 3)
FEBOT AN H N B E T Hefi o

55\ T H A DO E B ) A sh$E U V. VBB 1 B AR T 5 3 4a il
T FE ) A he st #2552 Br b2 % TR SR AR TE BGE A 30 208 F A bR id i1
BARR T o MR 32 SR X AR A H bR S8 mE AN, AR 24 48T 1 A 3h3R
HEEARKN 3 LR = F: Gerh$E i, AvASREURIE . Sevh-FE i DL H A5 i
VI A D ] J 320 B i R P9 H B R 23 B A figeade e s, 3 T A S
1) 5 3 AR AL A S v S A e i S . RJVETR ORI DGR TR S 0 A TE I 41
Fr WA T AVE RO X — K, AR TS Y (R VA R, e gk B AR
(parser) ) H bx I8 in] 5 [F) I (4 A3 7108, SR )5 K gk W28 e &
FHVE o T ORI 5 SRR e DR A e 1 o 78 PR e IRk = A R ] S i
TRAFH RN P Fh o [R]) SCURRA FH [) SO 4 (r A B, DAHERR IG5 X B
A TE L2 v B — S ] (1) [R] AL A A I — e B BT, L FE 1 &y
V2 9l e I mT 4 T CAHERR o BRI i 228 32 FH 3 ) AR 4 A e s AT B
o R —MAE A A AR AR — Ml S SLREC 0 3] I A A
HAHAEYE, DI n] 4 e Az 46 (& A HOAT o BT PGE S T8 iRy v
VEE U H T — Fh g B M RO Ve SRR o X — 5 ¥ B A X A [H) 28
MPERET R 'E2A T AL =M, B8 SR s H
7. FREGS R, B R B A I RS R ST, TS R RS 25 S, BN
VLAC s S5 AT S ADESR . Eda,  ERAT I —Fh 5 — ) AR U7 VA0
b, B &S A OE FRE AL, S RESRAS AR SR 45 .

PR —FDLTE AARTE F AL B R PRI B2, A NDUR S bs th A, REHX
WHER I BRI, B PGS AR 5 AP P AE AR, 2 7]
V1o WRARIE . ARG AR T M AL A sh e i g Y, RIT R
W, WIAT AT AT T VRGN AP, BRSO T T DOE AL B
RIS, R T AR St o

KA LER S PG IS it . R e AE R DO S
T2 RE SCA S e AL, T 98B R b, S HBGE R 20 B R AL PR VS 5y
1k, AT ERMEA R 7 A AR AT O 20 B DOETE 5 5 DOE T R AR A
SRHLERFEE R, 9 T AT H B A AT s .

PEATCRII AT —F8, AASHHATHE R R E X e P0E B A
WS W ECR AL B N g Seib 5, DA SRR 5 BRI ft 17—
ANPCERG], WS AT T AR DS HARTE 5 A B R BUR TSR AT IT 17—
B R P IBORATRBE T Lt
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ABBOE M BN GO B B PI0E 5 AABATRN B, Ao N Q2R TR
B, HEET Y FERR. P MSSCA AR TR L N A
HEMSHE. Al 4R . AR, AT
AR S AL, TSNS N BORNRITE S22 1050 iR S MDGEEEASE Ll
Ry AR iR ) DA BEAR N T TR R o BbAh, AT T BUE R R
TR BIPGE ZEAWT I DOR BE TAEE B RA - e iR 2R . U BI 2
M5 BUTERARR NI DOEACT-SFRRNMIHIE . POEAARMgE T X
WP R R SL A, AR AT DGE B AR S RIS . XA R& L
Mk R AR B AR R 2 OO TARE R U, AN AT g4 T ik
FHORBARFI R &A%, iin FLRE S A8 A ATT AT 53000 A 1) A3 BESRAT R DUTR AL (158 A
W, SREBAN IR R SRS RE T, M EAAEREHE . SR, XS XA
WHEE KU, WERABREAES AP Lo PUR A TR FIN, 38 0 5%
HARRAER U], KR S AT K . 534h, AP RIM I e BRI S S
A e RN, AR PRI IE .
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