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Two predictable challenges the authors regularly face
in a computer technology hardware course:
1. Getting students to read and memorize hardware
components and purposes.
2. Teaching students basic trouble shooting and
logic skills.
The author developed a Second Life (SL) virtual
computer environment to address these two
challenges. These challenges correspond to two
of Bloom’s taxonomy of educational objectives,
knowledge and application of knowledge.
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Phase I corresponded to Bloom’s knowledge
category, where students were required to memorize
component names and functions. Students click on a ‘i’
symbol on each component to identify the component
name and purpose.
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t Test - Statistical analysis for Phase I and Phase II
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Trouble- shooting Activities

Control Group
• N2 = 50
• Mean = 30.68 SD = 13.62
SL Group
• N1 = 29
• Mean = 37.76 SD = 12.68
• t = 2.33 df = 62.09 p = 0.023
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Phase II Overview
Phase 2, The trouble shooting activity corresponded
to the application of the PC Hardware knowledge. If
any of the selected switches were off, power cords
unplugged or selected components were bad or
loose, the computer monitor would not turn on.
Students had to remedy any problem so that the
monitor would turn on.

Phase II Statistics
Max Score = 11
Control Group
• N2 = 34
• Mean = 9.47 SD = 1.60
SL Group
• N1 = 43
• Mean = 10.67 SD = 0.77
• t = 4.02 df = 45 p = 0.000
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Summary
Phase 1 knowledge test for the SL group resulted in a
mean of 37.76 with a SD of 12.68 and the control group
had a mean of 30.68 with a SD of 13.62. Even though
the t=2.33, p<.05 was statistically signiﬁcant indicating
that the SL group outperformed the control group on
the knowledge test, the authors were concerned about
the amount of variability across students in each group
and why this might be happening.
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Phase 2 The authors had great conﬁdence in their
ﬁndings for phase 2 where there was a statistically
signiﬁcant ﬁnding that students gained applied knowledge
in trouble shooting from this one-hour activity. In phase
2, the SL group had a mean score of 10.67 and a Standard
Deviation (SD) of 0.77, and the control group received
a mean score of 9.47 with a SD of 1.6. These ﬁndings
resulted in a t value of x, p< 001, indicating that the SL
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