Teaching Physics in a
3-D Immersive Learning Environment
Physics Courses Using SL:

Student Resources and Costs:
Join Second Life at
http://www.secondlife.com/
Create an avatar.
Cost: Free
Webassign Account
Student must be registered in a
Webassign-related course; this is the
professor's choice.
Cost: about $35 per quarter if
access is purchased at the
bookstore.
About $17 per quarter if students
register online.

Processes of Science: Physics of
Matter
0885-156
Physics 1
0885-201
Concepts of College Physics
0885-270

Faculty Resources and Costs:

Student Experience With SL
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Two of my students doing a real-life volume
displacement lab activity

Center Panel

Overview of my entire SL parcel. Most of it, anyway.
A shot of my avatar, Oddprofessor Snoodle.
Students doing an activity similar to the above lab, but in
Second Life.

Learning Challenge:
A significant number of
Deaf students in NTID's
three physics courses did
not seem to be mentally
integrating their lab work
with their other classwork
and homework.
Research shows that use
of visual-spatial
schematic relationships is
an essential component
of success in solving math
problems, and one in
which Deaf students
considerably lag hearing
students.
One of the reasons for
assigning lab work is to
provide hands-on
experience that can be
referenced when doing
homework, but too often
this link was not
happening.

Question
Could lab activities and
homework be effectively tied
together if I provide an
interactive, highly visual
"bridge" between them?

Solution Components:
In-class laboratory activities
Available from many
publishers. I wrote my own.
Online homework problems
referencing lab work
Available from online
sources such as Webassign
and MasteringPhysics. I
wrote my own.
Second Life simulations of lab
activities which yield data
for the homework problems.
I started with a plot on
Second Life's RIT Island
(which went offline in
December, 2011) and
building/scripting help from
(at the time) RIT's Online

Learning team. We started with
three activities.

Initial Results:

Disaster. The students hated
it; they were confused, they
had trouble getting around
in Second Life… it was awful.
I had vastly overestimated my
students' proficiency in
video gaming environments.

After Some Retooling:

I discovered that I had to do
some initial in-class training.
It was worth an hour of class
time to show students how
to get around, how to
change their appearance,
and how to communicate.
I get email when anyone
enters my SL parcel, so I
often drop in on students
when they are doing
homework. They have an
opportunity to ask questions.

Join Second Life at
http://www.secondlife.com/
Create an avatar.
Cost: Free
Buy or rent "land" in Second Life
Cost: a few dollars per month up
to $200 per month, depending on how
much land one has, and whether one
buys or rents.
Scripting and building
Time cost if faculty want to do
this themselves is variable.
Factors include previous
experience in scripting or
programming and complexity of
desired outcomes. A great deal of
good-quality, low-cost help can be
found in Second Life in groups and
in-world classes.
I liked the homework in Second Life
How Did You Feel About
SL On Homwork?

I liked the 3-D nature of Second Life.
I liked the way the equipment
spoke to me.
I liked that I could repeat an experiment.
I did not like the homework in
Second Life.
I would rather have movies of real-life
to work with."
I didn't like the game-like quality.
It seemed like a childish way to learn.

