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Overview
I ntroduction

In the Spring of 2007, the NorthWest Academic Computing Consortium awarded the University
of Oregon®Center for Advanced Technology in Education a $10000 GProof of ConceptOgrant
to develop an educationd resource in the 3D immersive world known as SecondLife
(http://secondiife.com) tha would enable educators to locate, share, and evaluate eductiond
buildsand objects in this virtud 3D learning environment. Known as the Sal.amande Project,
thegod wasto create asystem for andyzing and codifying educationdly relevant artifactsin
SecondLifein order to assist educators in searching for and determining ther appropriateness
for meeting specific learning objectives. The Salamandea Project was designed to providethe
eductiond community with amuch-needed resource tha would suppot theindexing and
evauaion of thegrowing number of useful educationd buildswithin SecondLife. The
Salamande Project had two primary gods, both of which were well met. Thefirst god wasto
describe and organize Second Life Qearning objectsOsuch tha individuds may search for and
access them easily. Thesecondgod was to build a data management system tha would suppot
theongong identification and evaluaion of agrowing collection of reviews related to the
eductiond use of the learning objects. In thisway, the Sllamande Project served as an initial
pilot test of a system designed to be useful to theentire SecondLife eduction community. The
project has met and exceeded its gods. Many educators in the Second Life community
paticipaed in theproject, nomnaing educationdly relevant buildsand objects usng the
Sal_amande (Heads Up DisplayOor HUD. Others participaed in rating the nominees and till
others hdped to develop atopology, usng nomnaed exemplars, based on types of learner
engagement. While there are still many pointsin the system that require refinement, we continue
to attract SecondLife Educators to the project and the SaLamande HUD is now oneof the
leading educationd toolsin SecondLife. The SaLamande Project has also led theway to the
larger enterprise of vetting learning materialsfrom ALL virtua 3D worldsand isbengused as
an exemplar for goodpractice in thenew MERLOT Community of Practice called the Center for
Learningin Virtud Environments, or CLIVE.
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Video Overview of SaLamander
http://blip.tv/file/571587

To demondrate the process of nominaing and evaluaing educationdly useful materialsin
SecondLife, we developed a short video. This video demongrates the process of
(1) tagging an educationd material in SecondLife, tranderring it automatically viathe
Heads-Up-Display (HUD); to
(2) Slooghttp://doogorg where al thingstagged with the HUD may beviewed unde the
tag, GalamandeOor users may view thelist of their own marked items ontheir own
persond page to
(3) the Salamanda Wiki Community, where all appropriate HUD tagsare placed into the
Media Wiki as a GtubQand then detailed, discussed, and vetted by the community; to
(4) MERLOT http://www.merlot.org where the community-nominated, expert reviewed
SecondLifelearning materials may be accessed with the nearly 20,000 other vetted
digital materialsreside

SaLamande Project Webste
http://cate.uoregon edu:8095index.phpdption=com content& task=view&id=39&Itemid=1

The Salamandea Project also created awebgte to contain and disseminae information aboutthe
Salamande typology and educationd materialsin SecondLife. The SaLamande Project webste
provides an overview of the project, whoisinvolved, thelogofor NWACC as a generous
sponr of our efforts, linksto project partners, and access to the Salamande Community Wiki.
In addition, there are linksto published papers and presentationsmade about Sal.amande, and
information abouthow to get invdved. Thewebsgte is currently undegoing aterationsas part of
an overdl redesign effort of the CATE family websites unde thedirection of Center Director Dr.
LynneAndeason-Inman. Once thesite map is completed, the URL will be more appropriately
named and relevant partners and sites updded. This webste will be nested within aporta page
showcasing and linking CATE® multiple efforts at educationd research and development of 3D
Virtud Worldslike SecondLife. Like the SaLamande Project itself, the webste will continueto
evolve beyondthe project cycle.

Phase One Project Details
Developing Partnerships

Within afew weeks of receiving funding, an initial project partnership agreement with the
Multimedia Educationd Resource for Learning and Online Teaching (MERL OT) was achieved.
Opeated by the California State University System, MERLOT has nearly 20,000 materials,
amog 60,000 members, and many professiond and academic partne ingitutionsaimed at
developing expert-driven, peer reviewed vetting of teaching and learning materials for distance
educion. With theaddition of MERL OT, the project capacity was enhanced for thefollowing
reasons (a) MERLOT has experience developing typologies and expert Communities of
Practice; (b) ThroughMERLOT, Second Life learning materials nomnated and vetted through
the SalLamandea process will beeasily available to thelargest educationd technology user
audience in theworld related to Learning Objects; and (c) Educators will befind SecondLife
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materials rightalongsde 2D learning objects, enabling comparisons The partnership with
MERLOT also led to a patnership with Sun Microsystems, a collaboration to develop thefirst
3D MERLOT space, usng Sun® QVondelandCGopen source 3D Virtud World software.
Throughthese partnerships the Sal amandea Project has bloomed into a Community of Practice
encompassing usersfromall 3D Virtud Worlds This community of practice is called the Center
for Learning In Virtud Environments or CLIVE:
http://teachingiommonscdl.edu/clive/index.html.

Creating a Landmark Nominations Tool

In late May, 2007,a rudimentary Qandmerk nominationstoolOwas indalled at the Center for
Advanced Technology in Education® headquaters in Second Life on Eduisland (158,60, 22).
Thenomnaionstool isadightly modified version of theMERLOT Learning Materials list of
descriptors (available from

http://www.eduid and .net/salamandawiki/index.phpitle=Review_Template) placed onavirtud
OhotecardOfor educators to use in Second Life when nominating 3D learning objects as learning
materials. To disseminae information aboutthe nominaionstool, JonahonRichter (aka
QVainbrave BernadQ presented on the Salamande Project during thefirst 24 hour Second Life
Best Practices in Education Internationd Conference, May 25", 2007:http://slcn.tv/bpe
wainbrave-bernd (video) http://www.dlideshare.net/wainbrave/the-salamandea-project/ (dides).
Theproject was well recelved and anumber of respected, innovdive educatorsin SecondLife
provided inputand suppot, induding Sarah Ontellagirl ORobbins and Chris GFleepOCollins
Ther advice greatly assisted in improving the overall conagpt and technical design of the project.

Creating the SaLamander HUD

In discussionswith members of the SecondLife education community on possible and best
approaches to achieving project gods, a colleagueat CATE suggested that we explore Sloog3
HeadsUp Display (HUD) (http://www.sloogorg/) as amodd for developing the SaL amande
HUD. It was thoughttha by usngaHUD we could give users the ability to create a persond set
of educationdly interesting sites AND get appropriate sites nomnaed to the daabase to be
vetted by the expert community. A meeting with the CEO of Sloog, Daniel Aguilar quickly
geneated mutud interest and, following another meeting with SecondLife programmer Ms.
Eloise Pasteur (http://eloisepasteur.net/), a contract to develop the SalLamanda HUD was
developad in July 2007. TheHUD debuted in October 2007 and has been adopted by many
educatorsin SecondLife because it is easy-to-use and because it enables users to nomnae
materials to the SalLamande project while also creating their own private page of keywords or
QagOspecific to ther own nesdsand contexts.

Creating the SaLamander Community Wiki
http://www.eduisland net/salamandawiki/index.phpitle=Main Page

The SaLamande Community Wiki was designad and developed during the spring and summer
of 2007 as a staging area where nomnated sites from Second Life could be viewed, evaluaed,
and rated by paticipaing eductors. In keeping with the process aready in use by MERLOT for
2D educationd materials, we decided to vet nominated SecondLife buildsand learning objects
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before placing themog relevant into the MERL OT search engine Staff began by integrating the
very few nominationsreceived throughtheinitial Ghotecard nominationstoolO(planned to be
temporary and used only while theHUD was unde development.) Registered users of the

Sal amande Wiki, induding staff, are able to edit nominaed entries and vote on each one(one
time per user, per site). Staff also developed procedures to block wiki GpammingQwhere people
register and produce an orphan pageon thewiki that has nothing to do with the site theme.

The SaLamanda Community Wiki is essentially ayoungdaabase, designed to keep track of
landmerk locationsand educationally relevant descriptive notes. With over 100 contributors, the
Community of Practiceis still building capecity, with an inareasingly large number of educators
who use thewiki system to contribute, edit, discuss, and vote ontherelative value of nominaed
and described Educationd Sitesin SecondLife. SecondLife URLs (Slurls), phobsof the sites,
descriptions and potentially, movies taken of portionsof each entry are adding valueto the
oveall fundiondity of thesite.

Theporting of submitted educationd landmarks described throughthe Salamande HUD from
the Sloogorg daabase over to the SaLamande Wiki is oneconnection in thenominaion/
vetting system tha we have identified as an areafor development and improvement. It is evident
tha thereliance onthe UO CATE staff to take results fromthe RSS feed from Sloog.org and
place them in therelevant areaistoo laborintendve and incongstent for those attempting to use
thenomnation and vetting system of thewiki. We have thusplanned a ssimple PHP program that
will work with the Sloogorg MySQL daabase to automate tha process with auser interface and
then propagaing it, once tested and verified, to groupsof truged editorsin the SaLamande
Community. Thiswill decrease thetime tha relevant educationd materials nomnaed with the
Sal amande HUD will sit waiting for addition to the SaL amanda Wiki from the Sloog.org
database.

Phase Two Project Details
Creating a Typologyof 3D Learning Objects

In preparation for the Second Life Community Conference in Augug 2007, project staff
JonahonRichter, LynneAndasonInman, and Mindy Frisbee co-authored a pgper for the
meeting® proceedingsdetailing the progress on the Salamande Project. As a core contribution
of the paper, theauthors envisional oneapproach for educators to ussfully organize the many
learning materials foundin SecondLife. Thisinitia typology is based onthedimenson of
Q.earne EngagementQ bdieved to be oneof themog salient dimensonsof teaching and
learning funaiondity in SecondLife. Thetypology currently comprises eight types of learner
engagement relevant to immersive worlds

(1) Demongration
(2) Expeientid

(3) Collaborative
(4) Congructive

(5) Diagnogic

(6) Problem-solving
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(7) Role play
(8) Skill-building

Exemplars of SecondLife buildsand learning objects for each of the abovetypes of engagement
can befoundonthe Sal amanda Community Wiki.

In addition, we have explored aternaive useful distinctions based on other dimensonsbdieved
to be of importance to teachers, academicians andingruciond designes. Theseindude

(1) Learning content area

(2) Degree of scaffolding

(3) Technology proficiency requirements

(4) Assessment methods

(5) Necessity of prior content knowledge

(6) Externd supplements

Vigtors to the SaLamande Community Wiki may search the collection of exemplars by any of
these typology descriptors
http://www.eduid and net/salamandawiki/index.phpitle=Main_Page#Learne_Engagement Ty

pes

For more information, please see the pgoer written by project staff entitled Critical Engagement
of Teachers in Second Life: Progress in the SaLamander Project and published in the conference
proceedingsof the 2007 Second Life Community Conference. It is also poded onthe

Sal amande Project webgte.

Richter, J., Anderson-Inman, L, & Frisbee M. (2007). Critical engagemert of teactersin Secad
Life: Progressin the Sa_amander Prgect In Livingstone,D. & Kemp J. (Eds.), Second Life
Community Conference 2007 Education Track Proceedings. Retieved Sepember 3, 2007, from
http://cis.paisley.acuk/livi-ci0O/slccedi2007rev2.doc

I mplementing the SalL amander HUD

The SalLamandea Head UpsDisplay (HUD) is amodified version of a HUD created by Soogto
enable SecondLife vistors and resdents to tag places and people with keywordsDcreating
SecondLife URLS (or Slurls) for each location and a persond webpage with Qag cloudof the
keywordsused to describetherespective location or person. When people use the Sal.amandea
HUD, it automatically indudes the tag word, GalamandeOas oneof the keywords
http://www.sloogorghaggsalamande The MERLOT learning descriptor set (foundhere:
http://www.eduid and .net/salamandeawiki/index.phpitle=Descriptors ) is also embedded within
theHUD, prompting theuser to complete the survey developed to describe 3D virtud learning
objects. The Sloogdaabase is configured with an RSS feed to identify tag setstha indudethe
GalamandeOtag and push the MERLOT descriptor forms to project staff. SaLamande staff
then filter theresults, culling those aready entered into thewiki and those ingppropriate to the
project. Each user also hastheir own persond pageof eduationd landmarks with relevant tags
Dueto the professiond collaboration and skills of our partners a Sloog the Salamande HUD is
adecidadly better qudity landmark nominaionstool than origindly envisioned.
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The SaLamandea HUD is a convenient, ussful, and aesthetically pleasing way for eductors and
designasto locate and create metadaa aroundL earning Materialsisa 3D Virtud World. The
process addspersond valueto the user volunteering such metadaa to the community Dby
creating a collection of al of the materials and places tagged with the HUD (actingasa 3D
variety of http://dd.icio.us) and providing a community within which scholars may discuss and
leave ther professiond opinion as to therelative merits of one3D Learning Materia versus
another.

The Center for Learning in Virtual Environments (CLIVE)

In Novembe 2007 MERLOT Managing Director Sorel Reisman connested Sal. amandea Project
Coordinaor Jonahon Richter with Sun Microsystems Education Director Kevin Roebudk and a
decision was quickly madefor Sun Microsystemsto suppot the development of a3D MERLOT
ugng Sun® Darkstar / Wondeland open source 3D Virtud World technology. Soonthereafter, a
serendipitousmeeting resulted in apartnership with Immersive Education Director Aaron Walsh.
Immersive Education http://immersiveeducation.org/ has agod complimentary to tha of the3D
MERLOT effort Bthey are computationdly creating a common space for users to access vetted,
3D virtud learning materials fromther terminds Bwhile the MERLOT effort (with the

Sal amande Project acting as the prototype) represents the human community dedicated to
tagging, describing, vetting, comparing, and expert review of these 3D virtud learning materials.
A recent Mlemorandumof UndestandingGbetween Immersive Education and MERLOT
cemented a relationship for the common mission to build capacity for educators and others to
find, access, and utilize 3D virtud learning materids. The SaLamandea Project Bthroughthe
Qoroof of conoeptOfunding from the NorthWest Academic Computing Consortium Disthe
demondrative exemplar of how this system aims to evolve across each participaing virtua 3D
world learning community. These new partnershipshave culminaed in launching the Center for
Learningin Virtud Environments (CLIVE), sponsred by MERLOT and unveled by

Sal amande Project Coordinator JonahonRichter at Sun Microsystems Worldwide Education
and Research Conference

http://www.sun.com/aboutsun/pr/2007-02/sunflash.200702063.xml .

Media Attention

Since bang fundel in the Spring of 2007,thework of The Center for Advanced Technology in
Educaionin thevirtud world of SecondLife has received consderable local media attention, as
well as attention from education-focused blogsand listservs aroundthe world. Some examples:

* OregonQuarterly: http://www.uoregonedu/~o0q/

* EugeneWesekly: hitp://www.eugeneweekly.com/200705/1 7/coverstory.html

* EugeneMagazine hitp://www.eugenemagazine.cormy

* EduPForge http://eduforgeorg/blog/blog.php7archives/343 The Salamandea-Project.html
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*  Open SLEDware: http://groupsgoogk.com/groupbpen-
dedware/browse thread/thread/dd3bdb2b3b6308%ef 7e4eh8e66bd5

* TheDaily Emerald: http://tinyurl.com/6ky9vt

¢ New Media Conortium: hitp://d.nmc.org/200801/21 /salamandea-summary/

e 2008EduCAUSE/New Media Consortium@ GDn The HorizonOReport of emerging
technologies. http://www.nmc.org/pdf/2008Horizon-Report.pdf

Dissemination: SaLamander Project Presentations

August 2007 :
* SecondLife Community Conference Presentation:
http://www.dideshare.net/wainbrave/critica -engayement-of-teachers-in-second
life-progress-on-the-salamandea-project/

November 2007
» Boise State University course in SecondLife (Lisa Dawley® class)
* San Jose State University course in Second Life (Jeremy Kemp@® class)

January 2008:
* Andesonlnman, L. & Richter, J. Literacies for Learning in 3D Virtual Worlds.
Featured presentation at the Technology, Reading and Learning Diversity (TRLD)
Conference in San Frandsco. Reviewed by David Warlick:
http://davidwarlick.com/2cents/archives/1339

*  New Media Conortium®@ Oreacher®@ BuzzOfeature in SecondLife;
http://d.nmc.org/200801/21/salamande-summary/

February 2008: )
* (CodetLib ConferenceQin Portland, Oregon
http://codedlib.org/

*  Sun MicrosystemsOOWorldwide Education and Research ConferenceO
http://www.sun.com/aboutsun/pr/200702/sunflash.200702063.xml

March 2008:
* Presentation to the Oregon Community College Assodation

* Immersive Education presentationin SecondL.ife
http://tinyud.com/47441u
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April 2008:
*  New Media Consrtium@ 008 Symposum on MashupsO
http://www.nmc.org/conference-session-proposl/salamande-project (with link to
video of the presentation)

 University of Oregon®GComputing across the curriculum conferenceO
http://libweb.uoregonedu/cet/workshopgsymposum-080411index.html

» University of Central Missouri course in Second Life (Bryan Carter@ class)

e  2008WASC Academic Resource Conference: http://www.wascarc.org/

* Clever Zebravirtud busness expo: http://cleverzebra.com/vbusnessexpo

* New York Universityé Digital Communicationsand Media course in SecondLife
(Mechthild Schmidt@ class)

May 2008: B
* Internaiond Sodety for Technology in Education@Fireside Cha in SecondLife
(organized by Kevin Jarrett)
The Future of SaLamander

The project has been so successful tha it has garnered alot of attention andis being used as an
exemplar aready. Larry Johnson, CEO of theNew Media Consortium confided to Jonahon
Richter over dinne at the Sun Conference in February tha they had used Sal.amande asthe
modd for asimilar tool to review and vet museum artifacts for collectionsand hadings Several
busness owners and entrepreneurs in SecondLife have noted that the SalLamandea HUD modd
may have anunmbe of applicationsuseful for training, employee development, and gahering
conumer feedback. Indeed Sal.amande is onefeatured presentation at the Clever Zebra
Busgness Conferencein late April 2008,taking place in SecondLife.

The SaLamande Project isjus now truly reaching thetipping pointin its patential for bringing
the Second L ife Eduction Community together to share and improve the practice of creating and
accessing goodlearning materialsin this new milieu. Largdy because of therecent success of
this project, Dr. Richter was nomnaed to bethe Char for the Education Track at the Second
Life Community Conference, theofficial Linden Lab sporsored and approved conference for
that virtuad world® users. By providing fundsfor this project, NWACC has stimulated the
curricular uses of the 3D Virtud World of SecondLife and spurred, by enabling the development
of an exemplar, the creation of a Community of Practice across all virtud worldsfor these
practices.

In addition to maintaining the momentum launcdhed with NWACC funding and refining thetools

described above we are currently focusng our efforts on two activities. Thefirst isfindng
additiond fundingto further expand the SaLamande Educator Community and continuethe
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process of identifying evaluating 3D learning environments and objects in SecondLife. Toward
tha end we submitted a grant proposl to the MacArthur Founddion(@ competition entitled
Digital Mediaand Learning.

Below isabrief overview:

The SaLamander Secad Life Educational Beg PracticesNetwork
Pl and ProjectDirector: Jonathon Richter

The SaLamarder Prgect is devoted to developing and erhancing educational capacity in Second Life
(SL) by emabing educatorsto idertify, typify, index, compare rate, ard vet "Leaning Materials'
useful for teaching and learring in this virtual world. To date, the project hasdeveloped(a) eay to
use in-world tools for nominating Second Life materials, (b) a functioning community wiki for
vetting these nominations, (c) aninitial typology for categorizing SL nominations basedon learrer
engagement, and (d) collaboration with MERLOT (Multimeda Educatonal Reourcesfor Learning
and Online Teaching) to provide online teaclersand learrersacaess to the bed of these resources
The proposed project will increase participation from a broader spectrum of the Secand Life
educaion community through various everts, activities and communicaton chamels, aswell as
promote the use of the Sa_amarder Head Up Display (HUD) for specific disciplinesand learner
populations. Thes activitieswill in turn showcas the matrials idertified indexed and made
availabe for use through MERLOT's online database. In addition, we propose to anchor the
Sd_amarder Prgectacivitiesto the development and coordination of a successful inworld
conferercededcatedto bed practicesin Secad Life teaching ard learning. Outcomesinclude (a)
developmert and hosting of educationally relevart, discipline-specific Secand Life everts that
showcase innovative virtual Learning Materials, (b) expanding functionality and the usefulness of the
Sd_amarder Wiki and MERLOT database, and (c) hosting the Second Annual Seond Life
Educatonal Beg PrecticesConferernce.

Althoughthis proposl was notfunded, we will continueto look for oppotunitiesto leveragethe
NWACC proof of concept award into a more pemanent funding stream. Thesecond activity is
continuing to disseminate information aboutthe SaL amande Project and learningin 3D
immersive worldsto educators worldwide We are scheduled to share information aboutthe

Sal amande Project at numerousconferences in the upcoming year and we are writing articles
for publication tha promote thisinnovaive and effective way to identify and evaluate learning
oppotunitiesin 3D immersive worlds

In short, theimpact, innovaion, feasibility, technology tranger, and outreach efforts produced
by the Sal amande Project are both innovaive and of exceptiond qudity. They haveinvolved
the collaboration of other inditutions leveraged suppot from organizationsworldwide and
focused on achieving proposd outcomes. While there is much left to do to create a seamless,
fundiona community of practice, the NWACC (proof of conceptOfundsare judged by the
Second Life Eduction community as money well spent.

The Salamande Project 10



