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Virtual Worlds in Education 

ωHigher education was early adopter of virtual worlds 

ςSecond Life 2003  

ωCommercial service, Linden Labs, San Francisco 

ω ~ 12 million users in 2010 

ωbƻǘ ǾŜǊȅ άƻǇŜƴέ 

ωStrong student engagement 

ςearly use tended to feature social media aspects 

ςάǿƻǿέ ŦŀŎǘƻǊ ŎƻǳƭŘ ōŜ ŜŘǳŎŀǘƛƻƴŀƭƭȅ ƭƛƎƘǘǿŜƛƎƘǘ 

ω2012: much more potential  

advances and reduced costs in computers and networks 

ςopen source virtual world software, servers and viewers 
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Virtual Worlds are different from 
 multi-user games on e.g. Xbox & PS3 

Games: Predefined goals for progression 

VW: Can make up our own goals 

Games: Predefined, installed environment 

VW: download as you move around 

Quality of Experience:  

 both have similar timeliness requirements 

VW have higher resource requirements from the 
network and servers;  many other systems issues 
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Applications  

ωCultural Heritage 

ωDigital Tourism 

ωDigital Preservation 

ωFieldwork training 

ςArchaeology 

ςHumanitarian disasters 

ωSTEM (science, technology, engineering, maths) 
education 
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Cultural Heritage (i) 
Reconstruction of St Andrews Cathedral circa 1418 
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Computer Science, History, Classics 



the cathedral today 
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Cathedral sketch 
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