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Obijectives

e Review Multi-User, Virtual Environments
(MUVE) Technology.

e Describe activities within MUVE that can
enhance nursing education.




Outline

e
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Review MUVE

Examples of MUVE
— Second Life, Open Life

* Ways they have been used in

healthcare education

Facilitators and barriers to
using MUVE
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Why MUVE?

US educational system is designed to

“prepare people to live in the 1950s”

Connie Yowell, MacArthur Foundation
Second Life Community Convention
August 2007

Number of child and teen virtual world users in the US is
projected to increase by 55% in the next five years. By 2012,
it is estimated that nearly 50% of children aged 8-11 will
belong to a MUVE.

http: / /www.emarketer.com /Reports/All/Emarketer 2000568.aspx

What does this mean for use


http://www.emarketer.com/Reports/All/Emarketer_2000568.aspx
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Linden Lab, Second Life Virtual Economy Key Metrics (BETA) through May 2008, p. 6,
; “Economic Statistics,” June 26, 2008, Second Life website,



http://s3.amazonaws.com/static-secondlife-com/economy/stats_200805.xls
http://s3.amazonaws.com/static-secondlife-com/economy/stats_200805.xls
http://secondlife.com/whatis/economy_stats.php
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http://www.macfound.org/site/c.lkLXJ8MQKrH/b.5161413/k.832E/MacArthur_Island_Opens_in_Second_Life.htm
http://www.macfound.org/site/c.lkLXJ8MQKrH/b.5161413/k.832E/MacArthur_Island_Opens_in_Second_Life.htm

Why MUVE?

Meaningful learning occurs through social interaction.
Educators see the need for synchronous communication skills

to facilitate group problem-solving and real-time discussions.
Bagi and Crooks

To new generations of students, learning environments are social

For educators, one solution to this is MUVE



Social Gaming
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Game Theory

eattempts to mathematically capture behavior in strategic situations, in
which an individual's success in making choices depends on the choices of
others

*initially developed to analyze competitions in which one individual does
better at another's expense (zero sum games), it has now expanded to
treat a wide class of interactions, which are classified according to several
criteria

*"game theory is a sort of umbrella or 'unified field' theory for the rational
side of social science, where 'social' is interpreted broadly, to include
human as well as non-human players (computers, animals, plants)"”

(Aumann 1987)



Why MUVE?

We must create environments that are

Immersive
Interactive

Engaging




Why nurses should get involved




Why SL¢
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Sense of community

Best realistic graphics in virtual
worlds

Avatar becomes a visual
representation of you in the
online world



SL Educati
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https://lists.secondlife.com/cgi-bin/mailman/listinfo/educators
https://lists.secondlife.com/cgi-bin/mailman/listinfo/healthcare

Why SL¢

3D Graphics provide depth
which allows for a more
realistic picture of the world

Creates depth and perspective




The Avatar

Unlike a chat room, students

are able to present themselves
visually in a 3D world.
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http://www.vimeo.com/1689870
http://www.vimeo.com/1689870
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Live interaction in real-time
Individual and group work

Varied presentation formats
Learning from instructor and peers
Resources that can be easily shared
Student activity can be monitored. @

Engaging and motivating g
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General Education Uses of SL
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Communication in SL
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Communication in”SL
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in SL

Meetings




Simulations in SL
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http://www.youtube.com/watch?v=TkuLAOzL0zU

Simulations in SL







Simulations in SL

Duke University School of
Nursing

role playing

social interaction

Glasgow Caledonian School of
Nursing

assessment of different

patients, for example, the
elderly

Government of Finland

Fire prevention in the home



http://www.youtube.com/watch?v=sL3D-59MbnY
http://www.youtube.com/watch?v=xidko60S2Uk

Facilitators and Barriers to SL

Facilitators
Interactive
Immersive

Virtually free
Engaging

e Hefty computer, RAM, and

video card

Follow the site spe
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