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Can staff  be contacted readily?•	
If  being bullied or griefed in a virtual world, how can •	
one defend themselves and report the incident?
What kind of  ads, if  any are part of  the virtual •	
experience? What can one do to ignore them?
Does your username or profile reveal anything about •	
yourself  you wouldn’t want everyone to know?
Can you set up a private game or space within the •	
world to control your environment and who is 
allowed in?

What are related tools and concepts in virtual worlds that 
libraries might already offer to teens as services or programs?

English as a Second Language. There are many •	
opportunities to practice English in a virtual world not 
only through text communication but voice as well. 
Virtual reference. Create an avatar and publicize •	
when you’ll be in the virtual world. Teens might feel 
more comfortable accessing information through the 
virtual world rather than in person. 
Supporting web 2.0 technologies. Blog from within •	
the virtual world.  Start a conversation on the forums. 
Supporting the curriculum. Virtual worlds are great •	
places for simulations to take place, and concepts of  
math, science, and language to be integrated with 
activities.
Film festivals. The art of  shooting film within a 3D •	
environment is called machinima. Teens can make 
their own movies by recording the activity that takes 
place in the virtual world and creating the material it 
into a film. 
Fashion shows. Teens can design digital fashions •	
using Photoshop or Gimp (free) and then organize an 
online fashion show. Fashion design is a popular past 
time in some virtual worlds.
Gaming. There are many puzzles and games within •	
virtual worlds or the world itself  might be a game. 
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