





* 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.

e 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.

e Gaming. There are many puzzles and games within
virtual worlds or the world itself might be a game.

For More Information

EDUCAUSE. “7 Things You Should Know About Virtual
Worlds.” (June 2006) www.educause.edu/ir/library/pdf/
ELI7015.pdf.

Abram, Stephen. “At Second Life, Info Pros Will Find
Much To See, Do, Learn, Play With, Try Out.” (April 2007).
Information Outlook. 11(4), 34-36.

Barnes, Brooks. “Web Playgrounds of the Very Young.”

(December 2007). New York Times. http://tinyurl.com/2rrxp2.

teen tech week 2008 @ your library

Bell, Lori, Peters, Tom, and Pope, Kitty. “Enjoying Your First
Life? Why Not Add a Second? Developing Library Services in
Second Life.” (2006). Serious Games Source. http://tinyurl.
com/ré6ruv.

Czarnecki, Kelly. “Teen Second Life: Library Services in
a 3D World. Sirsi Dynix Institute.” (2007, May) www.
sirsidynixinstitute.com/seminar_page.php?sid=88

Hancock, Hugh. Machinima for Dummies. (2007). Wiley.

Hawkins, Donald T. & Barbara Brynko. “Gaming: The Next
Hot Technology for Libraries?” (2006, June). Information
Today, 23(6), 1,51.

Hinton, Andrew. “We Live Here: Games, Third Places and
the Information Architecture of the Future.” (2006 August/
September). asis&t: The Information Society for the Information
Age. www.asis.org/Bulletin/ Aug-06/hinton.html.

New Media Consortium (NMC) and EDUCAUSE Learning
Initiative (ELI), Horizon Report Project Wiki 2008. http://
horizon.nmc.org/wiki/Main_Page.

Olsen, Stephanie. “What Kids Learn in Virtual Worlds.”
(2007, November). Cnet. http://tinyurl.com/28u2hu.

Perkins, Ross and Arreguin, Cathy. “Real-Life Migrants on
the MUVE: Stories of Virtual Transitions.” (2007, May). 116-
20. www.metaversedl.org/1STEart.pdf

Rymaszewski, Michael (2007). Second Life: The Official Guide.
San Francisco: John Wiley.

Salen, Katie, ed. (2008). “The Ecology of Games: Connecting
Youth, Games, and Learning.” MIT Press Journal. www.
mitpressjournals.org/toc/dmal/-/3?cookieSet=1

Teen Gaming Interest Group through YALSA. http://wikis.
ala.org/yalsagroups/index.php/Teen_Gaming_Interest_
Group.

Thomas, Angela (2007). Youth Online: Identity and Literacy in
the Digital Age. Peter Lang Publishing.

Virtual Communities and Libraries Member Initiative Group
through ALA. Recording of the first meeting from ALA
Midwinter 2008: www.opal-online.org/archivelis.htm.

Warlick, David. (2005, Mar/Apr) “The New Literacy.”
Administr@tor Magazine. http://content.scholastic.com/
browse/article.jsp?id=263.

Document draft: January 2008.

To contribute online to this document, visit the YALSA
wiki at: http://wikis.ala.org/yalsa/index.php/Virtual _
Worlds:_A_Teen_Tech_Week_Guide



