
 

 

Event Sponsor:  A4/6I Innovations & Integration Division 

 Air University, Maxwell-Gunter Air Force Base  

 

 

The Global Learning Forum Eventɀ August 20, 2009, 5 to 7pm (CST), held from 

Second Life, at the Huffman Prairie Chi region.  Event theme: 

Learning in Immersive Virtual Reality:  What is the Social 

Reality? 

Special GLF post-event:  Tour examples of immersive learning designs (starting at 7:00pm, CST). 
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Learning in Immersive Virtual Reality:  What is the Social 

Reality? 

A Global Learning Forum Event 

August 20, 2009 from 5 to 7pm CST 

άLƴ-ǿƻǊƭŘέ ŀǘ IǳŦŦƳŀƴ tǊŀƛǊƛŜ /Ƙƛ in Second Life 

This Global Learning Forum (GLF) event (5-7pm CST) theme is learning in immersive virtual reality.  

Presenters will offer a review of research and prototype explorations regarding the dynamics and 

implications of interactions among learners in immersive virtual reality and other forms of human digital 

representations in media, communication systems and games.   

 

Event participants will also have the opportunity to tour 12 examples of immersive learning designs.  We 

are hosting this event at the GLF Event Hall located on the United SǘŀǘŜǎ !ƛǊ CƻǊŎŜΩǎ Huffman Prairie Chi 

region in Second Life. The tour will take place after the presentations (7:00pm CST).   

Event Keynote Speakers 

Dr. David Jonassen is Distinguished Professor of Education at the University of 

Missouri where he teaches in the areas of Learning Technologies and Educational 

Psychology.  Since earning his doctorate in educational media and experimental 

educational psychology from Temple University, Dr. Jonassen has taught at the 

Pennsylvania State University, University of Colorado, the University of Twente in the 

Netherlands, the University of North Carolina at Greensboro, and Syracuse University.  

He has published 30 books and numerous articles, papers, and reports on text design, task analysis, 

instructional design, computer-based learning, hypermedia, constructivist learning, cognitive tools, and 

problem solving.  He is the most widely published and cited scholar in the instructional design and 

technology field.  His current research focuses on the cognitive processes engaged by problem solving 

and models and methods for supporting those processes, including causal reasoning, analogical 

reasoning and argumentation during learning.   
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Dr. Jeremy Bailenson is founding director of Stanford University's Virtual Human 

Interaction Lab and an assistant professor in the Department of Communication at 

Stanford.  He earned a B.A. cum laude from the University of Michigan in 1994 and a 

Ph.D. in cognitive psychology from Northwestern University in 1999. After receiving his 

doctorate, he spent four years at the Research Center for Virtual Environments and 

Behavior at the University of California, Santa Barbara as a Post-Doctoral Fellow and then an Assistant 

Research Professor.   Bailenson's main area of interest is the phenomenon of digital human 

representation, especially in the context of immersive virtual reality. He explores the manner in which 

people are able to represent themselves when the physical constraints of body and veridically-rendered 

behaviors are removed. Furthermore, he designs and studies collaborative virtual reality systems that 

allow physically remote individuals to meet in virtual space, and explores the manner in which these 

systems change the nature of verbal and nonverbal interaction.  His findings have been published in 

over 70 academic papers in the fields of communication, computer science, education, law, political 

science, and psychology. His work has been consistently funded by the National Science Foundation for 

over a decade, and he also receives grants from various Silicon Valley and international corporations. 

Bailenson consults regularly for government agencies including the Army, the Department of Defense, 

the National Research Council, and the National Institute of Health on policy issues surrounding virtual 

reality.   Many researchers have investigated the viability of virtual environments (VEs), digital 

simulations that involve representations of teachers, students, and/or content, for learning applications. 

In Dr. BailensonΩs talk for this GLF event he will describe how VEs enable Transformed Social Interaction, 

the ability of teachers and students to use digital technology to strategically alter their online 

representations and contexts in order to improve learning.   Dr. Bailenson will also present evidence 

from a series of empirical studies that demonstrate how breaking the social physics of traditional 

learning environments can increase learning in VEs. 

GLF POC:  Dr. Andrew G. Stricker (Spinoza Quinnell in Second Life), A4/6I, Innovations and Integrations 

Division, Bldg 941, Air University, Maxwell-Gunter AFB, AL.  36112-6610, DSN 493-1095, Commercial:  

(334) 953-1095, email:  Andrew.Stricker@maxwell.af.mil or Andrew.Stricker@af.edu 

Registration for the Event 

Participants can pre-register, as a GLF event participant, starting on August 17, at 0900 U.S. 

Central Time, at one of several GLF registration kiosks located in the Air Force regions of 

mailto:Andrew.Stricker@maxwell.af.mil
mailto:Andrew.Stricker@af.edu
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Huffman Prairie, Huffman Prairie Omega, Huffman Prairie Chi, MyBase, or MyBase Zeta regions 

in Second Life.  GLF Registration kiosk locations:  

 Main landing points for each of the Huffman Prairie regions 

 At the GLF Event Hall on Huffman Prairie Chi 

 The Virtual Educational Technology Support Center (VETSC) at Huffman Prairie 

 The Connection Island Terminal between Huffman Prairie and Huffman Prairie Omega 

 The Visitor Center at Huffman Prairie Omega 

 Main entrance to the Ayn Rand Space Station (located above Huffman Prairie Omega) 

 The Air Force kiosk on Coalition Island 

 Hangar 3 on MyBase Zeta 

The event will take place on August 20, 2009 between 5 and 7pm U.S. Central Time, with the 

opportunity to tour examples of immersive learning designs (See description of tour examples 

at end of document).  

GLF registration will also be available at the event location (in the newly completed GLF Event 

Hall located on Huffman Prairie Chi; see image below for location).  Event staff will also be 

available to help participants with audio and visual needs and to greet visitors at the GLF Event 

Hall. 
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Seating for the event will be available at the GLF Event Hall with additional seating provided 

nearby in the MyBase Zeta region, as necessary, if seating becomes full on Huffman Prairie Chi.  

We expect a large turn-out for the event so please plan to arrive a few minutes early.  The 

event will also be video streamed for access through Huffman Prairie virtual plasma screens. 

Event Agenda 

Event presentations will be conducted live and make use of a variety of visual and auditory 

media.  Participants will have the opportunity to interact with the speakers using the chat and 

audio tools of Second Life.  Please plan to register early for the event and arrive on the event 

date at least 10 to 20 minutes early to locate the GLF Event Hall on Huffman Prairie Chi.   

If you are new to Second Life you will need to set up an account for establishing an avatar at 

SecondLife.com (see attached document on how to access Huffman Prairie Chi in Second Life).  

There is no charge for setting up an avatar and using the basic features of Second Life.  If you 

are new to Second Life you should also allow for 45 minutes of orientation training to learn how 

to use your avatar and navigate in virtual environment.   

Once you arrive with your avatar at the GLF Event Hall, GLF event team members will be 

available to provide further assistance for helping to make your attendance an engaging and 

informative experience.  Please note event times are for CST.  Also we ask participants to hold 

questions for speakers until Q and A at the end of all presentations.  During presentations we 

also ask participants to mute their microphones and limit text chatting on the public channel to 

help reduce distractions for speakers and other participants.  If you encounter any problems 

during the event with audio or visual issues please visit our event Help Desk (located in the GLF 

Event Hall).  GLF help desk members will be available at the Help Desk to provide assistance 

throughout the event.  

IMPORTANT:  You will need to join the Global Learning Forum Event Group to hear the 

presenters and participate in voice dialogue with attendees.  If you encounter difficulty with 

connecting into the group communication channel for the event please go to the event Help 

Desk for assistance. 

Event schedule: 

5:00-5:10  Opening Remarks 
 

5:10-5:30  Dr. David Jonassen:  Building Blocks and Cognitive Processes for Learning to 

                             Solve Problems 
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5:30-6:30  Dr. Jeremy Bailenson:  The Use of Immersive Virtual Reality in the 

                             Learning Sciences:  Digital Transformations of Teachers, Students, and 

                             Social Context 

6:30-6:50 Dr. Andrew Stricker and Mike McCrocklin:  Introduction of new overview video and 

                             description of 12 learning environment design prototypes; also update on the use of 

                             virtual co-player agents in the multiplayer game simulation on interdependent 

                             leadership  

 

6:50-7:00 Break to prepare for the learning environment prototype tour.  We ask tour 

                             participants to meet at the north-entrance side (facing the lagoon) of the GLF Event 

                             Hall at 7:00pm CST.   Dr. Andrew Stricker (Spinoza Quinnell) and Mike 

                             McCrocklin (Apollo Segal) will host the tour.  Participants can also take a self- 

                             directed tour using the provided tour note card or teleport board. 

About the Global Learning Forum 

Global Learning Forum (GLF) members critique researching, learning, instruction, and 

assessment approaches that underline effective cyber-scholarship, advanced distributed 

learning (ADL) course design, teaching practices, and innovations made possible by educational 

technologies.  A desired outcome of GLF is for members to help scan, focus, and act on 

promising cyber-scholarship innovations, including the methods and assumptions used when 

applying learning science theory to instructional design.  GLF members collaborate to harness 

the power of virtual communities to innovatively transform ways to learn, instruct, and 

discover.   Many of the innovations and research work of our GLF members can be seen at the 

Huffman Prairie region in the Virtual Educational Technology Support Center (VETSC) building.  

You can freely join the GLF within Second Life (use the search tool to find the GLF group). 

About the GLF Event Hall 

The GLF Event Hall is designed to support events by providing registration kiosks, help desk 

support services, speaker equipment, plasma screens for viewing videos and slides.  The 

structure, and supporting devices, is a hologram available for instant άrezzingέ or creation from 

hologram discs on Huffman Prairie Chi.  

About Air Force Regions in Second Life 

Air Force SL regions (consisting of Huffman Prairie, Huffman Prairie Omega, Huffman Prairie Chi, 

MyBase, and MyBase Zeta, see diagram below) community members work with the Global 

Learning Forum to help build and sustain collaborative exploration of the art of the possible for 

using virtual worlds to enhance learning, instruction, and discovery.  Community members 
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serve on council committees and groups to help lead and improve Air Force virtual education 

programs, events, and services.   Panorama depicting Huffman Prairie (on the left), Huffman 

Prairie Chi (background) and Huffman Prairie Omega (on the right): 

 

Air Force Regions in Second Life 

Huffman Prairie:  The focus of this region is on proof-of-ŎƻƴŎŜǇǘ ƻǊ άǎƪǳƴƪ 

ǿƻǊƪǎέ ŦƻǊ ŜȄǇƭƻǊƛƴƎ ǘƘŜ ŀǊǘ-of-the-possible with collaborative 

communities to innovatively enhance learning, instruction, and discovery.  

Visiting faculty members have access to virtual office space, machinima 

studios, electronic book publishing tools and learning design laboratories.  
 

Huffman Prairie Omega:  Resources on this region support scalability 

assessments and sustainability analysis for educational technology 

innovations.  Also, hologram displays are available for viewing (located on 

Ayn Rand Space Station above HP Omega).  Inside the mountain, a 3D 

object resource repository is provided for visitors to use. 
 

Huffman Prairie Chi:  Building arenas and tools are provided for 

constructing educational holograms.  Four public sandboxes are also 

ǇǊƻǾƛŘŜŘ ŦƻǊ ǳǎŜǊǎ ǘƻ ǘŜƳǇƻǊŀǊƛƭȅ ōǳƛƭŘ ƻǊ άǊŜȊέ ƻōƧŜŎǘǎΦ  Also, a digital 

library and building resources are available beneath the hologram arenas.  

The Global Learning Forum Event Hall, a large hologram, ƛǎ ŀƭǎƻ άǊŜȊȊŜŘέ 

on the region in support of events. 
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MyBase:  This region is dedicated to sharing the history and learning about 
the U.S. Air Force.  Many of the displays are designed to be interactive.  You 
can view brief videos of MyBase at the following URL:   
 
http://www.screencast.com/t/QBt6u3uyTjX 
 

Things to do and see at MyBase include: 

 Fly a P51C Mustang (a virtual replica of the aircraft used by the Tuskegee Airmen in 

WWII); join the Huffman Prairie Mustang Aero Club (The Huffman Prairie Mustang Aero 

Club is for anyone interested in virtual flying.  Of particular interest to members is the 

P51 Mustang WWII pursuit fighter used by the Tuskegee Airmen) 

 Try out the Challenge Course and shooting range 

 Watch a movie in the base theatre and dance to U.S. Air Force band music in the club 

 Visit the Basic Military Experience area and try out the classrooms, dorm, and dining 

displays 

 Stop by the Museum and see featured displays about the U.S. Air Force 

 Check out the Visitor and Administration Center, located in the center of the MyBase 

region, where you can access an U.S. Air Force website, by clicking on a virtual 

computer, and interact with a person to discuss opportunities with the U.S. Air Force 

MyBase Zeta:  This region is a test bed for simulation gaming in support of 

scenario-based learning and authentic assessment practices.   Pictured 

below is a village setting, used by the Operation Relief Worker Rescue 

Challenge test simulation game located on the Captain Lance P. Sijan 

Leadership Range on MyBase Zeta. 

  


