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Foreword

Within this report a comparison of demonstrative quantitative data from the post-
course-sur vey and qualitative data fromThishe par

should offer a summarized overview of the results.

Based on the results of the Expert interviews® a pre-course and a post-course-
survey? for participants were developed. The pre-course-survey serves as a "check-
in" in order to get contact details and general information about the participants which
is relevant for the teachers. The post-course-survey evaluates the course and
supports or refutes certain assumptions concerning quality criteria with respect to
language learning in Second Life. We sent out invitations to the post-course-survey
to 240 participants of certain AVALON Language courses. 51 people replied to the
survey and 41 from these were completed and therefore valid answers that could be
used for this Evaluation report. On the basis of this forgone survey and the
corresponding evaluation report® a qualitative interview schedule for participants®

was developed and 8 participants from the Business English course were

interviewed. These interviews gave a more detailed insight in certain thematic issues

which arose during the analysis of the previousp ar t i ¢ i p-eoursesurveyp o4 t
Avalon evaluation report was produced in which the statements of the interviews

were summarized.

This report should now offer a summarized overview of the quantitative and the
gualitative evaluation data in combination. Therefore it is addressed to the project
partners providing feedback on their work. In addition it serves as a useful orientation

for teachers who would like to start teaching in Second Life.

! http://avalonlearning.pbworks.com/w/page/33804693/Evaluation-Reports
2 http://avalonlearning.pbworks.com/w/page/31646829/Surveys
3 http://avalonlearning.pbworks.com/w/page/33804693/Evaluation-Reports

* http://avalonlearning.pbworks.com/w/page/31645196/Interview-guidelines
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General Information

Language learning background and first experiences in Second Life

Within the post-course-survey it turns out that for 26 of the 41 respondents the
AVALON course was the first online learning course they had ever taken part in.
Therefore it is not really surprising that except from 4 people the participation in the
AVALON course also represents their first contact with Second Life. During the
interviews the respondents explained that th
courses before” for examp uleoratherindtiutiongtos i t y, \
But the Avalon Language Course constitutes the first online learning course the
interviewees have ever taken part in and at the same time the Avalon project was the
motive to get in touch with Second Life for the first time. These are the corresponding

graphics from the post-course-survey:

Was this the first time you have attended an online learning course?

= Yes (28)
= Mo (15)

Was this the first time you have entered Second Life?

n Yes (22)
= Mo (19)
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Technical aspects

The interviews contained additional questions to the ones in the post-course-survey
in order get more detailed and personal information from the participants. When
asked about their first steps in Second Life various answers were given during the
interviews: the majority remembered t,ha nuiemrtessdli ny
and “huge’”y fwhenteredt Apart from one person the participants all
indicated that they had problems dealing with the technique (e.g. microphone,
moving the avatar etc.) as well as with the orientation in Second Life at the
beginning. But the majority also shares the opinion that with the help of the
“orientation | restard ioforrhation amdl advide® from the teacher they
were soon able to cope with Second Life and the technique. The statistic from the

survey supports these statements, too:

“At the beginning | had difficulties with the handling of Second Life”.

= absolutely agree (14)
= tending to agree (9)
= neutral (3)
tending to disagree (7)
= absolutely disagree (6)
not applicable (2)

17%

“After the second session | felt quite comfortable with Second Life and my

avatar”.

= absolutely agree (17)
= tending to agree (8)
= neutral (5)
tending to disagree (5)
= absolutely disagree (3)
not applicable (3)

12%

20%

Within the survey the students were asked to answer some questions concerning
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technical aspects and the environment. The questions were about the handling of
Second Life in general and if the students felt comfortable with Second Life as a
learning environment and with their avatars. Besides the students had to judge sound
quality, their equipment and the technical skills which are demanded for attending a

language course in Second Life.

“l often had problems correctly understanding what other people were saying”.

= absolutely agree (3)
= tending to agree (12)
= neutral (6)
tending to disagree (16)

38%

= absolutely disagree (4)

10%

7%

“My equipment (computer, internet) was well capable of running Second Life”.

= absolutely agree (18)
= tending to agree (11)
= neutral (5)

tending to disagree (4)
= absolutely disagree (2)

o,
27% 504

“Using Second Life as a language learning platform demands many technical
skills”.

= absolutely agree (5)
= tending to agree (10)
299 = neutral (11)
tending to disagree (12)
= absolutely disagree (3)

7%

27%

12%

The results of this part in the survey show that there were more students who
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obviously had difficulties with the handling of Second Life than students who could
easily manage the first steps in Second Life. Referring to this first question it has to
be explored why these 25 students (56%) had difficulties with the handling of Second
Life at the beginning of the course. This relates to another question in this section
where the participants should rate the demanded technical skills that are needed to
attend a language learning course within Second Life. 37% assessed that many
technical skills are required for attending a language learning course within Second
Life. About 15 students assumed the opposite; they obviously judged the level of

demanded technical skills as acceptable in this connection.

Game character?

Within the interviews one person explained that her first steps in Second Life felt like
a computer game to her and that it was quite funny meeting people and watching
them trying to fly or move for example. In the survey it was also asked about the

assumed game character of Second Life:

“Learning a language in Second Life feels like a game”.

= absolutely agree (8)
= tending to agree (19)
= neutral (7)
tending to disagree (6)
absolutely disagree (3)

From this statement it should be inferred if Second Life is considered to be a form of
game. 46% tended to agree with this statement and 15% absolutely agreed with the
statement, altogether 61%. However, 39% were not convinced that it was like a

game.

Expectations and motivations
Asked about their expectations and motivations for attending a Business English
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course in Second Life the interviewees
language and at the same time getting to know Second Life. Two of the interviewed
persons were concretely interested in getting familiar with the teaching situation in
Second Life because they are doing research in this field respectively would also like
to use it for teaching sooner or later. Furthermore the participants were curious about
what would be possible in Second Life and meeting new people. They also
appreciated the chance of hearing and talking English at least once in a week and

thus refreshing their (business-) vocabulary and pronunciation.

Within the survey the participants were asked to rate how important certain issues
were for their motivation to participate. These are the statistics from the two reasons

that came up in the survey as well as in the interviews:

“Learning the language”

= absolutely agree (30)
= tending to agree (8)
= neutral (2)

tending to disagree (1)

20%

“Getting to know Second Life (better)”

= absolutely agree (16)
= tending to agree (9)
= neutral (7)

tending to disagree (5)
= absolutely disagree (4)

agr e

The i ssue which was obviously most i mportan

| anguage” . Nearly all the students 38
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their motivation to participate and agreed with this statement. For only one student it
was not that important; learning a language was maybe not the main reason for
attending one of these courses. In these context 25 students wanted to get to know
Second Life better, 9 students did not rate this aspect as beneficial for their

motivation.
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The course

The second category of the interview deals with the course. The interviewees were
asked if there have been any special learning scenarios or tasks that seemed very
helpful to their learning progress. Unfortunately most of the participants could n ’ t
remember any special tasks anymore. Below you find some remembered scenarios

which were described as helpful from learners:
- Doing job interviews
- Watching videos about how to apply and doing a good / bad interview
- An own business project they had to work out in a group
- Presentation of the projects

It appears that the tasks and scenarios that were remembered and described by the
participants all had to do with active communication and practicing the language as

well as presenting themselves in business situations.

During the course the participants came in touch with working on their own, doing
group-work as well as teacher-led parts. In the interview they were asked which of
these scenarios seemed most productive to them. All interviewees agreed on “group-

work” as their favorite learning scenario mainly because of the following reasons:

- 0] because you had to talk more than i

could only |listen most of the ti me.

- “Wit hin wbrletheg were @lways discussion parts were everybody
had to take part in and talking is one of the most important things to do in a

|l anguage course’”

- “"We had t oworltwith ghanginggpartners and afterwards there was a
discussion with the whole group and the teacher. It was interesting because

you talk to people from different culture

- “Group work was more productive because i

There were not so many technical probl ems

- “The discussion with the twvebeausetheenmmgi| € wa s
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things the teacher told us were about

One interviewee indicated that it was the mixture between the teacher-led part and
the working in groups: the group-work was always communicative but sometimes
problematic because of missing vocabulary and within the teacher-led parts they got

to know new words.

Within the survey the students were asked to rate certain issues as “particularly
helpful and beneficial to their learning progress” The results were very similar to

those from the interviews:

The teacher-led-lessons in Second Life

= absolutely agree (21)
= tending to agree (12)
= neutral (5)

tending to disagree (1)
= absolutely disagree (1)

S0 not applicable (1)

2%

The group activities in Second Life

= absolutely agree (19)
= tending to agree (14)
= neutral (4)

tending to disagree (3)
= absolutely disagree (1)

2%

My personal preparation for the coming lesson
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= absolutely agree (18)
= tending to agree (12)
- = neutral (8)
- tending to disagree (3)
= absolutely disagree (1)
not applicable (1)

2%

o,
29% 2%

Within this group ofledjesstoinerfis amide t ‘htee d oghr eor
turned out to be most helpful and beneficial to the learning process of the

participants. 33 people “absolutely agreed”
had a positive influence on their learning progress. More than half of the respondents
(28 each)alsor at ed the “personal preparation for t
beneficial.
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Learning in Second Life — Differences and aspects

Within the survey the participants had to agree or disagree with the statement if
“eélarning a language in Second Life differs from learning a language in any other

online | earning scenario

“Learning a language in Second Life differs from learning a language in any

other online learning scenario”.

= absolutely agree (20)
= tending to agree (12}
= neutral (9)

Almost half of the students who answered the survey rated learning a language in
Second Life as different compared to other online learning scenarios. The fact that
the courses take place in a 3D environment where each participant is able to act
through an avatar offers the possibility of a range of options not available in other
spaces. Second Life offers you the chance of acting, moving and talking through an
avatar. In addition the AVALON language courses in Second Life are supported by
text and voice chat. Voice chat has the advantage of getting in direct interaction with
other participants. All these options may have contributed to this clear result. Nobody
disagreed with the statement, although 9 out of 41 students feel neutral about the

statement.

During the par t i cintpndews theé respondents were also asked to compare
learning in Second Life to other learning they have done before and judge the main
differences. They were asked if it differs from learning a language in other online
learning scenarios and if yes, in which aspects. Because the interviewees partly gave

very personal answers to this question it was decided to depict them as quotes in this

report. Here are a few statements concerning“ | ear ni ng in Second Life
- think the biggest di fference 1is that
Seite
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thatImeetpeopl e from different cultures

and th

your real Il ife you don’t have so many ¢

cultures unless you travel a | ot."”

- “"You have the possibility to al wajus
by teleporting”.

These aspects came up autonomous during the interviews but they have already
been an issue within the forgone survey. The participants had to agree or disagree

with the following statement:

“The possibility to teleport yourself to places where your target-language is
spoken is one of the biggest advantages within a Second Life language

learning scenario”.

= absolutely agree (22)
= tending to agree (15)
= neutral (2)

absolutely disagree (2)

One of the advantages that Second Life offers as a learning environment is to move
yourself virtually to other places. When learning a language it can be a great
advantage to e.g. visit a virtual Spai
you can meet native speakers and try out newly learned words and phrases and

potentially have real conversations with other people.

The answers are quite convincing: 37 from 41 students agreed with the statement
that teleporting to places where you can speak the target language is one of the
biggest advantages within a Second Life language learning scenario. Only 2

participants (5%) absolutely disagreed with this statement.

Seite
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A next aspect that came wup during the i1inter
when learning in Second Life:

“You can |l earn from everywhere afid you do

“Second Lif e i sankw aghance $op @eacpk to study langsage

and i mprove it.”

Within the survey the participants rated “be

Being mobile

= absolutely agree (12)
= tending to agree (8)
= neutral (14)

tending to disagree (4)
= absolutely disagree (3)

The fact that the students were able to access Second Life from different places as
well as being able to freely move inside Second Life added up to the result of the
besides 14 students (3

item “being mobile

this advantage as helpful within the learning process and their motivation in general.

Another survey category deal t wi t h concentration” and “t
were also aspects that were raised by the participants within the interviews when

asked to compare learning in Second Life to other learning they have done before.

Here are a few statements concerning this issue:

- I would say the main difference is that
that it needs a | ot of attention”.

Seite
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- *“1t was a |ittle bit a pity that we had t

that at least half of the lessons went wit h can you hear me, <car

Pl ease come over!

- “[..] getting along properly with the tech

- think didn’t pay complete attention t
home in front of a computer, working with a computer the whole day, | was

really tired in the evening and | was || is

- “The r epr es eavata givesoyou the possibility to not be so involved

i f you don’t want t o, but t his ositlwaul d be
aspect .’
Varied statements concerning “concentration”

rated within the post-course-survey:

“It was easy to concentrate during the course”.

= absolutely agree (8)
= tending to agree (17}
= neutral (9)

tending to disagree (5)
= absolutely disagree (2)

Seite
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“There were not many distractions in the virtual environment”.

= absolutely agree (6)
= tending to agree (17)
= neutral (8)

tending to disagree (7)
= absolutely disagree (3)

With the help of these two questions concerning the concentration and the possible
distractions in the virtual environment the general atmosphere during a course can be
evaluated. The two pie charts for these questions look approximately the same: the
majority of respondents tended to agree or absolutely agreed with these statements.
This means that it was not difficult for them to concentrate during course and that
there were not many distractions in the virtual world. Altogether this constitutes a very
positive feedback for the AVALON Learning Island and the way the courses were set

up.

“Technical problems disturbed the learning process constantly”.

= absolutely agree (9)
= tending to agree (14)
= neutral (10)

tending to disagree (8)
= absolutely disagree (2)

Technical problems in Second Life are not something that teachers and learners can
afford to take lightly. Within this question it was asked whether the participants had
the feeling that their learning process was constantly disturbed by technical problems
or not. The majority of respondents indicate that technical problems disturbed their
learning process constantly. At least 10 people felt neutral about this theme and even
6 people tended to disagree with this statement.

Seite
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Avatars

An avatar is the graphical representation of a user that is used in any kind of virtual
role playing games. Within SL every user has the possibility to appear through his/her
own individual avatar. The specific appearance, the clothes as well as some selected
animations are modifiable by each user. The avatar is the visual image that creates
engagement. Generally an avatar is not going to make the language learning as such
better or worse, but the idea of engagement, communication and overcoming

inhibitions plays a distinctive role.

Duringthe p ar t i cintgrvéews tise’'respondents were asked five questions about

how acting and learning with an avatar felt like. At first they should describe a special

situation or a certain experience they have had with their avatar on the AVALON

Learning Island. Half of the interviewed persons described that they remember some

problems they have had with the look of their avatar and that this lead to funny

situations: one respondent wanted to change the cloths of his avatar but after taking

it o f he didn’t know how sbbe wasurtnninlg @anouend hi ng
naked for a while and felt relieved that this happened after and before he had to go to

the course. A similar thing happened to another interviewee who has had a bald

head under the cap her avatar was wearing. Though she had to go to the course with

her bald head she explained that she didn’t
just the avatar and not me” . One per son am@gdity dfunny p
her avatars name — so she simply created a new one. All interviewees indicated that

it was amusing for them to explore how their avatar works and also watch others how

they practice to fly, walk or try to sit down. Furthermore each of the interviewees got

lost somewhere for at least one time.

In addition the respondents were asked how talking and acting through an Avatar felt

like during the course. Here are a few statements:

- “ltfeltverynat ur al in a way.

- “At the beginning funny, because there have been people who did not know

howtowr i t e or speak.
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- was not a f an cause ittwaslikebaecgpy ofnmyselfis b e

talking, but after a while | tried to be myself. ”

“It felt much closer as if you would meet someone in skype, because you

share the same environment and you see it.”

- “ Qite okay. It was easier to listen to an avatar, because it was easier to see

some kind ofapersonand not only hearing a voice."”

Within the survey the participants also had to agree or disagree to certain statements

concerning their experiences and feelings with their avatar. These were the results:

“Acting and speaking through Avatars made the learning situation feel

more real”.

= absolutely agree (15)
= tending to agree (14)
= neutral (9)
tending to disagree (2)
absolutely disagree (1)

24%

Avatars are one of the core features that a tool like Second Life as a learning
environment offers to the participants. For a lot of students it is a great advantage to
act through avatars in the 3D environment. They feel more comfortable using a virtual
“char act ether there Averé 29gout of the 41 students who considered the
learning situation as more real when acting and speaking through an avatar. The fact
that so many students rated the existence of avatars as the reason for making the
learning situation feel more real can be regarded as positive for the learning situation
and of course the progress. Only 3 respondents disagreed with the statement and 9

felt neutral.
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“Talking to my "virtual classmates" felt like talking to a computer”.

= absolutely agree (2)
= tending to agree (1)
= neutral (2)
tending to disagree (16)
= absolutely disagree (20)

39%

Almost half of the students who answered the survey (49%) absolutely disagreed
with this statement, 39% tend to disagree with it. This means that 36 from a total of
41 students regarded themselves as acting and talking through a virtual figure to
other virtual representations of people and did not see themselves as talking to a
computer. In spite of the game-like aspect of Second Life, the participants obviously
consider the interactions in the virtual environment as natural. Two students (5%) felt
like talking to a computer. At this point it would be interesting to ask them why it felt
like talking to a computer.

Has this Second Life course made you feel more / less / no difference

comfortable communicating in the target language?

= more comfortable (31)
= less comfortable (5)
= no difference (5)

12%

Through this question the assumed added value of learning a language in Second
Life should be supported or rejected. It is assumed that communicating in a foreign
language could be easier in a more anonymous setting like Second Life than itis in a
face-to-face situation. The majority of the respondents (31) shared the opinion that
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their participation in the AVALON course made them feel more comfortable
communicating in the target language. For 5 people their participation in the course
had no influence on their feeling concerning communicating in a foreign language. 5
other respondents indicate that their course in Second Life made them feel less

comfortable communicating in the target language.

Avatar and personal learning situation

Within the last question in this theme complex the interviewees were asked if they
think that speaking through an avatar could make it easier to overcome inhibitions as
to speak a foreign language. Through the avatar many users feel more freely
because it's the avatar that is acting and they are willing to experiment much more
than they would in real life. In some cases students who are shy in real life would
probably feel more protected in case of making mistakes. On the other hand self-
reliant students could feel a little bit alienated and lost in the virtual world because of

mi ssi ng “caleathcts. Here gres a few statements:

- “For those who are too shy talking in EIi
avatar because there is no direct eye con
- “Maybe it tohcericgntsate g Ottle bit more on what you are saying

when you don't have to look at any persons . ”

- “Maybe it is sometimes a little bit more embarrassing when someone watches

you directly.

- “ Iddes not make so much difference if the other person is sympathetic to you
ornot. The spoken word is more important.?’

- kmow the situation of others. But for me the first time | talked in Second
Life | did feel a bit nervous | ike in re
example shy people it helps them to overcome their shyness and speak more

freelythaninrealli f e . ”
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- “Generally the fear of talking in another language it not an issue for me — there

is no difference at all, compared to an o

- “Yes, f or s o mneore pedpiulpahdecomfortablé wmlking through an

avatar

- Maybe it could... because it's a playful environment where you are anonymous
and you don't need to talk.”

- “It was an advantage, because no one had to be afraid ofhisaccent or | ook

- “Not real |l vy. Because you have tosgress t

something. This pressing the button is another barrier. ”

- “tlwas sometimes good that the avatar was talking instead of standing in front
of the professor in real life, butitwasst r ange hearing myself t.

Within the post-course-survey the participants were also asked directly if they agree
with the statement t hat “Speaking through a

inhibitions” (as to speak a fdiSpieakihangia e

an avatar made it easier to overcome inhibitions (e.g. speak in the target-language in

front of the class)” .

= absolutely agree (11)
= tending to agree (10)
= neutral (14)
tending to disagree (3)
absolutely disagree (3)

With the help of this question we can decide whether the usage of an avatar made it

easier to overcome inhibitions in terms of speaking in a foreign language in front of
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the class etc. or not. The majority of participants felt neutral about that statement.
That could be because those did not pay attention to this issue during the course, or
perhaps they are seasoned language learners who realise that making an effort to
speak is essential to make progress in learning language However, 11 respondents
absolutely agreed and 10 respondents tended to agree with the statement. This
leads to the conclusion that speaking through an avatar is still beneficial for the
process of gaining more self-confidence in the sense of speaking in a foreign

language.
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Anonymity

Generally in a virtual world like Second Life it is possible to maintain anonymity so
that nobody really knows about your person. It is not necessary to give out any
personal details of your life. You can choose your name, your look — your complete

appearance.

This leads to the question if this kind of anonymity is wanted or rather not. Is it
necessary to know the person behind the avatar or is it irrelevant for the process of
learning a language? So the interviewees were asked if it was more important to stay
anonymous behind their avatar or if they felt the desire to let their classmates know
who they are in real life or get to know who they are in real life. The given answers

varied pretty much:
- *“1 felt quite good with the anonymity”

“ .. there are so many people in Secon
expectations about S e anbto khowlail strangeasnadd | don

their situation or let them know my real name. But | mean for the colleagues it

is okay.”’”
- *“1t was interesting to have two “characte
avatar you see and the real person behind
- “Anonymity was not an issue becaus-e only

you don't always stay in contact with the other participants after the course.”

- wanted to | et the others know who | re
wanted people to know my website, my blog etc.

- “ knew some people from the course before so it was not an issue.”

- 0 f I woul d explore Second Life by my ow
then | would really |Iike the anonymity. L

- liked the anonymity at the beginning, later | sometimes wanted talk with the

people in real life. ”
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- “ lid ndt want to stay anonymous, it felt strange to me. ”

Within the post-course-survey the participants were also asked how important

stayi ng awas foy tmonuand furthermore if it was important for them
“letting the other students know who theyarei n r e al i fe”:

“Staying anonymous was important”.

= absolutely agree (1)
= tending to agree (8)
= neutral (12)
tending to disagree (12)
= absolutely disagree (8)

The majority of participants felt neutral about the possibility of being anonymous
behind theavatar i n Second Life. Just the same amou

t o di sagr ee” anonhneotis wast impoitantgfor them. 8 people even

absolutely di sagreed” wi t h t hat statement
anonymous was an i sswe agncket"hdayha“tt andevh s i mj
can be assumed that for the respondents the possibility to stay anonymous in

Second Life was not a crucial factor for taking part in the AVALON course.

“It was important letting the other students know who I really am (in real life)”.

= absolutely agree (4)

= tending to agree (12)
= neutral (16)

tending to disagree (6)
absolutely disagree (2}

I didn't let the other
students know who |
really am (1)

The majority of respondents felt neutral about the personal importance of letting the
other students know who they are in real life. On the other hand 12 participants
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tended to agree that it was important for them and even 4 participants absolutely
agreed with that statement. There was also 1 person who indicated that he did not let
the other students know who he is in real life. With regard to the previous question it
is not the surprising that the same amount of people (32) for whom staying
anonymous was not very important or irrelevant agreed with this statement

respectively felt neutral about it.
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Perspective and closing question

At the end the interviewees were asked what they take with them from that learning
experience in Second Life. The majority shared the opinion they enjoyed trying out
something new and got to know Second Life this way. They experienced Second Life
as a playful way of learning and a fascinating colorful world. Because all interviewees
attended a business English course they thought about certain business related
things they learned and came in touch with during the course, for example knowing
how to write a business plan in English now. For others it was just the general
experience of getting in touch which language learning again and losing their scruple
that way. After the course the majority of the interviewees never visited Second Life
again — or at most for one or two times in order to show it to somebody. But apart

from one person they would all visited a course like this again in Second Life.

Within the post-course-survey the participants were asked to describe how they feel
about their learning experience in Second Life. The respondents had the possibility to

choose between certain feelings from which they should tick all that applied:

Please try to describe how you feel about the learning experience in Second
Life

= motivated (34)

= confused (9)

= happy (23)
satisfied (19)
exited (18)
indifferent (0)
frustrated (&)

= disappointed (2)
comfortable (22)
sceptical (5)
scared (1)

= anxious (1)
curious (32)
hard to say (5)

Through this question it should be evaluated how the participants felt about their
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learning experience in Second Life. As in the interviews the majority of the
respondents associated positive feelings with their learning experience in Second
Life. Mo s t participants felt “motivated”

“Satiarfdedéxited” weateefteral so named
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