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Second Life


Second Life is a very interesting and intriguing new technology. Its success is skyrocketing, with people around the globe becoming a character on Second Life, or making their own versions of an interactive, digital “life”, or using it as an educational tool in the classroom. I believe that Second Life has pros and cons. Second Life can be a great educational tool for students in the classroom, but as for the interactive “life” experienced by a digital person representing you, I believe that it is somewhat harmful/not beneficial.


Second Life has created a world for people through the internet. A person can create a character portraying himself or herself however they wish to be portrayed—as themselves or as an entirely different person—and experience a virtual, digital world. This world contains millions of other characters, who can talk, date, hang out, go shopping etc. The problem with all this is, it is NOT REAL! People soon start to immerse themselves in this other life, instead of their real ones! They enjoy hiding behind a computer monitor, typing, deleting, then sending the perfect message out to a random person in a different part of the globe. In real life, we cannot choose our words, conversations, or appearances that easily. Life is all about making mistakes and learning from them. With Second Life, any mistakes you make can be quickly corrected by a simple click of the mouse. If you don’t like your natural hair color, why not make it a brilliant shade of red? If you are not flirty in person, what’s the harm in flirting with perfect strangers that you’ll never meet? The answer, in my opinion, to these questions, is don’t do it at all. Don’t become part of the digital, virtual world that takes time away from you living your real life! You only can live your life once…why waste minutes, days, months, YEARS, on something that doesn’t exist???

However, in the classroom setting, my viewpoint is totally different. If Second Life is used as an educational tool, like a virtual, digital weather center, students can see almost firsthand what a hurricane looks like, how to measure temperature etc. It’s a great way for kids to learn about real-world jobs, activities, topics, facts, locations, history etc. If used correctly, teachers can incorporate Second Life’s educational centers throughout lesson plans and activities. Students can work in groups or individually by researching and exploring these sites. They can share what they found in a presentation, paper, or project, and it is a fun way for students to learn the facts about certain things. How often were we, before Second Life was developed, able to experience a virtual hurricane? These things, unless it becomes one’s profession, are rarely experienced by the everyday person. Students and teachers should take advantage of any and all opportunities to work with this interactive technology as much as they can. 


Second Life has its benefits and its consequences. With Second Life itself, people are lured into a false world, one that does not exist. They experience things that aren’t happening, and are losing out on the opportunities to experience real dating, activities, and shopping throughout their daily lives. With Second Life’s educational programs, students can learn amazing things and see how things are done in the real world. Using this new technology and having seen these things virtually can lead students to promising careers and interest in subjects that they might have otherwise found boring. Second Life is good in an educational aspect, but damaging in the virtual world aspect. 
