
Scripting, Griefing, and Lewdness, Oh My!  Lessons Learned Teaching in 
Second Life 

 
Tips on providing rich constructivist learning opportunities in SL while avoiding 
the pitfalls. Topics include course setup, SL class exploration, role playing, 
developing events and activities, how to handle griefing, abuse, false identities, 
and lewd behavior, proper use and development of copyrighted materials 
(textures, clothing, etc.), use of transaction logs, object histories, chat logs and 
and trademarked and copyrighted materials.  Presentation will be done in 
Second Life. 
 
Second Life Classroom:  Angel Learning Isle 
 
http://slurl.com/secondlife/ANGEL%20Learning%20Isle/167/146/22 
 
Virtual Field Trips in Second Life 
 
Stepping into Naval History:  Join the Caledon Navy 
http://slurl.com/secondlife/Caledon%20Sound/51/85/26 
 
Step into Tudor Times on Renaissance Island 
http://slurl.com/secondlife/Renaissance%20Island/125/103/27 
 
Shakespearean Plays at the Globe Theatre 
http://slurl.com/secondlife/sLiterary/21/23/22 
 
Space:  The Final Frontier - International Space Museum 
http://slurl.com/secondlife/Spaceport%20Alpha/137/128/451 
 
Science Immersion:  Immersion Island: NOAA’s Coral Reef Research 
http://slurl.com/secondlife/Spaceport%20Alpha/137/128/451 
 
Free Stuff in Second Life 
SBrunozzi (2007) 
http://www.secondlifepros.com/free-stuff-in-second-life/ 
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