


Learning to build was frustrating until
I attended some in-world classes. Linden
Scripting Language is a java-like language
that is more challenging to learn, but there
are many pre-made scripts that are easy to
edit. The ICT Library on Info Island was
a great resource for finding scripts and
display tools geared to librarians and
educators. As our skills grew, our collection
expanded to include a poster
exhibit about the primary
sources of federal and Florida
law, the structure of court
systems, and some basic legal
research strategies. We also
provide information about
our law center programs.

Virtual shopping was
another skill to learn, and this is
how we obtained furnishings
and a new building for our
larger space, all made by other
residents. Since anything is
possible in Second Life, I
commissioned an old-fashioned
card catalog from an in-world
designer to link to our OPAC!

We look forward to
continuing to use our Second
Life branch to develop
innovative ways to serve our
patrons and share our legal
research knowledge with Second Life
residents. At the time of writing, 'm re-
designing our virtual branch from a single
staid, brick building in the center of our
land into a modular group of cabanas that
will reflect our real life location and take
advantage of all the space we have. In
addition to our resources and exhibits, the
new design includes an open-air courtroom
and a student center.
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Why Explore Second Life?

“Going where our patrons are” is not yet a
reason for exploring Second Life, even with
our Millennial generation students who are
required to have laptops. We do not expect
that Second Life will ever be the first place
our students go for legal research. However,
we do have a small group of entreprencurial
students excited about the potential of
virtual worlds both for themselves and for
their education.

To date, there are no known law firm
librarians working in Second Life. Library
Manager Connie Crosby of the Toronto
firm Weir & Foulds, known in Second Life
as Patrice Primeau, speculates that if she
had a geographically dispersed library staff,
it could be a useful way to hold “face to
face” meetings, but only if staff were willing
and able to spend the necessary time
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working through the learning curve.
Crosby thinks mainstream law firm use
of virtual worlds is unlikely to happen for
years, if it happens at all. She points out
that communication with clients beyond
casual chat and seminars is risky, because
there is no way to guarantee who is behind
the client’s avatar. There are a few firms
with space in Second Life, but these are

Nova Southeastern University law librarians built and staff a
virtual library on the island of Cybrary City Il in the Second Life
Info Archipelago. Anything is possible in Second Life, so they
have an old-fashioned card catalog that links to their OPAC.

firms seeking to build reputations as
innovators, such as Washington D.C.-based
intellectual property specialists Greenberg
& Lieberman.

For the time being, Crosby plans to
continue exploring Second Life for personal
enrichment and to use it as another social
networking tool. In April she experienced
an example of Second Life’s ability to
connect people who might not otherwise
meet. After attending a talk by Wikinomics
author Don Tapscott, she took the
opportunity to chat with him one-on-one.
Even if she had been close to his location in
real life, she suspects that at a real world
book talk, he would have been too busy or
surrounded by handlers for her to strike up
a conversation.

Expanding Educational Horizons
While Second Life was not designed as an
educational tool, it is another in a series of
innovations that educators and librarians
have embraced. Unlike games that have
built-in narratives and quests, its blank slate
makes it an ideal venue for experimenting
with a 3-D online environment. Among
educational experiences designed for the
Second Life are interdependent virtual eco-
systems, heart murmur simulations, and
immersive exhibits that demonstrate what

it’s like to experience color blindness and
schizophrenia.

Harvard continues to hold classes
in Second Life. Following CyberOne,
Professor Charles Nesson taught a course,
called “Evidence at Large,” that concluded
with a mock trial of a real case involving
Second Life, Bragg v. Linden, 487 E Supp.
2d 593 (E.D. Penn. 2007). In his blog
video vidi visum, Gene Koo wrote
that Second Life is an ideal venue
for mock trials because the instant
message-style communication
forces participants to make their
arguments as concise as possible.
The IM chat transcripts can also
be saved for later analysis.

Seattle University Visiting
Professor of Law Elizabeth
Townsend Gard used Second Life
in her first-year property class.
Students took turns using avatar
Fizzy Soderberg to explore how real
life property concepts might apply
in a virtual world and reported their
findings with short videos about
their experiences.

James Milles, director of the
University of Buffalo Law Library,
has been working on generating
faculty interest in using Second
Life as a role-playing venue where
students in a domestic violence course
can explore gender dynamics by trying on
avatars with the opposite of their real life
genders.

Second Life’s sense of presence can also
enhance distance education, which often
fails to create a real sense of connection
among instructors and students. Computer
science Ph.D. candidate Rebecca Nesson,
who has taught in Harvard’s Second Life
classes, told the New York Times in January,
“Second Life has really bridged that gap.
There is just more unofficial time that we
spend together outside of the typical class
session.”

Linden Lab Founder and CEO Philip
Rosedale, interviewed for technology blog
Pogue’s Posts, explains the sense of presence:
“If I walk forward, I will bump into you
and move your avatar back. And that
feeling creates a...connection between us
that’s much more similar to real life.” One
can also learn about students from the way
they present their avatars, or representations
of themselves, in the virtual world. Is the
student’s avatar wearing a suit or a sari or a
Snoopy costume?

No librarians are actively teaching legal
research in Second Life yet, though my
colleague Robert Hudson is planning to
incorporate a Second Life information



treasure hunt into a segment of his
upcoming international law section of
advanced legal research. While discussing
Second Life for this article through our
avatars, Fitz and I spoke of the possibility of
offering an in-world legal research seminar
to other Second Life librarians.

Still not Convinced?

Additional reasons librarians have for
exploring Second Life include learning new
skills, improving real life services, sharing
special collections, marketing, and
networking.

Learning to work with Second Life’s
building and scripting tools is akin to
learning HTML in the 1990s. The 3-D
environment leads to creative thinking
about how to represent resources and
collections in virtual space. Kathryn
Greenhill, reference librarian at Murdoch
University of Western Australia, known in
Second Life as Emerald Dumont, believes
that the librarian who has experience
creating and communicating in virtual
worlds will be better prepared to take
advantage of future interfaces, particularly
if innovative Web browsers incorporate
features developed in virtual worlds.

Fitz’s experiences have led to improved
real life services. Inspired by Second Life’s
easy placement of virtual computer links,
she created bookmarks listing three to five
“Websites to Bookmark” featuring services
and resources that are Web-based or that the
library doesn’t subscribe to. The bookmarks
are placed in locations where patrons will
find them when they browse for similar
print resources. Although there are links to
these resources in the library’s OPAC, the
bookmarks make them easier to find.

Second Life also provides a way for
libraries to give their special collections
greater visibility. Several state libraries and
consortiums have put up fascinating virtual
exhibits about local authors, historical
personalities, and attractions, sharing them
with visitors who might never be able to
visit the libraries in person. Announcing
new virtual exhibits in Second Life and to
the world at large is a great way to gain
publicity for these collections. It also marks
the library as one that is interested in
technology and open to trying new things.

Finally, Second Life is a fun place to
network. The community of librarians in
Second Life is global. While all of us
there share an interest in exploring new
technology, that is the only thing we have in
common. Second Life librarians hail from
every niche in the field, new librarians and
career veterans, young and old alike. Even if
their libraries are a different type, chatting

with them about what they’re working on
in Second Life is a way to keep up with
the latest presentation tools and gadgets in
virtual librarianship.

The library community is also a great
place to make some virtual world (but not
merely virtual) friends. Every other Friday,
the ALS librarians host a themed party for
the Librarians of Second Life group at Club
TX950 on Info Island. The parties provide
a chance to catch up with friends and meet
new people while the avatars dance to
streamed-in music—no real world dance

skills required.
Getting Started

Want to know more? The best way to learn
about Second Life is first hand. Go to
www.secondlife.com/join to create a

free basic account. The hardest part of
registration may be deciding on a name
for your avatar. You can choose any first
name, but you must select a surname from
a pre-defined list that changes over time.
Be creative! Your name can be a pun, an
anagram, or your dog’s name.

After registration, download the Second
Life viewer and install it like any other
software. When you log in, you'll emerge
at Orientation Island in the company
of other newborn residents. Visit the
orientation stations for tutorials on moving,
communicating, and customizing your
appearance. Once you get used to changing
your height, weight, and hair with the slide
of a mouse, you'll wish it were so easy in
real life.

Adjusting to your Second Life may be
challenging. Learning to control your avatar
and manipulate virtual objects can be
frustrating, especially if this is your first
time in a 3-D environment. The “grid” is
updated frequently, so the program is offline
for several hours every two weeks. Like any
new software, it is also prone to crash. In a
post to the Second Life Educators” online
discussion forum in February 2007, Linden
Lab Community Manager Jean Miller
compared using Second Life to using a
Web browser in 1993. On top of all that,
it requires fairly high minimum computer
specifications.

Second Life is a big place, covering
more than 65,000 virtual acres, so finding
interesting areas is a challenge. The built-in
search engine is limited and often down.
Like the Internet, Second Life has an
abundance of sex and commerce locations
in addition to its library and educational
sites. However, the best part of this virtual
world is that it’s filled with real people.
Rosedale says the best advice for newbies is

to talk to people and ask for help. After

orientation, consider teleporting to Info
Island for some friendly librarian faces. H

Meg Kribble (kribblem@nsu.law.
nova.edu) is referencelinstructional services
librarian ar Nova Southeastern University
Law Library and lechnology Center in Ft.
Lauderdale, Florida. Her Second Life avatar
is Anne Idler.
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