Aim: 

To provide information about YLS work exploring Teen Second Life.

	Topic
	Notes / Activities

	What is Teen Second Life
	Web 3 – the Internet plus…

- Social Networking

- Websites

- Video streaming

- Images

- Online gaming

- Plus web 2 – user generated content

Essentially an ‘all in one environment’

Different uses of Second Life – education, business

http://news.bbc.co.uk/newsbeat/hi/technology/newsid_7869000/7869303.stm  
http://news.bbc.co.uk/1/hi/business/7777485.stm    

http://www.youtube.com/watch?v=jQ6gJmH-IzQ 
Demonstrate island – quick tour / how to play games / how to build

Show DVD 



	How we came to use Second life
	1. Importance of new technologies in youth work (young people are digital natives, technology is in the language they use, how they make and keep friends, how they communicate…to engage with young people start where they’re at, and they’re social networkers)

2. the educational benefits of second life

outlines the educational case for changing the way we approach working with young people.

Additional Factors

Young people in centres were repeatedly bypassing the filters on the network to enable them to access social networking sites

Young people were going to alternative voluntary partners where they could access these sites.

Young people were creating their own bebo and myspace sites that mentioned groups they were involved in with our centres but couldn’t access them or develop them further there.

Core Connex has a history of using digital media to engage with young people. Second Life appeared the next logical step, with lots of opportunities to use it in youth work.

Concerns

Child Protection – Teen Second Life used. Explain restricted access, adults being disclosed etc. We were required to complete Risk assessments and several reports to the Education Senior Management team explaining what we were planning and measures in place to protect young people.

Mention – TSL not completely secure in its own right so we’ve taken additional steps.

1. Staff can’t logon without notifying a colleague

2. Access to the TSL programme is only accessible via accounts controlled and provided by Core Connex staff (not the general user accounts for the PCs)

	How we’re using Second Life
	Three areas of development

1. NHS staffed health centre

2. Role play issue based work (sectarianism, territorialism, knife crime)

3. Community (young people creating content – buildings, government, social enterprise)



	Ongoing Issues/challenges
	Child Protection / Safety – user guidelines, staff guidelines, panic button, structure of teen second life i.e. who gets access to our islands, transcripts of conversations.

Council IT department – work closely, lots of notice of requirements, partnership with voluntary sector to use them as alternative bases when needed.

Media perception – repeat the Teen Second Life message, increasingly positive stories in the media about second life for education.


