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Narrative Report 
 

Executive Summary:  The Project�s Major 
Accomplishments 

In March 2008 the Alliance Library System (ALS), a multi-
type library system headquartered in East Peoria, Illinois 
that serves over 250 libraries and over 1 million residents 
of Central Illinois, received a $35,000 grant from the 
Greater Midwest Region of the National Library of 
Medicine (GMR) to provide consumer health information 
to individuals with disabilities and chronic illness who use 
the three-dimensional virtual world known as Second 
Life.  Because this was the third grant awarded by GMR 
to ALS for the provision of consumer health information in 
Second Life, this grant award was also used to continue 
ongoing efforts begun with the first two grant awards.  

Through this grant the activities, partnerships, and 
resources available on the existing Healthinfo Island in 
Second Life were expanded and honed.    

Virtual Ability Island (VAI), a major component of the 
Share the Health project, was created in 2008. The 
purpose of Virtual Ability Island is to provide orientation 
and training about virtual worlds for people with 
disabilities and chronic illnesses. The Alliance Library 
System partnered with Virtual Ability, Inc. on this project, 
and intrepid avatars such as Gentle Heron, Eme 
Capalini, Carolina Keats, and Lorelei Junot worked hard 
to make it all happen. 

The Share the Health resources and activities in general, 
and Virtual Ability Island in particular, have been a 
resounding success.  A vibrant and growing virtual world 
community of persons who are disabled or have chronic 
medical conditions, their families and caregivers, and 
organizations that serve them has grown up around VAI.  
The visitor traffic to VAI has been phenomenal, averaging 
over 500 people per day during the final six weeks of the 
grant period.   

On April 30, 2009, Virtual Ability Island was named a co-
winner, along with Studio Wikitecture, of the First Annual 
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Linden Prize, which carries a cash award of 10,000 USD 
for both co-winners.  

This project has accomplished all of its stated goals.  An 
impressive array of resources, exhibits, information 
resources, presentations, and articles have been created. 
In addition, this project has fostered greater awareness of 
how virtual worlds can benefit individuals with disabilities 
and chronic medical conditions, and how the general 
public can benefit from quality information resources and 
experiences designed to be inclusive and accessible to 
all.  .    
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Geographic Region/Number of Counties:  List of the 
geographic regions impacted by the project 

Because Second Life is a global village of avatars, for 
this project we need to think in terms of the global impact.  
Although demographic information about the tens of 
thousands of avatars who visited Healthinfo Island and 
Virtual Ability Island during the grant performance period 
was not routinely collected, anecdotal evidence indicates 
that people from many geographic regions in both the 
United States and around the globe have benefitted from 
this grant-funded project.    

Collaborations/Partnerships 
Names and Types of organizations 

Virtual Ability, Inc.   
The partnership with Virtual Ability, Inc. 
(http://virtualability.org) was the most influential 
partnership during these grant-funded activities.  Quoting 
from the Virtual Ability, Inc. website, �Virtual Ability, Inc. is 
a non-profit corporation based in Colorado, USA.  Our 
mission is to enable people with a wide range of 
disabilities by providing a supporting environment for 
them to enter and thrive in online virtual worlds like 
Second Life®.�   

Second Life Health Librarians 
This group was formed as a direct result of this grant-
funded project.  Carol Perryman issued a call for medical 
librarian collaboration (through the Alliance listserv and 
in-world, through the Second Life Librarians group) in 
order to extend a presence on Healthinfo Island as well 
as to brainstorm and take advantage of their expertise in 
training program creation. The first meeting took place on 
June 30, 2008, and was attended by 7 medical librarians, 
all affiliated with academic medical centers. 
Announcements for that meeting were posted on the 
Medlib-L list. This first meeting was a general 
introductory session, and was followed by more focused 
sessions discussing ideas and planning for training, 
island coverage, and more. 
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Health Support Coalition 
The Health Support Coalition is an umbrella group 
founded by the avatar The Sojourner, with Gentle Heron 
serving as an officer and Carolina Keats serving as a 
support group leader.  The HSC is a group of Support 
Group leaders within SL who address health conditions 
and disability issues. The group provides the means to 
share information, notify each other of shared events, 
support each other in keeping our groups viable, and 
assist new groups to get their footing. 

The Health Support Coalition was awarded one of three 
Annenberg grants, which will funded the development of 
a support community for emerging peer support groups 
on the Dreams sim. Perryman recognizes the Coalition 
as a manifestation of her outreach efforts, enabling 
dissemination of information among and mentoring for 
the many small groups in SL. 

This essentially (from the perspective of the Annenberg 
group) is a study on how �philanthropy is done� in a virtual 
world, rather than a more academic study, and may lead 
to additional funding opportunities. From the perspective 
of the grant partners (Carol Perryman and Alice Krueger, 
as leaders of the Health Support Coalition), it is very 
much an extension of the work already being done, and 
will greatly expand the group�s reach for publicity and 
support by making various efforts more visible to those 
who might be interested in starting or joining a health 
support group, as well as to educators, healthcare 
professionals, and media groups.  
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NLM 
Victor Cid (NLM SIS) introduced Carol Perryman to 
several people working in the NLM History of Medicine 
division.  Victor and Carol discussed plans to have their 
traveling �Harry Potter� display on Healthinfo Island. 

CDC 
The CDC has an island adjacent to Healthinfo Island and 
Karuna.   

AIDS.gov 
Lori Bell and Carol Perryman participated in 
a teleconference with, and provided Healthinfo Island 
tours to, Miguel Gomez (Director), Jenny Anderson, and 
Michelle Samplin-Salgado from AIDS.gov to discuss 
cross-collaboration and in-world activities. Michelle 
interviewed Carol and posted a brief mention of 
Healthinfo Island on their blog. 

NPR Science Friday 
Carol Perryman met several times with Tam Hyun (an 
epidemiologist who has worked on a number of displays 
on Healthinfo Island) and Janeel Kharg, a volunteer with 
the SL presence of  Ira Flatow�s NPR Science Friday to 
learn about their project and to share contact information 
and SL health-specific information. The Science Friday 
sim focuses on a number of science topics, including 
healthcare. 

Detroit Medical Center 
The Detroit Medical Center (DMC) Rehabilitation facility 
is now represented on Healthinfo Island by Julian Lopez 
and his administrator. Originally intending to have an 
entire sim, DMC scaled back their initial financial 
investment in Second Life.  

University of South Carolina SILS 
Lori Bell and Carol Perryman met with Dr. Feili Tu, an 
associate professor at the University of South Carolina 
SILS, to discuss ideas for collaboration and growth. Dr. 
Tu is teaching consumer health information classes and 
has conducted research in the area of CHI and in 
distance education.  She would like to involve her 
students in the activities of Second Life and Healthinfo 
Island. There was discussion about holding a seminar 
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with participation solicited from the broader Medical 
Library Association membership, as well as proposing 
more direct involvement from MLA by inviting Mark and 
Carla Funk and others. This information was shared at 
the SL Health Librarians� group meeting.   

University of South Australia 
Lori Bell and Carol Perryman conferred with Dr. Denise 
Wood,  Program Director (Media Arts), School of 
Communication, University of South Australia and her 
colleagues to explore funding and project possibilities. 
Dr. Wood is most interested in disabilities and 
entrepreneurship. 

Art for Healing (http://www.artforhealing.org/)  
In early 2009 a San Francisco-based nonprofit 
organization called Art for Healing contacted Carol 
Perryman about donating a display for the Health Info 
cluster of islands in Second Life.  Art for Healing provides 
works of art to enhance the quality of life for the ill, their 
caregivers, and their loved ones.   

Current status of partnerships 
Many of these partnerships and collaborative efforts are 
ongoing.  Others have been one-time.  Still others have 
led to iterative collaborations and discussions on a wide 
variety of health-related opportunities in Second Life.  
Note that some of these partnerships and collaborative 
efforts have been bilateral, while others, such as the 
Second Life Health Librarians and the Health Support 
Coalition, are meta-partnerships that have sprung up in 
Second Life.   

Challenges Encountered 
Scarce resources (time, expertise, etc.) present problems 
and constraints in virtual environments, just as they do in 
the real world.  Nevertheless, the power of and 
possibilities for collaborative efforts, involving both 
organizations and dedicated individuals, seem greater in 
Second Life than in the real world, at least during these 
early years of broad, sustained human activity in virtual 
environments.   
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Lessons Learned 
Just as in the real world, in virtual worlds collaborative 
efforts require one or a handful of leaders who are willing 
to work tirelessly to build in-world communities and 
sustained coalitions.   

Training/Demonstration Sessions 
Throughout the grant-performance period a wide variety 
of training and demonstration sessions were held on 
Healthinfo Island and Virtual Ability Island.  Some were 
live with a facilitator avatar.  Others were carefully 
designed to be self-learning opportunities for interested 
avatars.  A few of the training and demonstration 
sessions are described below.   

July 20, 2008:  Netroots Nation Conference panel 
discussion on �Progressive Values at Work:  Using 
Virtual Worlds for Real World Impact� 

Carolina Keats and Gentle Heron were on a panel.  They 
discussed the real-life effects of health-related 
informational activities in Second Life.   

August 16, 2008:  Grand Opening of Virtual Ability Island 
The speakers, tours, exhibits, and events all highlighted 
the ability of virtual worlds to help people with disabilities 
and chronic illnesses, their caregivers, the organizations 
that provide services, other stakeholder organizations, 
and the general public to explore realities and options.   

September 3, 2008:  Consumer Health Information at 
Healthinfo Island Workshop 

This workshop was designed for individuals with little or 
no experience finding and using consumer health 
information services.   

September 9, 2008:  Moving Toward Wellness:  Smoking 
Cessation. 

 

October 7, 2008:  Stepping into Health Conference in 
Second Life 

This ongoing series of in-world conferences, co-
sponsored by the Alliance Library System and Learning 
Times, is held entirely in Second Life and is open to the 
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public.  Carolina Keats conducted a table talk on the topic 
of consumer health information in a virtual environment.  
Healthinfo Island was one of the field trips conducted as 
part of the conference.   

 

October 14, 2008:  PubMed for You:  Searching for 
Medical Information in the PubMed Database. 

The slides are available at 
http://www.box.net/shared/dhcvq77aco 

January 14, 2009:  Looking for Health:  A Workshop on 
Finding Good Health Information. 

The presenter, Carol Perryman, provided tips for using 
Google Search to find high quality health information, 
plus how to use MedlinePlus, and how to evaluate what 
is found.   
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First quarter of 2009: Carol Perryman conducted a 
consumer health librarianship workshop in Second Life.   

Topics covered included the basics of consumer health 
information resources, reference services, health literacy, 
and credibility.  The workshop included hands-on practice 
as well as discussions of issues such as confidentiality 
and the similarities and differences between consumer 
health librarianship in the real and virtual worlds.  The 
workshop was held twice, with approx. 12 attendees 
each time.  Health librarians and non-medical individuals 
attended.  The slide set is available at 
http://www.slideshare.net/CarolPerryman/sl-chi-skills-
workshop-presentation.   

February 14, 2009:  Take Heart:  A Workshop for 
Caregivers 

This 90-minute workshop was facilitated by Avalon Birke 
and Carolina Keats.  Avalon spoke about coping methods 
for caregivers, and Carolina provided an overview of 
good resources, including legal, financial, and health 
information. 

Mid-February 2009: Virtual Ability Island began serving as 
a Community Gateway in Second Life.   

The Community Gateway program is an effort by Linden 
Lab to increase retention by improving the first few hours 
in Second Life for new avatars.  This greatly increased 
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the number of avatars who visited VAI.  During the final 
month and one half of the grant period (i.e., from mid-
February through the end of March 2009), the proximity 
sensor located near the beginning of the orientation 
experience on VAI recorded a daily average of 555 
avatars passing within range of that sensor.   

Gentle Heron noted that serving as a Community 
Gateway is both a large boon and a huge resource 
commitment, �Setting up and maintaining a 
Gateway is also a HUGE time commitment. I 
cannot stress this enough. In addition to the time 
someone must spend monitoring sim status 
(especially tricky continuously from Friday Asian 
time through Sunday western US time when we 
tend to get extremely high numbers flowing in), 
considerable effort must be expended to mentor 
newbies who range from people barely able to use 
email to others with full WoW experience who 
have trouble conceptualizing a world that is totally 
user generated, including the overall purpose or 
goal of "playing" here. There are also several CG-
related groups and listservs. While it is not an 
absolute requirement to participate in these, it 
would seem prudent to do so. Each group meeting 
requires a couple of hours weekly during US work 
hours, plus simply monitoring all the 
communications and fulfilling all the action items. 
This just takes time and commitment from 
someone to do all this, and usually the time and 
effort is more involved than you suspect going into 
the project.� 
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Total number of sessions conducted:  Over one dozen.   
Total number of sessions in which half or more of the 
participants were from minority populations:  unknown 
Total number of participants:  If the self-conducted 
orientation sessions provided by the Virtual Ability 
Island�s Community Gateway service are included, we 
estimate that over 30,000 avatars participated in and 
benefitted from these sessions.   
Breakdown of participants by 

Health care or service provider, with a subtotal for 
public health personnel 
Health sciences library staff 
Public/other library staff 
General public 

While this type of breakdown information was not 
routinely gathered from session attendees, anecdotal 
reports indicate that health care or service providers, 
health sciences library staff members, other library staff 
members, and members of the general public, including 
the subpopulations of persons with disabilities or chronic 
medical conditions as well as persons without these 
challenges, attended one or more of these sessions.   

Training Sites 
Brief descriptions of training sites 

Healthinfo Island 
http://slurl.com/secondlife/Healthinfo%20Island/127/139/2
2/  

Because Healthinfo Island already existed in Second Life 
and had developed a consistent amount of traffic, many 
of the training events were held on Healthinfo Island.   

Virtual Ability Island 
http://www.slurl.com/secondlife/virtual%20ability/128/128/
23 

Virtual Ability Island was created, developed, and staffed 
during this grant performance period.  It joined the 
growing health sciences cluster of islands within the 
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Alliance information archipelago, which, as of early May 
2009 included Health Info Island, Virtual Ability Island, 
CDC Island, and Karuna, an island devoted to AIDS 
awareness and support.   

To develop Virtual Ability Island (VAI) from scratch, the 
project team worked to determine rough plans for the 
new island, then created documentation and shared it.  
They then called for submissions by potential builders, 
evaluated proposed plans, negotiated with the finalist, 
and met to create the MOU.  The core project team met 
with the finalist building team to go through their proposal 
and our objectives, then with the Advisory Committee to 
design the review process. Everyone (including members 
of the Advisory Committee) reviewed proposals, 
responding by using a spreadsheet designed by Pecos 
Kidd. Carol Perryman and Eme Capalini set up 
procedures and instruction documents for the evaluation 
process, communicating throughout with committee 
and executive committee members and providing support 
as needed. 

Exhibits 
The exhibits created during this grant performance period 
included:   

Path of Support on Healthinfo Island 
The development of the Path of Support has been a very 
successful component of the GMR-funded projects in 
Second Life. Begun by Virtual Ability group member 
Drangea Lyndhurst as a listing of support groups (in 
order to have a base for outreach) when Healthinfo 
Island was first funded an actual pathway with posters to 
illustrate the reason for our presence in this virtual world 
was built. Most recently, John Norris, a bioinformaticist, 
has taken responsibility for this exhibit, and has not only 
rebuilt the growing display, but has taken time to perform 
some statistical analysis on the underdocumented 
communities of support active in Second Life. He has 
been publishing on his blog and through various virtual 
world publications, and is working on a more rigorous 
piece of research he will submit to the Journal of Virtual 
World Research or elsewhere. 
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Stroke Awareness Display 
The interactive display was developed by graduate 
students in the Department of Occupational Therapy at 
Jefferson College of Health Professions in Philadelphia, 
PA, USA, under the direction of Zsuzsa Tomsen (Susan 
Toth-Cohen in RL). The exhibit consists of 3 
presentations about stroke--including types of stroke, 
statistics, and rehabilitation.  More information about the 
display can be found in a blog post on the Healthinfo 
Island blog 
(http://healthinfoisland.blogspot.com/2008/07/stroke-
awareness-exhibit-now-at.html)   

Breast Cancer Display 
The growth and evolution of this display area in Second 
Life illustrates how various content creators and 
contributes can fuel the accretion of content.  Begun with 
one poster for a breast cancer support group, the Breast 
Cancer display grew with the addition of a breast self-
examination display created by another person, then a 
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statistical display. Then  Carol Perryman reached out on 
the Medlib-L listserv to ask �listmom� Valerie Rankow for 
permission to use her updated resource list on breast 
cancer. In Second Life, the viewer can now open various 
quality breast cancer websites without leaving the 
browser.  The Breast Cancer display area now includes 
work by an epidemiologist, posters from the Y-Me 
support community, and resources provided as part of an 
updated listing of breast cancer links. 

 

�Do Mandrakes Really Scream?  Magic and Medicine in 
Harry Potter� 

Carol Perryman (Carolina Keats in SL) and the SL Health 
Librarians group collaborated on the creation of a display. 
They also explored possibilities for collaborative MLA 
presentations and posters, most recently the process of 
creating a display at Healthinfo Island, entitled �Do 
Mandrakes Really Scream? Magic and Medicine in Harry 
Potter.� Carol was made aware of the Harry Potter exhibit 
by the avatar Toxie Cortes (in RL, Victor Cid of the NLM 
Specialized Information Services division). He introduced 
Carol to several people working at the NLM History of 
Medicine division who told her about this traveling exhibit; 
he later conveyed the information that we could freely 
import images (with attribution) for use in Second Life. 
Members of the SL Health Librarians group worked 
together under the direction of Elizabeth Marripodi to 
bring art inworld and construct an exhibit in Healthinfo 
Island�s mountain gardens. 
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Using materials from the NLM�s History of Medicine 
collections, the exhibition explores Harry Potter�s world, 
its roots in Renaissance science and the ethical 
questions that affected not only the wizards in J.K. 
Rowling�s books, but also the historical thinkers featured 
in the series. Exhibition panels feature the works of 15th- 
and 16th-century alchemists, naturalists and occultists, 
and explore the intersection between the Harry Potter 
novels and Renaissance thinkers, lore and practices.  
More information about the exhibit, including educational 
resources, is available at 
http://www.nlm.nih.gov/exhibition/harrypottersworld/index
.html. 

Resource Materials 
Brief descriptions of any materials developed for training 
or for promotion/marketing. 

Orientation Center on Virtual Ability Island  
The Orientation Center on Virtual Ability Island has been 
called the best orientation facility in Second Life, and is 
used for acclimating new health practitioners into the 
virtual world due to its quality.  The proximity sensor data 
gathered at the beginning of the Orientation Center 
indicate that on average over 500 new avatars visit the 
OC daily.  This is an outstanding example of a resource 
that has been designed and built to be accessible to all.  
By following the principles of universal design, the 
general population of Second Life has received, 
recognized, and used an excellent resource.   

Gentle Heron notes that much thought and testing went 
into the details of the Orientation Center on Virtual Ability 
Island to make it accessible to all.  For example, the 
background color of the large posters was made beige to 
assist visitors with visual impairments.  They also tried to 
address the accessibility issues related to different types 
of computers and computer operating systems, such as 
the Mac.  They used andragogy learning theory 
(http://tip.psychology.org/knowles.html), which focuses 
on adult learning styles and behaviors, in the design of 
this orientation center.  The Orientation Center provides 
basic information and practice opportunities in a multi-
modal, fun learning environment.  The orientation 
experience covers such basics as moving (e.g., walking, 
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sitting, flying, and teleporting), camera controls, 
communication options (featuring Bob, the chatty monkey 
bot), obtaining and keeping track of belongings, and 
more.   

Advanced Training Tutorials on Virtual Ability Island 
During the last quarter of 2008 a set of advanced training 
tutorials were created on Virtual Ability Island.  All poster 
text was created collaboratively, keeping in mind literacy 
level and ensuring that the information and 
demonstration concepts are chunked in appropriate 
modules. The tutorial segments were tested with a large 
number of individuals (especially those who are members 
of the Virtual Ability group since that group set up a web 
portal direct from their own site to the island). 

Women�s Health Garden on Healthinfo Island 
A newly created space on Healthinfo Island is the 
Women�s Health garden, a walled space that will contain 
a small and broad number of resources on abuse, 
sexuality, childbirth, and other similar topics. 

 

Alzheimer�s Disease Display on Healthinfo Island 
An additional component of the exhisting Alzheimer�s 
Disease display, originally donated to Healthinfo Island 
by the Toronto Alzheimer Society, was finalized during 
the first quarter of 2009 by the avatar Rosie Woller. 
Rosie�s real-life name is Lynn Dailey, and she is a 
student of Susan Toth-Cohen, who is a professor at 
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Thomas Jefferson University as well as the director of 
their PhD program. Part of Lynn�s capstone project is a 
holographic display that presents the viewer with a menu 
of choices between three different settings � dining 
tables, a bedroom, and a hallway, with labels and 
examples of ways caregivers can make life easier for a 
person with dementia or Alzheimer�s. Each scenario is 
accompanied by a notecard, which visitors can save in 
their inventories, providing more information and links to 
web-based resources. Also connected to the display is a 
poster soliciting participation in a research study on 
caregiving.  This area really exemplifies the collaborative 
possibilities in virtual communities like Second Life. 
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Carol Perryman created a video that provides a welcome 
to and overview of Healthinfo Island. 

The video is available at the central pavilion on HII as 
well as at http://vimeo.com/3277073 
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Carol Perryman created a group of resources for a �sim� 
in Second Life created to support women who had been 
abused.   

 

Web Sites 
Although the focus of the activities funded by this grant 
has been on the three-dimensional virtual world called 
Second Life, several websites related to the grant-funded 
activities have sprung up:   

Netvibes Universe for VAI/ALS 
(http://www.netvibes.com/vai_als)  

Netvibes is a website builder, freely available, that the 
site creator can use as a platform for many types of 
purposes. One uses �widgets� (small applications) like 
RSS feeds, image frames, etc., to build pages in a 
modular way. The VAI ALS Share the Health site 
includes the following areas:  

• Share the Health � About the project: the project 
announcement by ALS and a statement about NLM 
as the funding organization 

• Project Partners � about ALS and VAI 
• Project Publicity 
• Project Participants � Advisory Committee members, 

eventually with brief bios by members 
• Virtual Ability Island Gallery � images of the build in 

progress 
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• Health at Second Life � links to resources such as the 
SLHealthy wiki as well as a feed about SL health 

• Health News and Information (general health news of 
interest, including my own reviews of resources, 
information about new studies, etc.) � in this area I 
have included  

o Information and a link to a $1,000 grant 
available to individuals with MS to improve 
their quality of life (I also announced this 
through the Health Support Coalition, inworld) 

o A summary of a new study published in CMAJ, 
looking at the impact of impaired 
communication, such as hearing problems, on 
health outcomes  

o Search box for PubMed that can be used from 
within Netvibes 

o Link to a new MedlinePlus.gov resource page 
on disaster planning 

o Link to a site that will provide up-to-the-minute 
coverage of an upcoming international AIDS 
conference 

o A feed from a new resource that provides 
short, reputable reviews of health resources 

Healthinfo Island Blog 
(http://healthinfoisland.blogspot.com)  

http://virtualability.org  

http://slhealthy.wetpaint.com  

Document Delivery and Reference Service 
Reference Questions Answered: 

Over 200 reference questions were answered during the 
grant performance period.  This total does not include 
requests for referrals and general inquiries about the 
Healthinfo/VAI activities and general health-related 
activities in Second Life.  Carol Perryman estimates she 
answers approximately 100 questions per month of these 
types. 
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Approaches and Interventions Used 
Describe the specific steps or activities used in the 
following areas: 

Identifying and scheduling sessions 
 

Promotion/Marketing 

Email and In-World Group: 
Carolina Keats worked with Eme Capalini on an 
announcement about the new Share the Health project, 
including the development of Virtual Ability Island.  The 
announcement was sent to several lists (SL Health, SL 
Nonprofits, SLED (The Second Life Educators list), and 
the Alliance list), and to various support groups in 
Second Life.   

Metaverse Messenger 
Announcements of events and exhibits were routinely 
sent to the Metaverse Messenger, a major newspaper 
covering news and activities occurring in Second Life.   

SLHealthy wiki 
The SLHealthy wiki (http://slhealthy.wetpaint.com) is 
probably your best and most comprehensive resource for 
Second Life health support groups, organizations, and 
locations. It's maintained by a group of librarians who 
have done an incredible job of cataloging the listings. The 
wiki was founded by Perplexity Peccable, in real life a 
medical librarian affiliated with the University of Michigan. 

Dreams Community Fair 
In mid-2008 Guus van den Brekel and Carol Perryman 
created a Healthinfo Island booth at the Dreams 
Community Fair, using the kiosk and flyers Carol had 
previously created, and advertising the project. 

Articles 
Exploring Virtual Librarianship: Second Life Library 2.0 in 
Internet Reference Services Quarterly, 13(2-3), 2008, p 
167-195, by Rebecca C. Hedreen, Jennifer L. Johnson, 
Mack A. Lundy, Peg Burnette, Carol Perryman, Guus 
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Van Den Brekel, J. J. Jacobson, Matt Gullett, and Kelly 
Czarnecki. 

Schlender, Shelley.  2008 (September 17).  �Second Life 
Frees Disabled from Restrictions of Everyday Life.�  
Voice of America News.  Available online at 
http://www.voanews.com/english/archive/2008-09/2008-
09-17-voa24.cfm (visited on April 29, 2009).  Note:  A film 
version of the article in the WMV file format can be 
viewed at 
http://www.voanews.com/english/figleaf/wmafilegenerate.
cfm?filepath=http://www.voanews.com/mediaassets/engli
sh/2008_09/Video/wmv/SecondLifeDisabilities-vb.wmv.   

Conference Talks 

Mid-June 2008:  Special Libraries Association Annual 
Conference in Seattle 
Carol Perryman attended the SLA Annual Conference in 
Seattle as an invited speaker in their Hot Science 
Technologies sampler session, talking about her 
activities in Second Life. This was attended by 
approximately 75 people, and Carol�s presentation was 
well received � Carol took around 50 handouts, and she 
had people asking for more, as well as a number of 
questions. Carol spoke with several in the audience who 
told her that their libraries were quite interested in 
checking out SL. 

October 7, 2008:  Stepping Into Health Conference in 
Second Life 
During this conference participants undertook virtual 
"field trips" to some of the best and most creative 
locations that are using virtual worlds to promote health. 
During these field trips, they were able to speak with 
those responsible for creating the simulations, and had 
time to explore them on their own. Field trip locations 
included Healthinfo Island, a health education simulation 
where visitors can test their knowledge of strokes by 
walking through a giant artery and destroying clots by 
correctly answering questions, and ToxTown, a typical 
American town where potentially dangerous chemicals 
can easily be seen. 
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November 8, 2008:  Carol Perryman spoke at the first 
ALA SLymposium (http://sla-
divisions.typepad.com/sla_in_second_life/2008/10/al
a-second-life.html).  

February 4, 2009:  Carol Perryman spoke at the 
Preconference of the 2009 Annual Conference of the 
Association of American Publishers (AAP)/ 
Professional Scholarly Publishing (PSP) Division.   
The event was well attended, with many employees of 
NLM, CDC, and other governmental agencies present. 
The preconference theme was �Mashup at the Library,� 
and was intended as an opportunity to learn about social 
networking and other technologically-enhanced ways of 
publishing or collaborating. The panel in which Carol 
participated was shared with Susan Toth-Cohen, of 
Jefferson Davis University, and Kristen French, with 
Nature Publishing. 

A video version of this presentation is available at 
http://vimeo.com/3132766  

2009:  Carol Perryman spoke via Skype and Dimdim 
webconferencing software to colleagues at the 
University of Rochester, River Campus. 
Carol covered some basics of Second Life, then focused 
on the development and growth of the health information 
archipelago in Second Life, including Healthinfo Island, 
Healthinfo Island 2, Virtual Ability Island, and Karuna.   

The slides presented can be found at 
http://www.slideshare.net/CarolPerryman/university-of-
rochester-library-river-campus-libraries-presentation    

Blog Posts 
�Virtual Ability,� a blog post by Tom Peters, was posted to 
the ALA TechSource blog on April 14, 2009 
(http://alatechsource.org/blog/2009/04/virtual-ability.html).   
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YouTube Videos 

HVX Silverstar�s video of the grand opening of Virtual 
Ability Island 
(http://www.youtube.com/watch?v=_pgWhsm56aA)  
(runtime 7:06)   

�Virtual Ability:  Orientation One in Second Life�:  In 
November 2008 the avatar HVX Silverstar made a 3-
part machinima (that is, a video filmed in Second Life 
itself) of the avatar Gentle Heron describing the 
orientation area on Virtual Ability Island and their 
efforts during the design and deployment processes 
to make the orientation area accessible and 
worthwhile to everyone. 
Part One (runtime 9:53):  
http://www.youtube.com/watch?v=VVlPD4TPNp8 

Part Two (runtime 8:42):  
http://www.youtube.com/watch?v=AVzyi0MOsJM 

Part Three (runtime 5:38):  
http://www.youtube.com/watch?v=Cnyt6rASfo0 

Evaluation 
Evaluation methods 

Three methods were used to gather data and information 
upon which this final report is based:  
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Proximity Sensors 
Proximity sensors are unobtrusive tallying devices that 
keep track of how often avatars come within the range of 
a sensor.  They simply tally that an avatar has come 
within range, and they note how long the avatar stayed 
within range.  No avatar-identifying data are saved.  The 
sensors do not de-dupe repeat visits by the same avatar.  
For example, if an avatar comes within range of a sensor, 
stays two minutes, then moves out of range, then returns 
within range, that return visit will be counted as a new �in-
range� event.   

Proximity sensors were set around at various places on 
Health Info Island and Virtual Ability Island.  The 
Healthinfo Island sensor data confirmed already 
observed traffic patterns, with daily visitor averages in the 
double digits.   

The sensor data for VAI were the most dramatic.  The 
sensors were in place during the grant period from 
October 23, 2008 through March 31, 2009, with a few 
data lacuna noted in the accompanying spreadsheet.  

The following chart summarizes the number of avatars 
and the average number of minutes spent within range 
by those avatars at six locations on VAI: 

Orientation Center:  30,109 avatars spent an average of 
4.22 minutes within range. 

Mentor Garden:  16,179 avatars spent an average of 
3.05 minutes within range. 

Welcome Center Map:  13,823 avatars spent an average 
of 2.66 minutes within range.  

Advanced Tutorial:  8,733 avatars spent an average of 
2.47 minutes within range. 

Auditorium:  7,102 avatars spent an average of 3.42 
minutes within range. 

Calendar:  4,903 avatars spent an average of 1.35 
minutes within range.   
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Overall, 80,849 avatars came within range of these 
sensors during the roughly five months that the sensors 
were in operation.    

Interviews 
The project evaluator interviewed several of the team 
members during and near the end of the grant-funded 
period, to obtain their experiences, impressions, and 
recommendations.   

Observation 
The project evaluator directly observed some of the 
areas, exhibits, and events developed and deployed 
through the grant-funded project.  . 

Objectives and Results 
1. To provide space for a minimum of ten health organizations in 

Second Life. 
Collaborative efforts, exhibits, meeting and event space, 
and other similar efforts were extended to over a dozen 
health-related organizations in Second Life.   

2. To assist Health Organizations in setting up a presence in Second 
Life. 

Through this grant-funded project, the project team was 
able to assist several health-related groups, 
organizations, service institutions, and educational 
institutions in developing an initial presence in Second 
Life, or in enhancing an existing presence.   

3. To create a health information organization community within 
Second Life. 

Through this grant-funded project several new health 
related organizations and communities of interest have 
emerged, including the Second Life Health Librarians.  In 
addition, numerous communities of interest have 
benefitted from the existence of Virtual Ability Island.   

4. To work collaboratively to provide programs, exhibits, and services 
on health information to Second Life residents.   

The members of the project team collaborated with a 
wide array of individuals, groups, and organizations on 
an amazingly diverse series of programs, exhibits, other 
events, and other learning experiences.   
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5. To publicize exhibits, programs, and resources both within and 
outside of Second Life. 

The activities and resources created as a result of this 
grant were publicized widely in Second Life, on the Web, 
and at in-person events in the real world.  A wide variety 
of media were used, including slide presentations, 
notecards in Second Life, machinima, websites, blog 
posts, and articles in the professional literature and the 
mainstream media.    

Problems or Barriers Encountered 
Promotion/Marketing 

Events and exhibits were promoted using many channels 
and methods.  Because the project team operated on a 
small budget, it often was difficult to discern which 
promotional and marketing efforts achieved the best 
results.  Consequently, as the grant performance period 
advanced, some effort may have been �wasted� on 
promotional channels that did not yield high results.   

Training 
Each training opportunity and tool had to be designed 
and tested to be accessible to individuals who are 
disabled or who have chronic medical conditions.   

Equipment/Telecommunications 
The proximity sensors initially deployed just prior to the 
grand opening of Virtual Ability Island were creating 
noises that distracted visitors, so they had to be 
destroyed.  Other sensors were latter deployed.   

Personnel/Staffing 
Although it was difficult getting members of the Advisory 
Group to attend meetings regularly, Eme Capalini and 
Carol Perryman kept members of the group informed of 
developments via detailed updates sent as email 
messages.  They also used Google Docs and Box.net to 
share information and move the project forward.   

Continuation Plans 
Plans to continue the project 

Both Healthinfo Island and Virtual Ability Island will 
continue to operate indefinitely.   
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Sources of funding and staffing 
In the spring of 2009 Carol Perryman met with other 
health professional and health sciences librarians active 
in Second Life to discuss submitting a grant application to 
NIH under Challenge Award (06-RR-101) 
(http://grants.nih.gov/grants/funding/challenge_awar
d/index.htm), which would create platforms in Second 
Life, Facebook, and other online resources to enable 
easy, integrated access to research resources, to assist 
in the re-use of scientific workflows, and to eliminate 
many barriers in scientific collaborations.   

Virtual Ability, Inc., now the owners of Virtual Ability 
Island, continues to seek additional funding and donors 
to continue and expand the work and resources of Virtual 
Ability Island.   

Impact 
Perceived and actual impact on the library, institution, or 
consortium 

The activities associated with this grant-funded project 
have had a significant impact on the organizations 
involved.   

In late April 2009 Virtual Ability Island in Second Life, part 
of the Share the Health project, was recognized as one of 
ten finalists for the Linden Prize 
(https://blogs.secondlife.com/community/features/blog/20
09/04/23/announcing-the-finalists-for-the-linden-prize).  
The Alliance Virtual Library also was listed as a finalist, 
as was the American Cancer Society Island.  Special 
mention was given to the Clinical Scenarios Project in 
Second Life, which ��helped to validate the use of 
Second Life as a novel platform for medical device 
training in a simulated clinical environment.�  Over 230 
applications and nominations for the $10,000 USD were 
received.   

On April 30, 2009, Virtual Ability Island was named a co-
winner, along with Studio Wikitecture, of the First Annual 
Linden Prize, which carries a cash award of 10,000 USD 
for both co-winners.   
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The body of the press release 
(http://lindenlab.com/pressroom/releases/30_04_09) is 
provided here:   

SAN FRANCISCO � April 30, 2009 � Linden Lab®, 
creator of the virtual world Second Life®, today 
announced the winners of the first annual Linden Prize, 
an initiative to honor Second Life projects that have a 
tangible impact on the real world. After reviewing more 
than 230 applications from around the world, the voting 
committee pronounced a tie, prompting Linden Lab to 
proclaim Studio Wikitecture and Virtual Ability as co-
winners. As a result, both projects will be awarded 
$10,000 USD for their efforts, marking the largest prize 
ever given in the virtual world industry to an individual or 
organization.  

"How do you measure the value of a project? Should 
making a deep impact on a select group of individuals 
weigh heavier than making an impact on a large 
population? Ultimately that wasn't a question we could 
answer, so we decided to celebrate and honor both 
projects," said Mark Kingdon, CEO, Linden Lab. "The 
reach, scope and success of all the entries � 
exemplified by the winners � demonstrates how 
individuals and organizations are using Second Life to 
improve the overall human condition, something Linden 
Lab has strived for since day one. Heartfelt thanks and 
congratulations to the winners, finalists, entrants and 
every Resident and organization that continues to 
demonstrate how Second Life is fundamentally changing 
the way people learn, play, communicate and 
collaborate." 

The award announcement noted the following about 
Virtual Ability Island, �Offering a series of courses and 
resources to help people with real-world disabilities get 
acclimated and start using Second Life, Virtual Ability 
helps realize the documented medical and psychological 
benefits offered by virtual environments. The organization 
has developed a unique orientation process that 
assesses individual skills, provides customized training 
and makes recommendations for assistive hardware as 
needed. Once users are comfortable in the virtual world, 
Virtual Ability offers a series of daily field trips, including 
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everything from mountain climbs, skydiving, fishing, 
dancing, and countless other activities that are difficult or 
impossible in the real world.� 

Recommendations for Improvement 
Alternative methods 

Numerous methods were tried through this grant-funded 
project.  One recommendation for improvement would be 
to explore new ways to measure and assess the efficacy 
of each method.   

Additional and different training materials 
Immersive informational and educational experiences in 
virtual environments will continue to develop and evolve.  
Subsequent projects of this nature will be able to 
develop, test, and deliver these new and better 
immersive experiences.   

Additional and different promotional materials and 
methods 

Web 2.0 and 3.0 tools for communicating and building 
communities continue to emerge and evolve.  
Subsequent projects of this nature will have these 
improved tools at their disposal.   

Follow-Up Questions 
Were the original project goals and objectives met?  If 
not, why not? 

The original project goals and objectives were met.  In 
fact, the activities and outcomes of this project, both on 
Healthinfo Island and on Virtual Ability Island, far 
exceeded the original project goals and objectives.     

What significant lessons were learned which would be of 
interest or use to others conducting outreach projects?  
Which strategies were the most effective in implementing 
the project? 

Careful design of events, exhibits, and experiences in 
Second Life (and, by extension, other virtual worlds) to 
be accessible, inclusive, and immersive benefits the 
entire population.  The amazing success of Virtual Ability 
Island in particular � measured in terms both of the 
consistently high traffic on the island and the winning of 
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the Linden Price � is a testament to the effectiveness of 
this strategy.   

If you were to start all over again, what, if anything, would 
you change about your goals, project plans, etc.? 

No major changes to the goals, objectives, and plans 
would be necessary. 

What advice or recommendations would you give to 
anyone considering a similar outreach effort? 

You need to reach out to both individuals and groups.  
The individuals may be individuals with disabilities or 
chronic medical conditions, or they may be caregiving 
individuals, or they may be individual members of the 
general public.  The groups may be established national 
and international health organizations, or they may be 
small organizations with very focused missions, or they 
may be groups that are just starting up in Second Life, 
with no corresponding real-world organization.  The core 
project team needs to actively plan to meet the 
informational needs and interests of all the types of 
individuals and groups.   

Plans for disseminating lessons learned and other 
information about the project, such as through a 
conference presentation or publication.  

Much of the process of disseminating lessons learned 
already has occurred via the various articles, blog posts, 
videos, conference presentations, and other methods of 
reporting out.  These activities will continue indefinitely as 
new opportunities arise.  The fact that Virtual Ability 
Island was a co-winner of the Linden Prize in late April 
2009 may enhance and extend the opportunities for 
disseminating lessons learned and the exciting 
opportunities for community building around these life 
and health topics.    
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Appendices 
Voice of America Article 

Second Life Frees Disabled from Restrictions 
of Everyday Life 

By Shelley Schlender  
Denver 
17 September 2008 

Second Life Disabilities Report - Download (WM)   
Second Life Disabilities Report - Watch (WM)   
Schlender report / dialup - Download (MP3)   
Schlender report / dialup - Listen (MP3)   
Schlender report / broadband - Download (MP3)   
Schlender report / broadband - Listen (MP3)   

Second Life is an internet-based simulation of reality -- a 
virtual world with trees, buildings, animals and people. 
The people are animated characters who participate in 
this digital world, each guided by a real-world person 
who can make his or her "avatar" look and act however 
they want. For someone with physical or emotional 
disabilities, this chance to dream by way of a computer 
and high-speed internet connection can be a healing and 
empowering experience. That's why many experts are 
working to make the simulation environment more 
accessible to them. From inside the virtual world of 
Second Life, Shelley Schlender reports. 
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Palm trees sway and the evening sky turns pink, 
as a woman with golden curls dances in a green 
party dress. Her name is Gentle Heron. A 
handsome man lifts her for a pirouette. They 
make their way over to a woman 
named Unmasked Shepherd, who's playing dance 
music on her electric piano. Nearby, a man in a 
red T-shirt jumps into the air, and flies away. 
Another man turns into a dragon. Gentle Heron 
watches it all 
serenely.   

Watching the scene 
unfold on her 
computer screen is 
Alice Krueger, the 
woman behind 
Gentle Heron. "I've 
got lots of friends in 
there. From all over 
the world. Different 
kinds of people. 
[Being in Second Life 
is] really fun." 
Krueger, who has 

multiple sclerosis, says that 
living through her avatar, 
Gentle Heron, is a refreshing 
change from her everyday 
life. "Here in this life I'm 
pretty much confined to my 
home and this room," she 
points out. "I don't see 
adults. It's difficult to go out 
and talk with people. It's 
really nice to be able to go 
out and dance. I love to 
dance." 
 
An intimate connection with an avatar 

 

Kruger's 
avatar, 
Gentle 
Heron, 
dances 
with an 
avatar 
named 
Reveren
d 
Newchu
rch 

 

Alice 
Krug
er 
has 
a 
com
muni
ty of 
frien
ds, 
and 
a 
miss
ion, 
in 
Seco
nd 
Life 
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In real life, the flying man in the 
red T-shirt is Ron Sidell. Two years 
ago, a rare illness paralyzed him 
so completely, he had to breathe 
through a tube. "I was put on a 
ventilator, and I was [surgically 
fitted with a tracheal breathing 
tube], and it was horrible." Even 
now, it's hard for him to talk about 
because it's such a painful memory 
for 
him. 

Whil
e Sidell has regained some 
ability to move, he spends 
most of his time in a 
wheelchair. In Second 
Life, though, he gets to go 
everywhere, and dance. 
"When I see my avatar 
dancing, the parts of my 
brain think movement. 
They sometimes feel what 
their avatar is doing."  
 
That makes sense to Mark 
Dubin, a neuroscientist 
and former University of 
Colorado professor, who 
now designs virtual reality 
tools. He explains that the "real life" feel of Second Life 
occurs because this virtual world is different -- and much 
more -- than a video game.  

Ron Sidell runs a charitable 
organization to help people 
with disabilities re-integrate 
into the community 

 

Sidell's 
avatar, 
Buteo 
Ruttan 
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"A fundamental difference 
is that you have an 
avatar. You have a 
representative that is you 
and responds to you. You 
move, it moves. You feel 
like you're there. Literally 
your brain will show 
activity typical of what the 
avatar is doing." 
 
Using the virtual world 
to teach real-life skills 
 
This makes Second Life a 
great place for learning 
virtually anything, even 

dog training. Vitolo Rossini, who has a brain injury due to 
a traffic accident, now teaches people - and their avatars 
- to work with virtual dogs in Second Life. He puts special 
priority into training people with disabilities. Thanks to 
these Second Life experiences, some people gain the 
confi
denc
e to 
own 
a 
real 
dog.  

Alice 
Krue
ger, 
whos
e 
Gentl
e 
Hero
n 
avat
ar 
often plays with computer-generated animals, says that 
some virtual dogs behave, but her favorite did not. "It 
would sometimes obey you and sometimes go off on its 
own, and it would wander away, and you'd be calling it 
and calling it, and then it would squat and poop," she 
says with a laugh. "It's very realistic." 
 

Mark Dubin and his avatar, ThreeDee 
Shepherd 

Vitolo Rossini has set up a virtual 
dog training school on a parcel of 
land in Second Life 
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There are a variety of skills that people learn, and that 
Krueger teaches, through Virtual Ability. The 
organization, based in Colorado - as well as in Second 
Life - highlights the benefits of virtual worlds for people 
with disabilities. Virtual Ability helps them learn how to 
get around in Second Life, which often makes a positive 
difference in their real life.  

Krueger recalls one 
woman who had difficulty 
with ordinary social 
relationships and was 
reluctant to have her 
avatar encounter other 
avatars. "So we had her 
working with plants 
because it was non-
threatening to her. She 
became a landscaper, and 
our neighbors [in Second 
Life] saw that and hired 
her to do their [virtual] 
property." Through these 
jobs in Second Life, the 

woman learned to make a budget, create a timeline and 
interact with people. With these skills, Krueger says, she 
got a real world job offer. "We were so excited," Krueger 
says. "She was really excited too, because this was her 
first job. Ever." 
 
Growing world of support in Second Life 

Virtual Ability helps disabled people in real life and in 
Second Life 
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Mark Dubin, the University 
of Colorado neuroscientist, 
says that people with 
disabilities often become 
isolated. He says Second 
Life can change that ... 
and be fun. "Depression 
lifts, people become more 
excited and interested. It's 
not that they learn to 
overcome [their 
disabilities]," he stresses. 
"To use the proper phrase, 
they are differently abled, 
and Second Life enables 
those differences to be 
functional." 
 

Because Second Life can offer people so many 
friendships and teachable moments, Alice Krueger says 
that more than 70 English-speaking groups assist people 
with disabilities or health issues through Second Life, and 
there are many support groups in other languages, as 
well. 

 

In Second Life, it's impossible to know 
what limitations the person behind the 
avatar faces in real life 
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ALA TechSource Blog Post 
Virtual Ability 

Submitted by Tom Peters on April 14, 2009 - 9:52am. 

 

I love quiet revolutions. They beat the odds and buck the 
trends. They don�t rely on the braying of pundits and 
prognosticators. They provide pleasant surprises, 
awakening us lovingly from our dogmatic slumbers. 

Recently a place named Virtual Ability Island (VAI) in the 
three-dimensional virtual world called Second Life has 
provided me a fascinating glimpse of a quiet revolution in 
progress. I don�t know how big or important this quiet 
revolution will be, but it is a welcome development. At the 
risk of braying a bit myself, let me tell the tale. 

I like Second Life and I think virtual worlds in general 
have a bright, significant future, but I have to agree with 
many tepid reviews of Second Life that note that most 
places seem like ghost towns, not vibrant virtual 
communities.  I�ve called this problem in Second Life the 
�reverse frontier� because the virtual landmass seems to 
grow faster than the resident population. 

Virtual Ability Island was created in 2008, funded in large 
part by a grant from the National Library of Medicine, 
Greater Midwest Region, to the Alliance Library System 
in Illinois. The purpose of Virtual Ability Island is to 
provide orientation and training about virtual worlds for 
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people with disabilities and chronic illnesses. The 
Alliance Library System partnered with Virtual Ability, Inc. 
on this project, and intrepid avatars such as Gentle 
Heron, Eme Capalini, Carolina Keats, and Lorelei Junot 
worked hard to make it all happen. 

 

I�m involved in other projects serving library users with 
disabilities, and I think these projects are very important 
and worthwhile. Still, the idea of creating Virtual Ability 
Island in Second Life sounded initially to me like the 
recipe for a worthwhile but little-used virtual world 
location, resource, and community. 

That turned out not to be the case. Virtual Ability Island 
has proven to be one of the most-visited locations in the 
Alliance Information Archipelago. People are flocking to 
VAI. Part of this surge of visitors is due to the fact that in 
February VAI became an official Community Gateway in 
Second Life. The purpose of a Community Gateway is to 
provide orientation and support for newly created avatars 
during their first few hours in Second Life. Because 
Second Life is a global community, there are Community 
Gateways for speakers of Chinese, French, German, 
Italian, Japanese, Russian, Spanish, and many other 
languages. 
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The owners of newly created avatars get to decide if they 
want to begin by visiting a Community Gateway location, 
and, if so, which one. For the English-speakers, there are 
a baker�s dozen Community Gateways, including 
BigPond (Australian themed), Campus in 3D (for higher 
ed. types), Dublin in SL, Virtual London, newBerlin, 
Solace Beach (pirates and tiki torches), Caledon 
(Victorian Steampunk) and, of course, VAI, projected to 
newly created avatars via the following two-sentence 
description, �We provide a community of support for 
people with disabilities or chronic illnesses, their family 
and caregivers. Our training is open to anyone, and ideal 
if you learn best by self-paced detailed instruction.� 
Hundreds of people a day are choosing VAI over pirates, 
tiki torches, steampunkers, outbackers, and Berliner 
bears. The word on the street (and the virtual street) is 
that VAI has a very well-designed orientation experience 
and a welcoming community. You can come for the great 
orientation experience, and stay for the vibrant 
community of interest.  

I have been contracted to write the final report on this 
grant-funded project. That�s why I�ve been paying 
attention to this amazing quiet revolution. One thing I did 
to generate some data was to place proximity sensors at 
several places around the island. Whenever an avatar 
comes within range of one of the sensors, the presence 
of that avatar gets tabulated. No privacy-compromising 
data are collected. The proximity sensors I use note that 
an avatar came within range and how long they stayed 
within range. During the 45 days from February 15, 2009 
through March 31, 2009, over 25,000 avatars passed 
within range of the sensor located near the Orientation 
Center on Virtual Ability Island. That�s an average of 555 
per day! Surely, you may be thinking, not all of these 
visitors are people with disabilities and chronic illnesses. 
That�s true, and that�s fantastic. People with a wide range 
of abilities from all over the world are coming to Virtual 
Ability Island. There probably is no place in the real world 
that gets such a consistently high amount of diverse 
visitors. This kind of interaction could be revolutionary. 
They arrive in droves to this place.  Gentle and Eme 
remember all the Rumanians who visited VAI after 
Second Life was featured on Romanian television. It was 
the same weekend as the Super Bowl here in the States.  
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Of course, VAI offers much more than just a great 
orientation experience. They offer advanced training, 
lectures, social events, informal gatherings, and places to 
just hang out.  

VAI seems to be proving that, when an experiential 
information resource is designed to be accessible and 
welcoming for everyone, the resource and the experience 
is improved for everyone. I wish the designers of other 
information systems and portable information appliances 
would appreciate and apply that basic truth.  

 


