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Introduction

In recent b L= educators have been ?-lrl‘-lrl}_.' o Improve

their teaching skills and practices related to the use of

technologies and wvirtual worlds, by creating Virtual
Learmng Communmities (VLCgz) These commumties
enable  commumeation,  collsboration,  and  shared
getivities in immersive 30 environments, where users
epresented as avators—ean ileract, create content, and
explone. In the context of Open and [istance Learming
(ODL), virtunl worlds support openness, accessibility,
and inclusiveness. This study reviews the literature and
presents o case study in Second Life, highlighting its role
i QDL and showeasing the most active VLCs

Theoretical Framework

Virtual Waorlds in ©ODL: Virtual environments allow free
mevement, interaction, and immersive 3D experniences. In
cducation, they go bevomnd maditional e-leaming by
cffering interactive and engaging fearming opportanites,
supporiing  the democratization of education through
global pecess withoot borders.

Sceond Life (SL) s the most widely used platform in
ODL and blended learming beCause 1l promoies openness,
collaboration, creativity, and asccessibility, even' for
Persons  with Disabahities. SL s an online  threee-
dimensional multi-user free virtual world created in 2003
by Linden Lab, and it has over 70 mulhon wsers-and
ilmost 48000 dmlyv sehve users, Within SL, Wil
Learming Comminilies organise semmmars, workshops,
and courses in virtual amphitheaters, universities. ele.
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Methodology

A, qualitative case study was condocted through observation m 5L, where the
researcher also participoied a5 a vser. The aim was to adentify and document
VLCs that organiee and host open cducational activiies

Selection Criteria
Open 1o the wider acadome commumity {amd bevond)
Chrganize open courses. workshops, sesminars
Friee participation

Regular meetings announced on their websites and calendars
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Conclusions

VLCx in SL play a kéy role in mmproving teaching practices in
OLL. They offer weekly open activities -meetings, seminurs,
conferences, courses, events- that enlance collabomtion and
knowledge exchange. SL remuiins popular becanse it provides
Interactive & collaborative eavirgnments
Accessibility without spatiotemporal constrainis
Inclusion of Persons with Disabilities & Vulnerable
Groups
Virtual visits (o cultural, historical, and art projects
Personalized learning expericaces with high aesthetie value
Demoerntisation of kaowledge through openness and [ree
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o Virtual Worlds deserve further caploration for their rofe
and apportunitics in ODL.
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