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Item #29 
YALSA Board of Directors Meeting 
ALA Annual Conference, Anaheim 

June 26 – July 2, 2008 
 
Topic:   Second Life Taskforce Recommendations  

 
Background: At the 2007 Annual meeting the Board voted to establish a taskforce 

to “explore the possibility of a YALSA presence in Second Life and 
report back to the YALSA Board of Directors at Midwinter 2008.  
Issues to explore include: cost, member interest in and use of Second 
Life, other ALA Division’s (or similar organizations) use of Second 
Life, possible content and types of participation and relevance to the 
YALSA mission.”  Their final report is provided below. 

 
Action Required:   Discussion  
 

 
How the Task Force operated to complete the charge: 
 
Since the Task Force was not fully formed until November 2007, and the results from the 
member survey were completed just prior to Midwinter, we were given an extension on the due 
date of this report.  
Task Force members met in Second Life and exchanged emails to discuss the work of the group. 
Then members divided up the responsibilities as outlined in the charge of the Task Force, and 
agreed to report findings to the group via email or a shared Google Document until the YALSA 
wiki (http://wikis.ala.org/yalsagroups/index.php/Second_Life) was set up.  
 
Results from the findings: 
 
Costs: 
 
An individual interested in participating in Second Life can register for a basic account at no 
charge. A basic account does not come with a land plot but has all the basic essentials needed to 
function in SL (avatar with default clothing).  A frequent cost might be uploading images. In 
order to upload images, such as a YALSA poster, it would cost 10L (10 Linden Dollars). The 
exchange rate is approximately 270 Linden Dollars=1USD. Once uploaded, that image can then 
be placed within the virtual space for all to see. 
 
To ‘have a presence’ as an organization in Second Life (SL)  usually means that one needs to 
‘own’ some amount of property so that content and resources can be available at all times for the 
convenience of its residents (i.e., those that have accounts in SL). “Ownership” can mean that 
property is purchased and maintained by a single person or organization, or several organizations 
may purchase and share property to minimize costs. In general, property ownership usually 
incurs costs of some type but one can have property without ‘owning’ it; they could rent it for a 
fee or be given the property at no charge.  
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The American Library Association currently owns an island in Second Life. Task Force 
members talked with Donovan Vicha, ALA staff member responsible for managing the 
association’s island. He is currently receiving assistance from the staff at San Jose State 
University (SJSU) Library and Information Science Program to develop content on the island. 
During the first year of this project, until January 2009, ALA is allowing individual divisions to 
use a section of the island at no cost. After January 2009, if ALA decides to charge the divisions 
for use of the land, the division fee would be a percentage of the total $150 monthly fee charged 
by Linden Lab, the creators of Second Life. The fee covers costs of server maintenance (each 
island=1 server), upkeep, and storage.  
 
If YALSA chooses to purchase teaching tools, such as a whiteboard, it would cost approximately 
150L. This type of item could be placed in a meeting room that is available to all divisions on 
ALA’s island and the cost could also be shared. YALSA members participating in SL would 
need clothes for their avatar, and one outfit (in addition to the default) would suffice unless they 
want more. Clothes for avatars can be picked up by individuals as freebies, or made by using free 
open source programs such as gimp (www.gimp.org). They can also be purchased online 
(www.onrez.com) for a few US dollars. Additional avatars can be purchased or made as well (for 
example, a dragon or a bear). 
 
If YALSA opts to purchase their own island, the fee would be roughly $837.50 after the 
educators’ discount. This fee is a one time payment required to ‘purchase’ the land. The monthly 
maintenance fees would be $150. It is worthwhile to note that educators are able to purchase land 
in SL at half price, and the $150 fee represents half of the $300 fee that commercial, or for-profit 
ventures would be charged.  
 
Staff time as paid staff and/or volunteers should also be considered as an indirect cost associated 
with being involved in Second Life. The amount of time devoted would be determined by 
YALSA’s goals for the initiative. The more ambitious the projects, and the more time it takes to 
learn and teach the skills, the more staff or volunteer hours required. 
 
Member Interest and Use of Second Life: 
 
Member interest was determined by an online survey sent out to YALSA members that was also 
part of a youth participation survey. Questions and results are here : http://tinyurl.com/38b55b .  
The following questions were asked of members:  
 
1. What virtual worlds are you involved in? Check all that apply: 
38 answered. 5 skipped. 
 
Entropia:       0  
Gaia Online:       15.8%   
Habbo Hotel:       0  
Second Life:       36.8%   
Teen Second Life:      5.3%  
There:        0  
Whyville:       2.6%  
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World of Warcraft:      5.3%  
None:        55.3%   
Other:      Runescape  

                                                City of Heroes  
 

2. If you are in a virtual world, how have you been involved? Check all that apply:  
17 answered. 26 skipped. 
 
Attended a class:      23.5%  
Attended a meeting or event:     41.2%  
Created an avatar:      76.5%  
Led a class, event, or meeting:    17.6%  
Networked with colleagues:     29.4%   
Shopped:       41.2%  
Socialized with friends:     41.2%   
Walked around:      76.5%  
 
Other: 1) Quested, connected with my family over long distances, had informal discussions over 
chat,  organized multiple events. 2) I made a second life avatar to go visit the island -- but I didn't 
get far before some creepy guy started hitting on me. I haven't been back to second life since. 3) 
City of Heroes is a game, I know, but my friends and I use it the way that others use Second 
Life.  4) Just tried Second Life a few times, didn't work well on my laptop so I gave up. 
 
3. How important do you think having a presence in a virtual world, such as Second Life or 
Whyville, is in your work with teens and libraries? 
37 answered. 6 skipped. 
 
Very important:      10.8%  
Somewhat important:      35.1%  
Not very important:      43.2%  
Not at all important:      10.8% 
 
4. Are you aware that ALA has a presence in Second Life? If so, have you been to ALA’s 
island? 
38 answered. 5 skipped. 
 
Yes, I’m aware and I’ve been to the island:   21.1%  
Yes I’m aware, but have not been to the island:  50%  
No, I was not aware:      28.9% 
 
5. If YALSA had a presence in a virtual world, would you create an avatar, and participate 
in any of the following activities? Check all that apply:  
38 answered. 5 skipped. 
 
An event (e.g., Teen Read Week):    44.7%  
An online course:      44.7%  
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A meeting with other colleagues:    50%  
None:        39.5%  
 
Other: 1) Virtual conference on issues related to teens. 2) only if required. : ) 3) bandwidth is 
hard to come by to log on on a consistent basis! 4) It's not Mac-friendly. 
 
6. What virtual world, if any, would you most recommend YALSA have a presence in? 
38 answered. 5 skipped. 
 
Entropia:       0  
Gaia Online:       5.3%  
Habbo Hotel:       0  
Second Life:       26.3%  
Teen Second Life:      23.7%  
There:        0  
Whyville:       0  
World of Warcraft:      2.6%  
none:        32.4%  
Other: 1) ???. 2) Whichever is more important to teens at the time. 3) I have no idea, sorry. 
 
7. Would you like to learn more about virtual worlds so that you might incorporate them 
into your library programming and services? 
38 answered. 5 skipped 
 
Yes:        52.6%  
No:        34.2%  
N/A:        13.2% 
 
8. If you have any additional comments about YALSA and virtual worlds, please provide 
them here:  
 
If you create a YALSA Teen Second Life Island then you are serving teens. If you create a 
Second Life island you are serving librarians. I think it would be cool for YALSA to do both, but 
having a teen island without an adult island doesn't make the most sense. 
 
I think that virtual worlds are there to get us "out" of real world concerns, and the more the real 
world intrudes, the less it becomes excitingly virtual. 
 
I think YALSA should focus on the real world first and get the nuts and bolts fixed, such as 
making sure that the website is updated regularly. 
 
I've worked with LOTS and LOTS of teens these past 7 years, and I have yet to meet more than 
one who has ever participated in a virtual world on a regular basis. Now, if we're talking "young 
adults" as in college students and/or twenty-somethings, then yeah, they're into this sort of thing. 
But teens on the other hand, you'll find most of them on MySpace, YouTube, and the like. I'd 
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think it'd be a waste of time for me, as a teen librarian, to put any effort into reaching teens in the 
virtual realm (as described in this survey). 
 
I really don't get these, and I currently only hear librarians talking about them. My teens don't ask 
about them, nor do they show a need for this type of thing. 
 
I highly encourage you to get involved with Second Life. Chicago Public Schools Dept of 
Libraries is creating an island in SL with a grant from the Illinois State Library. Contact Lisa 
Perez at leperez1@cps.k12.il.us if you need an extra volunteer. See http://blogs.cuip.net/dlis for 
an overview of some of our work. 
 
It will be hard (to impossible) to get our local Board of Supervisors to agree to any virtual 
presence especially when they believe our mission is to support education in the old dusty binder 
kind of way. And the current board doesn't see the point of libraries to begin with . . . If there is a 
nationally lead ALA presence in virtual worlds (which I already know there is) it will (with time 
and education) be easier to persuade the board that we can have a positive influence on the 
millions of teens already "hanging out" in these virtual worlds. 
 
This seems extreme to me - then again our library only has 4 public internet computers, none 
near the teen area. Virtual worlds are not even on the radar at our TAG meetings. :( 
 
For me, if YALSA had a presence in Second Life and invited members to participate in Second 
Life events, it might motivate me to create an account and participate not only in the YALSA 
initiatives, but familiarize myself with it in general. 
 
I think we need to keep promoting knowledge about virtual worlds as a part of the spectrum of 
online skills/things important to teens. But when so many of our librarians don't even know what 
wikis and blogs are, it's hard to justify spending a ton of time promoting virtual worlds as a 
primary service point. 
 
Other ALA Division’s or similar youth serving organizations use of Second Life:  
 
This charge was examined by organizing interviews inworld, on the phone, or via email. While 
entire transcripts of conversations are available on the wiki 
(http://wikis.ala.org/yalsagroups/index.php/Second_Life), a summary of involvement is included 
as part of the report. The Task Force would like to note that while there are many youth serving 
organizations in Second Life, they are on the teen grid (tg) which is for 13-17 year olds and 
approved adults. Since YALSA is not currently interested in a presence on the teen grid, that 
information is not included in this report. 
 
American Library Association (ALA). Contact: Donavan Vicha. SL: Oberon Octagon 
 
The American Library Association has had a presence in SL since 2006. It began as part of 
InfoIsland, which is a consortium of islands owned by the Alliance Library System in East 
Peoria, IL. In 2007, ALA bought their own island in SL. Some of the ALA SL activities have 
included celebrating the freedom to read during Banned Books Week, meetings, and highlighting 
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resources such as inworld calendars or web sites and RSS feeds related to ‘real life’ programs. 
ALA has been working with SJSU School of Library and Information Science department to 
construct a presence within SL and is interested in other divisions sharing the space for meetings, 
conferences, and more.  
 
ALA would like to provide training for those interested in becoming involved. Donavan was 
formally with the Reference and User Services Association (RUSA) and the Association of 
Specialized and Cooperative Library Agencies (ASCLA ) and began his involvement with SL 
during his tenure with those organizations. His current plans for developing ALA’s space include 
adding informational kiosks for RUSA AND ASCLA. wiki: http://tinyurl.com/37fhwy. 
(Donavan’s PPT presentation can be found toward the bottom of the wiki). 
 
American Association of School Librarians (AASL). Contact: Joyce Valenza. SL: Joyce Story 
A newly formed 2.0 task force is currently evaluating the possibility having a presence in SL. 
 
Association of College and Research Libraries (ACRL). Contact: Rhonda Trueman. SL: 
Abbey Zenith or Esther Grassian. SL: Alexandria Knight 
 
The ACRL created a task force that was charged with determining what kind of presence to have 
in SL, recommendations for programs and services, and resources needed for sustainability. 
They were also asked to develop promotional materials around a presence in SL, and furnish an 
area on ALA island.  
 
The ACRL Task Force submitted a report during Midwinter 2008 and the ACRL Executive 
Board is considering the recommendations.   Their report suggested that introductory help would 
be available to new users. ACRL would provide content in the form of resources about their 
organization, conference presentations to be done simultaneously within SL and ‘real life’, be a 
clearinghouse for academic libraries to show what they are doing in SL, and  hold regular events 
such as poster sessions, or buzz sessions about varying topics. They reported that SL could also 
provide a channel for offering to teach critical thinking in regards to building historically 
accurate islands or objects. They reported as well that they could host discussion sessions with 
library school students regarding academic librarianship. 
 
Office of Intellectual Freedom (OIF). Contact: Jonathan Kelley. SL: Jake Lumet 
 
The OIF held a Banned Books Week event in September 2007 in Second Life and Teen Second 
Life. While the kick off party was attended by fifty residents, the book discussions and speeches 
were only attended by about six to eight people. Mr. Kelley believes SL is useful for small 
meetings and that it’s a good idea to train librarians and trustees about intellectual freedom using 
these 3D technologies. While he wouldn’t pick SL as a primary means of communication, it has 
its place alongside other methods. The OIF will continue to have Banned Books Week events in 
Second Life and Teen Second Life in 2008.  
 
Youth serving organizations:  
 
ELVEN Institute. Contact: Craig Cunningham. SL: Dewey Jung 
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ELVEN assists preK-12 educators and librarians to envision, construct, and use engaging virtual 
learning environments. They frequently hold professional development workshops within 
Second Life. 
http://elveninstitute.org/ 
 
Global Kids (GK). Contact: Barry Joseph. SL: Globalkids Bixby 
 
Second Life and mostly Teen Second Life is part of their online leadership program used to 
promote global awareness and youth civic engagement. Their ‘office space’ in Second Life is 
used to show what they do in Teen Second Life such as having comic books they have produced 
from their programs. They have held job fairs and given presentations from their office space as 
well.  
www.holymeatballs.org  
 
International Society for Technology in Education (ISTE). Contact: Jennifer Ragan-Fore. SL: 
Kittygloom Cassady 
 
ISTE rented land in 2006 to test drive SL without making a major commitment. By 2008, about 
75% of participants in ISTE’s SL activities are also ISTE members and 10% of all members are 
involved in SL. Commitment to weekly events and virtual office hours staffed consistently to 
help those new to the environment are two factors which they attribute to their success in SL. 
‘Open socials’ used for career networking have been a draw to the island. The interaction with 
the membership also provides ISTE staff with ‘mini focus groups’ and a level of communication 
not possible at their annual conferences. Ms. Ragan-Fore feels the quality of social interaction is 
better than a chat room or listserv. Synchronous communication and use of avatars deepens the 
interaction as well. Ms. Ragan-Fore pointed out the overlap in membership with YALSA and the 
possibilities of working together on projects in SL.  
www.iste.org/secondlife 
 
Lighthouse Learning. Contact: Kathy Schrock. SL: Kathy Dryburgh 
 
Ms. Schrock’s project provides continuing education for teachers in SL. She does not feel there 
is a steep learning curve with SL if one takes time to go through the full range of lessons on 
Orientation Island, which is the point of entry for SL newcomers. She also feels the online 
‘knowledge base’ has sufficient step by step instructions to guide users. Ms. Schrock feels that 
SL is one of no-cost options for synchronous communications. There are four school districts 
involved in the Lighthouse Learning project which offer  professional development sessions for 
all SL residents, thus collaborating with educators around the world.  
http://nausetschools.org/lighthouselearning/ 
 
Recommendations for YALSA’s Presence in Second Life: 
 
Given the five following tenets:  
 
1) YALSA membership did not respond in large numbers to the online survey, and those who 
did reply had mixed feelings about SL. There is interest from the membership in learning more 
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about virtual worlds as well as third spaces in general (see Paula Brehm-Heeger’s article, A Tie 
for Third Place: Teens need physical spaces as well as virtual places, http://tinyurl.com/yqhget), 
but also awareness of the challenges, perceived or otherwise.  
2) Several of the members interviewed have indicated that access to SL might be an issue in 
terms of bandwidth and system requirements: http://tinyurl.com/gru3m. 
3) Lonely islands aren’t successful.  
4) Research (see YALSA’s Virtual Worlds: A Teen Tech Week Guide: http://tinyurl.com/ywgtra) 
points to virtual worlds as popular places for teens to hang out, engage in understanding a world 
around them that is always changing, build developmental assets, and as platforms that are being 
used as part of their formal education and college students distance education. 
5) YALSA’s strategic plan suggests not only focusing on what we are doing today but what we 
want to do next. 
  
The YALSA Second Life Task Force suggests the following:  
 
1) YALSA develop a presence in SL with modest expectations  
 
• The infrastructure of a space exists already with ALA island. YALSA might want to 

consider partnering with ALA and providing fresh content on a regular basis. 
• SL would not be intended to act as a primary means of communication or information for 

members, but one option in the ‘circle of choice’ as Linda Braun’s recent YALSA blog 
posts suggests: http://tinyurl.com/37y581). Other options for the ‘circle of choice’ for 
YALSA members are MySpace, Twitter, Wordpress blog (soon), del.icio.us, MediaWiki, 
PodServe, website, and conferences. 

 
2) YALSA would communicate clearly to the membership the extent of its involvement and 
expectations for Second Life to help alleviate misunderstandings of possible expectations. 
 
3) The YALSA SL space should have a clearly defined purpose, but with enough flexibility to 
allow members to play and create within the space. 
 
4) YALSA should consider establishing an office hour and offering substantive resources to 
members to learn the basic tools of Second Life and how it applies to librarianship. In order to 
achieve these goals, it might be necessary to seek like-minded partners to share the obligation. 
Internally, YALSA could begin with something as simple as calling for volunteers to staff the 
space or to organize and run a monthly program on a topic of interest. Perhaps a call out to those 
interested in volunteering, could help kick off a YALSA presence. 
 
Participation in Second Life as related to YALSA’s mission:  
 
• Second Life as a virtual world platform fits in with being part of the continuum of total 

library services by assisting librarians at all ends of the spectrum. 
• Having a presence in Second Life can strengthen YALSA’s services to young adults by 

encouraging its membership to learn a technology which combines many of the web 2.0 
elements that teens and libraries are currently using (i.e., taking photos inworld and 
uploading them to flickr, watching videos inworld, etc.) 
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• By learning the tools of a virtual world, YALSA members can be helping promote materials 
of interest to young adults (ie., virtual worlds as social networks and learning environments) 

• SL can help promote the development of librarians and other staff working with young 
adults through continuing education since it is a platform that works well with bringing 
people from distances together. 

• Creating a presence in a space that is rich in networking opportunities will not only help 
YALSA to connect with relevant agencies such as ISTE, public and school libraries, and 
other ALA Divisions but to have a somewhat competitive edge as well. 

•  Interacting on a year round basis with members will give YALSA another tool to monitor 
the interests of librarians and staff working with young adults. 

 
Activity and resource ideas: 
 
-Offer a YALSA e-course within Second Life 
-Hold professional development discussions such as how libraries respond to book challenges to 
how to download music 
-Have informal socials so that people can network and meet one another 
-Meeting space for committees or conference presentations/discussions including poster sessions 
-Work with library students to show them relevant educational places within SL or discuss topics 
related to librarianship 
-Invite authors or other relevant speakers to give presentations 
-Raise awareness about YALSA initiatives by providing information in the form of signs, 
notecards, links, tshirts, or 3D objects such as an interactive music note to represent Teen Tech 
Week 
-Promote the YALSA inworld presence through using the social networking tools that are 
already part of YALSA  
 
Recommended Next Steps:  
 
Get commitment from a few members, whether it be the Second Life Task Force or other 
YALSA members, to try out a few ideas for a presence, with the intention of being involved for 
at least six months. Work with ALA to set up a space on their island. Develop a plan for 
transparency as well as a six month report on the progress of a YALSA presence within SL.  
Consider a presence in Teen Second Life to promote such activities as Teens Top Ten, Teen 
Tech Week, and Teen Read Week. 
 
Task Force Members: 
 
Kelly Czarnecki, Technology Education Librarian, the Public Library of Charlotte & 
Mecklenburg County 
kczarnecki@plcmc.org 
SL: BlueWings Hayek 
 
Jennifer Depakakibo, Librarian, Information Services, Carrollton Public Library 
depakakibo@cityofcarrollton.com 
SL:Miaka Kawanishi 
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Kathy Mahoney, Youth Services Librarian, Brewster Ladies Library 
mahoney.kathy@gmail.com 
SL: Colleen Lovenkraft 
 
Matt Roach, Teen Librarian, the Public Library of Charlotte & Mecklenburg County 
mroach@plcmc.org 
SL:Klutzy Marx 
 
Jami Schwarzwalder, Teen Librarian, Pierce County Library System 
jami.schwarzwalder@gmail.com 
SL: Eiseldora Reisman 
 
Board Liasion: Amy Alessio, Teen Coordinator, Schaumburg Township District Library 
aalessio@stdl.org 
SL: Alessio Dagger 
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