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Abstr act: This article presents some results obtained partially during the first year of the 
TYMMI project. TYMMI’ s aim is to strengthen the professional performance of pre-service 
teachers in the real classroom. Through the design of a free immersive virtual world Open Sim 
we have developed a technology readiness for 27 pre-service high school English teachers who 
are preparing their career at Universidad Católica de la Santísima Concepcion, in Chile. Initial 
results show some evidence of working in a three dimensional environment and in a virtual 
learning platform (called EV@ supported by Moodle) through Sloodle. One of the first findings 
we have gathered are: motivation for using these environments, strengthening ICT skills, and 
also technological diff iculties for the development of the academic activities of interaction 
during teaching practices. 
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1 Intr oduction  

Various researchers have investigated the adoption of virtual worlds in educational 
settings over the last decade [Berns, Gonzalez-Pardo & Camacho, 13; Mikropoulos & 
Natsis, 11]. Virtual environments, especiall y those with multiple simultaneous users, 
have become known for their usefulness: promoting constructive learning [De Lucia, 
Francese, Passero & Tortora, 09; Jamaludin, Chee & Ho, 09], collaborative learning 
[Jarmon, Traphagan, Mayrath & Trivedi, 09], improving critical thinking [Herold, 
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10], allowing developing technological skills [González & Blanco, 11], and they are 
considered as a didactic resource for teaching as well  [Rodríguez & Bañados, 11].  
Over the last years, Second Life and Open Sim have been used for professional as 
virtual environments in order to see their utilit y in different fields [Chena, Wardenb, 
Tai, Chend & Chao, 11]. Education field has been proven too. It has shown how the 
classroom can be transform into a digital space and how students can take different 
appearance when they become an avatar.  

This article aims to present preliminary results of the development of a virtual 
immersive learning environment for teaching called TYMMI. This island has been 
design using an open source platform called Open SIM (open simulator). This virtual 
environment has been developed in order to complement regular classes and improve 
pre-service teachers’  performance by technological readiness and training on 
immersive learning environments.  

2 Technology in education 

There is a large body of research related to digital literacy, technological skills gap 
between students and teachers, technology preferences, and the integration of 
technologies into the teaching and learning process.  

The experience of developed countries indicates the formative potential of the use 
of Internet to li nk students and teachers from different places and countries, for 
example, the formation of identities in a context where the digital world also 
influences. Valkenburg & Jochen [07] applied a survey to 1210 teenagers between 10 
and 17 years old in Germany. They found that interactive networks had a positive 
effect on teenagers’  social skills. In Chile, teenagers between 10 and 16 years old use 
Internet to be connected with their friends. Additionall y, the indicator communication 
between classmates and teachers shows a tendency to increase, from 12% in 2006, to 
28% in 2009. The value of Internet as a tool of benefit to young people has increased 
positively from 40% in 2006, to 88% in 2009 [ICT Observatory, 09]. 

Related to digital literacy, behaviors and Venezuelan students’  perceptions, 
Godoy [2009] found that the digital gap is reduced when students start college and 
their skills are comparable to European students. 

Likewise, the impact on relevant aspects is highlighted by UNICEF [11], noting 
the need for digital literacy for children and youth people because the digital world 
further separates young people who have the opportunity to benefit from digital 
technologies from those who do not. 

It is recognized that students have digital competences related to the tools with 
which they most interact, understanding the needs and particularities of the contexts 
in which these studies have been performed. 

The emergence and characteristics of new technologies such as virtual worlds 
promote student learning and commitment if they are properly applied in educational 
contexts [Warburton, 09].  

Jerónimo, Andrade & Robles [11] mention that learning in a virtual world and 
social interaction are considered as an educational innovation. According to these 
authors, 3D spaces allow to use didactic strategies such as role play, base problem 
learning and case study.  
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