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Executive Summary

Global Kids, Inc. (GK) is most grateful to The John D. and Catherine T. MacArthur Foundation for a grant in the amount of $400,000 to support Philanthropy in Virtual Worlds. Through this initiative we have been able to demonstrate and better understand how the philanthropic and non-profit sectors can utilize virtual worlds to advance their various missions, informed by the goals and grantmaking of The MacArthur Foundation. 

Additionally, this funding allowed us to establish a dedicated space in Teen Second Life in which we were able to organize interactive events about philanthropy, promote the idea of the public good, and conduct activities for teens around important social issues. The projects and related activities helped to inform two sets of recommendations for conducting educational and philanthropic work in virtual worlds.  We were also able to establish a space in Second Life, the International Justice Center, that hosted a range of activities focused on the work of the International Criminal Court, and formed a network of users who actively participate in these activities. Finally, we used limited programming in the virtual world of There.com and Whyville.net to better understand trends in virtual worlds beyond Second Life.

Evolution of Goals and Deliverables

In early January 2008, Global Kids and The MacArthur Foundation revisited the core components of the program as outlined in the original proposal, and revised the goals to bring the program into better alignment with changes in the shifting arena of virtual worlds. We sought to address the Foundation’s emerging needs in the field of virtual worlds and to delineate goals that would highlight concrete examples of best practices for both educational and philanthropic work in virtual worlds, and produce more demonstrations of this work earlier in the grant lifespan. 

The following details the revised goals as agreed upon:

Two original goals were not changed: 

1. Stream five broadcasts into both Teen Second Life and Second Life of live public events related to current trends in digital media. 

2. Create the International Justice Center in Second Life, a network of people and organizations interested in the work of the International Criminal Court (ICC), with events and activities reaching greater numbers.

A third goal was significantly changed:

3. Establish a new Global Kids "Island" in Teen Second Life that will host educational programming related to philanthropy and the notion of the public good. GK will host educational competitions and festivals in Teen Second Life that will engage youth in substantive learning and social action. In the original proposal, we had planned to conduct five educational competitions and festivals focusing on five MacArthur grantmaking areas. However, GK and MacArthur revised this goal so that GK would conduct programming that would focus more intensely in two MacArthur grantmaking areas: Conservation and Sustainable Development, and Human Rights and International Justice. This change allowed GK to shift available staff resources to focus on the development of a new goal, the creation of the online social network for virtual world educators, that is described below.

Moreover, our work in the Human Rights and International Justice area would overlap with the development of the International Justice Center. This work will include the development and one-time use of a SLoodle-based tool to allow cell phones to text into and out of Second Life. The tool will be used for an event that will connect International Criminal Court case-related victims in an African country with Second Life residents. In addition, we will explore bringing this work into other virtual worlds, like Whyville and There.com. 

A fourth goal was completely new:

4. Develop and promote an online social network of virtual world educators that will focus on creating practical dialogue and case studies among educators using virtual worlds for learning. This is not exclusive to academicians but includes middle, high school and college educators and those in other formal learning institutions, such as libraries, museums, and after school programs. It will also address the needs of those interested in supporting or tracking the development of such work, such as philanthropies and public policy makers. 

Material from the site will be consolidated into a print-ready digital newsletter that will offer a broader analysis or an analytical piece reflecting on the collected material. The community would have monthly themes, with weekly questions posed by contributing and guest authors, and bi-weekly case studies. The case studies would be written based on a template to create a common framework when aggregated and would strike the appropriate balance between the work of GK and that of others. 

The online community would be developed in a way that could scale and allow for emergence in a variety of directions. Its initial presence will be limited in scope and activities, including but not limited to, weekly dialogues, bi-monthly case studies, and the print newsletters. 

Two of the original goals were eliminated:
· GK had originally planned to “document best practices in using virtual worlds to engage youth around public interest issues” and “publish a set of recommendations to the larger philanthropic field about how to establish a presence in virtual worlds.” Rather than publish two reports GK would now look to create the social network and blog for virtual world educators and related offline print materials, as described above.

· GK had originally planned to support activities through this grant at the Second Life Community Convention 2008, and publish two related papers. However, after discussions with MacArthur, it was determined that resources would be better allocated toward the development of an online hub for virtual world educators. 

Accomplishments and Activities

This final report highlights the activities conducted in support of the program’s revised goals and the outcomes achieved. Between October 1, 2007 and October 31, 2008, Global Kids conducted the following program activities within the Philanthropy in Virtual Worlds Initiative:

Global Kids Island: Competitions and Programs in Teen Second Life  

In the original proposal, we had planned to conduct five competitions that would bring five MacArthur grantmaking areas into Teen Second Life, however, as previously described, this goal changed so we instead focused on two grantmaking areas, Human Rights and International Justice, and Conservation and Sustainable Development. Our goal was to work directly with the MacArthur Foundation or indirectly through their grantees to demonstrate how virtual worlds could enhance how philanthropic work is conducted. In support of this revised goal, GK conducted one competition, Visions of Global Justice Art Contest, and two programs, Deconstructing Darfur and I Dig Tanzania. This latter program was coordinated in collaboration with the MacArthur grantee The Field Museum. Accomplishments for each of the activities is detailed below:

Visions of Global Justice Art Contest.  Global Kids held an art contest to support youth in creating their own “visions of global justice” using the media-creation tools within Second Life. The idea of this event grew out of conversations with MacArthur’s Human Rights and International Justice staff about how to engage youth in this challenging subject matter. The adult-portion of the event was produced with MacArthur grantee, the University of Southern California. The contest was introduced through an international justice workshop that was attended by forty teens. There were ten art submissions by youth, from which five winning submissions were selected. The winners were showcased both on the Teen Grid at an awards ceremony and at the launch of the International Justice Center on the Main Grid, which was attended by around 200 avatars. 

Deconstructing Darfur. This was a 4-week program that explored and promoted social activism in Teen Second Life, developed after conversations with MacArthur’s Human Rights and International Justice staff about specific regions and issue areas of concern. Twenty-five teens applied for participation in the program, with 10 teens, from four different countries, selected to participate. The youth participated in 8 interactive workshops to learn about the history and current situation of violence in Darfur, while looking at different forms of activism in Teen Second Life. The program also invited two guest speakers, one from MacArthur grantee Human Rights Watch and the other from the Save Darfur Coalition, to discuss the genocide in Darfur with the youth. The program concluded with a Torch Relay for Darfur, an event designed and carried out by the teen participants to raise awareness in the TSL community of China's support of Sudan in light of the Beijing Olympics. The event included the torch relay, a fundraiser for the Save Darfur Coalition, a presentation on China’s relationship with Sudan and its effect on Darfur, and a fireworks show. Over 80 teens attended the torch relay event, which raised approximately $50 US that was donated to the Save Darfur Coalition. 

I Dig Tanzania. This was an intensive summer program Global Kids organized in collaboration with MacArthur grantee The Field Museum in Chicago. It educated young people in both cities through virtual world technology about scientific field research, paleontology and Tanzanian culture, politics and ecology. The virtual camp took place from June 28 through July 2. The camp was planned in conjunction with a Field Museum-sponsored multinational, multidisciplinary team of researchers going to Tanzania to search for fossils. Seventeen teens from Chicago and New York were connected through Teen Second Life to eight researchers in Tanzania, enabling them to learn about paleontology, evolution, biology, and scientific research. The program concluded with the team of scientists and teens from both cities meeting in Chicago at the Field Museum from July 4-27 to present their “finds” to each other, and the general public, using video, photos and personal anecdotes. The audience was composed of representatives from a variety of MacArthur grantees, such as the Digital Youth Network and the Illinois Institute of Design, representatives from The MacArthur Foundation, and local organizations like the American Library Association. 

The teens documented their experiences in the program through 164 blog posts. Four groups of teens worked collaboratively to create exhibits in Teen Second Life on fossils by integrating Internet research, 3D building, exhibit design, with images and text. We produced a video on the IDT program that was first shown in Chicago then viewed on YouTube over 900 times.

Broadcast Streaming

Global Kids streamed five broadcasts into Teen Second Life and Second Life of live public events related to current trends in digital media for the MacArthur Foundation. Events we delivered:

1. December 2007, Cambridge, MA: "Totally Wired: How Technology is Changing Kids and Learning." Streamed live audio and video on the web, in Second Life and in Teen Second Life for the release of the MacArthur Series on Digital Media and Learning. There were 228 remote participants.

2. January 2008: Global Kids worked with MacArthur and the University of Southern California to broadcast a panel on civil liberties in virtual worlds. There were 130 avatars in attendance from nine countries.  

3. March 2008, New York, NY: "MacArthur Foundation International Justice Award to Kofi Annan." Live audio and video streamed on the web and four virtual worlds including, Second Life, Teen Second Life, There.com and Whyville.net. There were over 300 viewers across all the virtual worlds and the web. The archive of the event has been viewed over 750 times on YouTube.

4. April 2008, Stanford, CA: "From MySpace to Hip Hop: New Media In the Everyday Lives of Youth." Live audio and video streamed on the web, in Second Life and in Teen Second Life. The archive of the event has been viewed over 2,300 times on YouTube. There were 234 remote participants during the event.

5. Summer 2008: Global Kids produced a half hour podcast highlighting the role of virtual worlds at the fourth annual Games, Learning and Society Conference in Madison, Wisconsin. 

The forums in Second Life are documented through the following:

· A DVD was produced and audio and video of the events are available online.

· Photos of the events are available on Flickr, the Global Kids blog, and were provided to The MacArthur Foundation.

· The chat logs of the event were captured and edited. An edited and abridged version is given to the Foundation and posted on the Global Kids blog. 
The International Justice Center in Second Life
In March, Global Kids launched the International Justice Center (IJC), a new social network of people and organizations supportive of the International Criminal Court and related global justice and human rights issues. At the International Justice Center we have organized live video simulcasts from real world conferences, held in-world art shows, panel discussions, and forums, and provided members with regular updates and information related to the International Criminal Court. Since the center’s launch, we have recorded 1,928 avatars visiting the IJC, over five times the number of people and organizations we originally promised to reach.

To promote the International Justice Center, GK Online Leadership Program Director Barry Joseph and Online Leadership Program Associate Rik Panganiban traveled to The Hague to meet with 30 representatives of the International Criminal Court, as well as associated NGOs in the legal and journalism fields. Joseph and Panganiban participated in various meetings with the ICC representatives, and spoke to them about virtual worlds and civic engagement, international education, and simulcasting of IJC events.  They also spoke about virtual worlds with the International Law Association and the Institute for War Peace Reporting. These meetings helped to generate enthusiasm and support from all parties. It also gave Global Kids the opportunity to show the machinima film A Child’s War, created through the Virtual Video Project, which featured the ICC and an upcoming trial.

On March 20, 2008, the International Justice Center officially opened to the public with a high-profile event featuring the avatars of the International Criminal Court Prosecutor Luis Moreno-Ocampo and former Canadian foreign minister Lloyd Axworthy. Both appeared in Second Life to discuss international human rights and justice concerns. There were 150 avatars in attendance at this event, which was made available afterwards as an online video that has been viewed more than 400 times.

On that same day Global Kids coordinated the video simulcast of MacArthur’s International Justice Award presented to Kofi Annan, which was viewed on the web, and in four virtual worlds: Second Life, Teen Second Life, Whyville and There.com. There were over 300 virtual participants at this high profile event.

The International Justice Center launched the web-based version of its social network at www.justicecenter.net in March. The website enables users to stay abreast of developments at the Justice Center, as well as relevant news from the International Criminal Court and other human rights groups around the world. Users can also view photos and videos from the Justice Center and connect to each other, create common interest groups, and post to the group blog.

Global Kids successfully developed and tested a new tool called the “Switchboard” to address the Digital Divide by connecting cell phone users from around the world with individuals in virtual worlds. The tool was initially used to facilitate a dialogue between a Ugandan AIDS orphan in Africa with 12 teens in Teen Second Life. The web-based tool enables facilitated text conversation, connecting SMS text messaging from any mobile phone with in-world text chat from Second Life and Teen Second Life. 

In addition, the International Justice Center hosted the following activities:

· March 26, 2008: Two community forums that focused on the International Justice Center were held with 25 avatars in attendance.

· April 24, 2008: Live video simulcast of the seminar entitled International Criminal Court 101 was streamed from DePaul University in Chicago. The seminar featured representatives of the Institute for War Peace Reporting and John Washburn of the American NGO Coalition for the ICC. There were 50 live participants at the seminar and 12 avatars in attendance through Second Life.

· July 21, 2008: A live simulcast of UN Special Representative on Genocide Dr. Francis Deng speaking at the Council on Foreign Relations. Dr Deng spoke to 16 teens in TSL and 10 adults at the Justice Center on his role as special representative and how the UN seeks to prevent genocide around the world.

· August 13, 2008: Address on the "US Presidency and the ICC". John Washburn, director of the American NGO Coalition for the ICC appeared in Second Life as an avatar to talk about the US Presidency and its relationship to the work of the International Criminal Court. There were about 30 avatars in attendance. 

· August 13, 2008: Justice Jam Dance Party in the International Justice Center in Second Life.  DJ Doubledown Tandino performed a "world music" focused-set for about 30 avatars.  A fundraiser for human rights victims around the world was held simultaneously that raised about $50 US, and was donated to the UN High Commissioner for Refugees.

RezEd: The Hub for Learning and Virtual Worlds 
In our original proposal, Global Kids had planned to publish two sets of recommendations as a result of our work in virtual worlds, however, after discussions with The MacArthur Foundation regarding this goal, we decided to develop RezEd.org, an online hub for educators using virtual worlds. MacArthur provided the seed funding towards the development of RezEd.org, and Global Kids received additional funding through HASTAC. 

RezEd: The Hub for Learning and Virtual Worlds was launched in March 2008 and serves as an online hub to promote the use of virtual worlds as rich learning environments. We are very excited about the community of practice that has grown daily and developed into a sustainable network since its launch. RezEd has allowed for individuals across disciplines and digital media interests to not only become informed of one another’s programs, but to allow the rich resources and an active RezEd network to inform their own research and projects.

As of October 31, 2008, the following program activities took place within RezEd:

· Over 1,300 individuals have registered to be members on the site.

· The site showcases 15 bi-weekly podcasts including interviews with numerous MacArthur grantees, such as Sasha Barab, James Paul Gee, Linda Burch, and Sam Gilbert, allowing their work to inform this emerging field. 

· 15 best practices are featured on the site including an article submitted by MacArthur grantees like Betty Hayes and Barbara Johnson. Members have gained new insight from the specific lessons learned through the best practices feature on RezEd.

· 31 user-generated groups have formed on RezEd. In the formation of groups and the active discussions taking place across the site, we have been able to see how RezEd is able to effectively serve the needs of an expanding membership- from librarians, educators, and parents to individuals looking to virtual worlds for language learning.

· There are 130 blog posts.

· There are 1,005 photos and 54 videos available for viewing.

· 223 forum topics are available for discussion.

· 50 events are listed.

The following individuals were featured on RezEd podcasts:

    * Larry Johnson

    * Sasha Barab

    * Peggy Sheehy

    * Linda Burch

    * Tracy Rebe

    * Jeremy Kemp

    * Donna Stevens

    * Lane and Liz Lawley

    * James Paul Gee

    * Jonathon Richter

    * Sarah Robbins

    * Scott Arpajan & Patti Purcell

    * Sam Gilbert

    * Amanda Lenhart

    * Kelly Czarnecki for YALSA co-podcast

    * Ryan Clemens

In addition, we have watched as members have created educational virtual world tools, specifically as a result of RezEd discussions, while others have contributed to discussions surrounding original research agendas, including the University of Southern California’s Network Culture Project. RezEd has enabled Global Kids to centralize the breadth of resources and valuable expertise that exists within the emerging practices associated with virtual worlds and learning, and as a result provide extensive support and direction to the practice.

Collaboration with USC’s Center on Public Diplomacy 

Global Kids established a collaborative relationship with the University of Southern California Center for Public Diplomacy through which we agreed to share best practices and lessons learned, document our work, and co-lead events in virtual worlds. We worked together to coordinate several events, including:
· Civil Liberties in Virtual World event in Second Life. There were 130 avatars from 9 countries. 

· Collaborated on the L.A. Virtual World research meeting.

· Collaborated on Visions of Global Justice.

· The Public Good Challenge.

Rik Panganiban, Online Leadership Program Associate, was invited by USC to participate in an academic forum on virtual worlds, digital media and learning held on August 31 and July 1, along with a select group of 15 leading researchers in this area.  The discussions at the forum will form the basis of an upcoming volume on virtual worlds and learning to be produced by USC. 

Global Kids and the USC Center for Public Diplomacy co-organized the “Visions of Global Justice” art exhibition in both Teen Second Life and Second Life.  Global Kids sponsored a youth competition to enable young people to create their own vision of global justice, which resulted in five winning entries.  Meanwhile, the USC Center for Public Diplomacy commissioned 12 artists to create a wide range of artwork on this theme.  All of the entries were exhibited at the International Justice Center at an opening co-organized by USC and Global Kids that had over 100 avatars in attendance.

In April 2008, Rik Panganiban served on the high-level selection panel for USC’s “Public Good Challenge” alongside Howard Rheinhold, Craig Wacker, Randy Moss and Lori Bell. The Community Challenge was an open invitation to Second Life users to submit their proposals for a project that benefits the public good.

Second Life Community Convention/State of Play 
In our original proposal, we had planned to organize a range of panels related to bringing the philanthropic and non-profit sectors into virtual worlds at a conference. In discussions with MacArthur we decided to shift the resources that had been originally allocated to these events to other activities. 

Additional Reports Released and Field Building
Our work in virtual worlds has yielded positive learning experiences in youth and has developed our ability to serve as an incubator to organizational partners seeking to establish a presence in virtual worlds. To support our work in this new role, we have produced reports to advance the field of knowledge in this area and explore the feasibility of engaging youth in virtual world learning activities. As an incubator we have advised foundations and international institutions on developing a presence in virtual worlds and, more importantly, on how to utilize virtual worlds to engage youth and adults in learning, dialogue, and other activities related to the critical issues addressed by philanthropic institutions. Through the reports we have produced and the breadth of our myriad collaborations, Global Kids has brought members of the Second Life community, and other emerging communities, into critical dialogues about a range of issues related to education, global issues, and the potential of philanthropy in virtual worlds.

The expertise developed through this initiative and previous MacArthur-funded projects led to the development of the groundbreaking Global Kids Second Life Curriculum, the most significant resource in 2008 for those educators interested in incorporating virtual worlds into their classrooms. Additionally, all videos produced through this initiative are available on YouTube; the top ten most watched videos by GK have been watched over 15,000 times. 

Global Kids has also posted PowerPoint presentations on Slideshare that have been viewed over 8,300 times.
Reports Issued:

· “Best Practices for Non-profits in Second Life" (downloaded nearly 2,500 times).

· "Best Practices from the Second Life Community Convention Education Track 2007" (downloaded more than 700 times).

· The Summer 2008 RezEd report, distributed to over 3,000 conference attendees at two conferences and available online.

· "Discussion between International Criminal Court Prosecutor Luis Moreno-Ocampo and former Foreign Minister of Canada Lloyd Axworthy".

Field Building

Global Kids has been very successful in its outreach to other organizations. Our partners/collaborators have included: 

MacArthur Foundation or grantees:

· Biodiversity Synthesis Center

· Common Sense Media

· DePaul University

· Games Learning and Society

· Human Rights Watch

· International Criminal Court

· Mimi Ito

· Lloyd Axworthy

· The Field Museum

· The Institute for War Peace Reporting

· University of Southern California

Other Organizations:

· Human Rights First

· Linden Lab (Second Life)

· Makena (There.com)

· MediaSnackers

· Numedon (Whyville)

· RezEd Advisory: Howard Gardner, Nic Mitham, Peggy Sheehy, and Sarah Robbins.

· Rocket Paper Scissors, LLC. (Dizzywood)

· Save Darfur Coalition

· Second Life Community Convention

· Sulake (Habbo Hotel)

· The American NGO Coalition for the ICC

· University of the West of Scotland

The work in this grant has been presented by Global Kids in over 29 events that have reached 3,832 individuals across the U.S., Europe, and in virtual worlds, including the following:

    * Olympic Torch Relay for Darfur       

    * Visions of Global Justice Art Contest       

    * Totally Wired: How Technology is Changing Kids and Learning       

    * Second Life Community Convention       

    * Boise State University Online Presentation       

    * Creating and Learning in a Media Saturated Environment Conference       

    * "Virtual Worlds: Valuing Intangible Assets and Branding Opportunities"       

    * MacArthur Forum: What Are Kids Learning in Virtual Worlds?       

    * Non-Profit Commons in Second Life       

    * Civil Liberties in Virtual Worlds       

    * CalWorks Association Annual 2008 Youth Conference       

    * Non-Profit Commons Mixed Reality Event       

    * International Criminal Court Presentation       

    * MacArthur Foundation Prize for International Justice       

    * Nonprofit Technology Conference       

    * New York City Arts in Education       

    * Trendsetters Network Conference       

    * Second Life presentation about machinima and international issues       

    * Business Expo in Second Life       

    * Students and Electronic Media: Teaching in the Technological Age       

    * Academy for Educational Development: Claiming the Digital Divide       

    * Techsoup       

    * Princeton: "Students and Electronic Media"       

    * NetSquared Conference       

    * vBusiness Expo in Second Life       

    * International Justice Center Launch       

    * Chester County Intermediate Unit in Second Life       

    * Metanomics Virtual Talk Show       

    * National Educational Computing Conference       

Conclusion

Global Kids, Inc. is excited about the work we have undertaken with The MacArthur Foundation and the significant accomplishments we have achieved thus far. Over the past year, Global Kids has worked with the Foundation, nonprofit organizations, and researchers to develop and conduct a range of programs that are highlighting critical issues in the relationship between virtual worlds, philanthropy and the public good. 

Within this field, our work has been defined by our ability to serve as an incubator for developing new programming, practices, and approaches for using virtual worlds, often through translating theory into practice. We look forward to continuing this important and necessary work that will allow us to maximize the unique attributes of virtual worlds to support the work of foundations and the fields of philanthropy and non-profits.



PAGE  
11

