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Interdisciplinary, historical overview of media examples

Implications for dynamic understandings of  virtual worlds & 
literacy issues



Outline of presentation
·Interweave tale of history of virtual worlds with 

historical and contemporary media quotations

·Implications for dynamic understandings of  virtual 
worlds & new literacies



methodology for media 
searches (with J. Soler)
·Use of Lexis newspaper database to search English 

language nationally based newspapers world wide

·*ÌàɯÚÌÈÙÊÏɯÛÌÙÔÚȯɯȿVirtual ÞÖÙÓËÚɀȮɯȿ+ÐÛÌÙÈÊàɀȮɯ
ȿÛÌÌÕÈÎÌÙÚɀȮɯȿÊÏÐÓËÙÌÕɀɯ

·Period 1990-present (searches establish that this 
ÙÌ×ÙÌÚÌÕÛÚɯ×ÌÙÐÖËɯÞÏÌÙÌɯÌÔÌÙÎÌÕÊÌɯÖÍɯȿÝÐÙÛÜÈÓɯ
ÞÖÙÓËÚɀɯÈÚɯÈɯÛÌÙÔɯÐÕɯÛÏÌɯ×ÙÌÚÚȺ



Media examples
Year newspaper Shortened title

1992 The Independent
(London)

Almost anything is possible- virtually

1995 Dallas Observer Caught in the web

1999 The Guardian 
(London)

Think Piece: Victorian classroom values

2000 The Guardian
(London)

Wicked world: Grapevine where schools share 
good ideas

2008 The Times 
(London)

When hatred comes to your home page

2009 The Times 
Educational 
Supplement
(London)

Virtual learning - Untangled Web



Current (complex) 
conceptions of virtual 
worlds have 3 significant 
historical antecedents

1.    Virtual reality prosthetic devices

"The helmet, rather like a personal flight 
simulator, contains a tiny display screen on 
to which the software projects its version of 
reality. If you turn your head, the virtual 
world turns with you." (Almost anything is 
possible virtually, 1992)

(influenced by SF [Ok, nd])



2. Video games, esp. strategic simulation games with multifarious goals, 
moving > online, multiplayer
·"Architects and designers are 

using virtual worlds to 
convince supermarkets they 
need new warehouses ɬby 
showing how efficient these 
ÞÖÜÓËɯÉÌɂɯ(Almost anything is 
possible virtually, 1992)

·"Alexander Jason, a ballistics 
expert and computer 
programmer, produced a VR 
ÈÕÐÔÈÛÐÖÕɯÖÍɯÛÏÌɯÚÏÖÖÛÐÕÎȱȭɂɯ
(Almost anything is possible virtually, 
1992)

Micropolis ɬOpen source version 
of Sim City for One Laptop One 
Child


