2008 Brandon Hall Excellence in Learning Awards

Best Use of Virtual Worlds for Learning category
The Best Use of Virtual Worlds for Learning category is for written descriptions of a workplace learning program that includes the use of a virtual world, such as Second Life, for learning. 
The Best Use of Virtual Worlds category is for user (client) organizations. Helping organizations, such as vendors, providers, and consultants, may enter jointly with a user (client) organization. Helping organizations may not enter alone. 
Instructions: You must use this Word document for your case-study description. Type your case-study description into this document and save with a new filename. Read the Judging Criteria below; the judges will judge your case study according to these criteria. Write in paragraph form and check spelling. Avoid “marketing” language. When completed, this document should be no longer than 3,500 words. After completing this document, e-mail it to BestVirtualWorlds@brandon-hall.com and complete the online entry form under the Awards tab at http://www.brandon-hall.com. 
Judging Criteria. The judges will judge your entry on a scale of 1-10 on each of these criteria. Each of the sections below relate to one of these criteria. 
Fit to the Needs. How well does a virtual world fit the learning needs and situation?
Design of the Virtual World Experience. How well does this use of a virtual world support the learning objectives?
Measurable Benefits. How well does this use of a virtual world for learning produce measurable benefits and outcomes?
Overall. Overall, how effective is this use of a virtual world for learning?
Entry Title

Type the title of your entry here. 
Entering Organization(s)

Type the names of the entering organization(s) here.
Section 1: Fit to the Needs
This section relates to the Fit to the Needs judging criterion: How well does a virtual world fit the learning needs and situation?
Type your description here. 

The questions below in brackets are simply suggestions for your description in this section. You don’t have to answer them directly or leave them in the document. 

[Describe the organization and its learners.] 

[Describe the learning needs and situation of this project.] 
[Describe any constraints or challenges in the situation.]
[Describe how the use of a virtual world for learning fit the learning needs.] 
[Why was a virtual world needed for learning?] 
Section 2: Design of the Virtual World Experience
This section relates to the Design of the Virtual World Experience judging criterion: How well does this use of a virtual world support the learning objectives?
Type your description here. 

The questions below in brackets are simply suggestions for your description in this section. You don’t have to answer them directly or leave them in the document. 

[What were the overall learning objectives of the project?] 

[Describe the use of a virtual world for learning in your project.] 

[In what ways did the use of a virtual world support the learning objectives?] 
[Paste any screen shots, photos, or other graphics that show the use of a virtual world for learning.] 

[You are welcome to provide one or more links to course materials that can be read, viewed online, or experienced. (Provide username and password, if needed. If unique access information is needed, please provide six sets.)] 
Section 3: Measurable Benefits

This section relates to the Measurable Benefits judging criterion: How well does this use of a virtual world for learning produce measurable benefits and outcomes?
Type your description here. 

The questions below in brackets are simply suggestions for your description in this section. You don’t have to answer them directly or leave them in the document. 

[Did the use of a virtual world for learning produce any measurable efficiencies (such as time or cost savings)?] 

[Did the use of a virtual world for learning produce any measurable learning benefits (such as learner usage, learner reactions, or gains in learning)?]
[Did the use of a virtual world for learning produce any performance or business outcomes (such as reduced errors or increased sales)?]
[You are welcome to include any tables or charts to show results.]
Section 4: Overall

This section relates to the Overall judging criterion: Overall, how effective is this use of a virtual world for learning?
Type your description here. 

The questions below in brackets are simply suggestions for your description in this section. You don’t have to answer them directly or leave them in the document. 

[In summary, how was a virtual world used to meet the learning needs in this project?] 

[Which evidence in particular shows its effectiveness?] 
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