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Students are assigned a profession of their interest. They job shadow and 
research professionals in their field to create an active character based 
on their findings. These characters live simultaneously with other 
characters of various professions (by other users) to form a realistic and 
lively virtual world. Profiles open to public.

Job Shadow Role Play





Job Shadow Role Play

PROS: Learn broadly and deeply about multiple 
professions (daily life, interactions with other professionals, 
salary); avoid costly career changes later; creative and 
customizable.
CONS: Virtual interaction difficult; wanted to use for 
historical characters but difficult to motivate entering those 
characters.
Implementation: System or software for multi-player 
(web?), game using real materials from class. Goals can be 
set by teachers or other educators, which include basic 
information and structure of the whole world.



Challenge Trading 
(Learning through Reteaching)
Individuals challenge one another to achieve goals.

*Learning through Reteaching idea: individuals in a group 
(a family?) set goals to teach others in the group some 
number of things that the individuals have learned recently.

PROS: Exciting; competitive; learning reinforcement; 
bonding
CONS: Challenges may be unreasonable, or of varying 
difficulties







Challenge Trading (Learning through 
Reteaching)

Implementation
- How to force challenges to be education based? 
Mechanical Turk?
- Pair users according to common interests, self-select into 
groups of families / friends
- Idea: Challenges become increasingly difficult as they are 
achieved. Reward mechanism.



Easing Elders into Technology 
through Cooperation
Elderly people can learn new technology by helping more 
savvy users of technology accomplish their daily tasks. 

Example: Savvy user writes an instant message to her 
friend, and must guide the elder on how to send the 
message.

PROS: Elder learns technology; overcomes fear, feels 
empowered; savvy user learns to empathize with elder; 
increases interaction between young and old generations.
CONS: Savvy user has less to gain than elder; frustration 
and ill-feelings may result; elders may not need or want to 
use new technology.



Easing Elders into Technology 
through Cooperation

Implementation: Split interface, with main control 
delegated to savvy user and assistive control delegated to 
elder. Can this be generalized to different interfaces and 
applications?




