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Mepiinyn

H IMnpogopraxn TTotdeia kot n vioroinon g and Tig axadnuaikés Pipiodnkeg ivar éva eAéyov
Shmua v tov xdpo. Ot TegvOAOYIKEG HETOPOAEG EVIEIVOVLY TIG TPOKANGCELS TOV TPOYPOLUATOV
TANPOPOPLOKNG TandeinGg, KaBMG LETAALAGGOVV Ta £pYOLELD XEIPIGHOV TNG TANPOPOPIOGC, TIG TOKTIKES
avalTong Kot aAANAETIOpAGNG HE TO TANPOPOPLOKA GUGTNHATE, TIG GTPATNYIKEG OVAKTNONG Kot
XPNONG TNG TANPOPOPLUG, TH SVVAIKY] CLUVEPYAGILOS K.O.

H mopodoa sionynon Ba enyeipioet vo TapovcldceL TO GKENTIKO Kot TN dladikacior avamtuéng evog
avoLyToV EKTAOELTIKOD TPOYPAULATOS HEWKTNG nabnong (blended learning), to omoio epoppocTnKE
moapdAMAo e TO VIApYov TPOypoppo mAnpogoplakng modeiag g Bipiobnkng & Kévipov
[Mmpoeopnong tov Ilavemomuiov Ilatpdv. To mpoypappe, to omoio ovopdotnke Avowytd
Epyactipt [TAnpopopraknig [Towdeiog (OWIL), cuvdvdalet dpactnplotnTeg EKTOidEVONG KOl KOTAPTIONG
TOG0 GTOV PUGLKO, OGO KOl GTOV YNOLKO YHPO, HEGH TPLGOUCTATOV EIKOVIKOV TEPIPAAAOVI®V Kot
ovykekpévo g maateoppag Second Life. H xotvotopio tov mpoypdupatog €ykertor 0Tt givor 1
TPATN POPE TOV EVOL TPOYPULLLE TANPOPOPLOKNG Tadeiog oG okodnpoikng PipAtodnkng viomroteitat
cvotuotik@d oto Second Life kot yio TV OOTEAEGUOTIKY] TPAYUOTOTOINGT TOV GLVEPYAGTNKAV
€101K01 Ao SLOPOPETIKOVS YVOGTIKOVG ydpovg. O 6pog «puekth padnon» dev meplopiletal 6to ydpo
VAOTOINONG TOL TPOYPALUATOS, OAAG TEPIAOUPBAVEL KOl TOVG EKTOIOEVTIKOVG G&oveg ovtov. To
TPOYpape  SloTVmeoE  TEoaePl;  GEoveg dpAcMG, OVTOVG TNG TANPOQPOPOKNG Todeing, NG
QKOO LOTKNG ovVATTUENG, TNG EMOYYEALOTIKNG avATTUENG KoL TG ot Blov pdbnong, og avramokpion
GTNV EKQPACT GOVOETMV OOITNGEMV LOG EVPEING KOL ETEPOYEVOLS OUASAS YpNoT®V TG BiAtodnkng.
Y1606 T0v Avorytov Epyactnpiov ITAnpoeopioknc [Modeiog frav - petd Ty 0AOKANP®GN TOL- Ol
GUUUETEXOVTEG Va. Elval 6g BE0T VO KATAVOODY TI GNUAGT0 KOt TIG TTTUYEG TG TTANPOQOPLOKNG TOdELNG,
va avolntovv, yepilovial, opyavdvovy, oEloAOYoUV Kot GUVOETOVV OITOTEAEGUATIKG OL0YPOVIKA
YPNON TANpoeopia. Yoo pabnon kat €pevva, Kol VO KOTEYOLY KOl EMAEYOVV OTOTEAECLUOTIKEG
TEYVIKEG St flov pabnong kot emaryyeHaTikng avamntoéng.

Méoco amd v epyacio. OMOTVAMVETOL O TPOTOG OVAMTLENG TOV EKTOOELTIKAOV 0EOVOV Kol Ot
OLVEPYELEG OV €KKOAGPONoav pe dAlovg @opeic tov [lavemiotnuiov, Om®G axadnuUoikol Kot
EUTELPOYVALOVES, WOPLUATIKEG SOUEG KATAPTIoNG Kot oTadtodpopiog, K.o. Télog mapovstdlovtal Ta
TPMOTA 0eGOEVO TOLOTIKNG OOTIUNGNG TNG TOPElRg TOL €Pyov, VOTEPO OO THV OAOKANPMGN TNG
TPDOTNG TAOTIKNG TTEPLOOOV, OTMG GTAXVOAOYNONKAY HECH OO EVEPYELEG KOTOYPOUDNG, CTOTICTIKA
oTolygia Kot oOA amd TOVG YPNOTES.
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An innovative blended model for Open and Distance Information Literacy through
Tri-dimensional Virtual Environments
Abstract

The present paper outlines the rationale and the development process of an open educational blended
learning program, which was implemented in parallel to the existing one of the Library & Information
Center of University of Patras, Greece. The program, which was named Open Workshop on
Information Literacy (OWiL), combines educational and instructional activities both in the physical
and the digital space, through tri-dimensional virtual environments, specifically through the Second
Life platform. The innovation of the program stands in the fact that it is the first time an information
literacy program offered by an academic library was implemented systematically and rigorously
through Second Life and for its effective implementation experts from different disciplines cooperated.
The term "Blended Learning" is not limited to the space of program delivery, but includes its
educational axes as well. The program articulated four axes of action, those of information »

literacy, academic development, professional development and lifelong learning as a response to the
expression of complex requirements by a wide and heterogeneous team of Library users. Aim of OWiL
was that -after its conclusion- the users would be able to understand the importance and the aspects of
information literacy, to effectively search, handle, organize, evaluate and synthesize long-term useful



information for educational and research purposes and to possess and choose effective techniques for
lifelong learning and professional development. Through the paper the development process of the
educational axes is presented, as well as the synergies that had to be fostered with other agents inside
the University of Patras, such as academics, experts, institutional infrastructures for career
development, etc. Finally, data for the quality assessment of the first pilot period, as harvested by
logging actions, statistical details and users' commentaries, are presented.
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