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The aim of this pilot project was to assess feasibility and implementation of an innovative teaching tool in a nursing practitioner course. Twelve student volunteers from the May and July 2015 sessions, completed the consent for the pilot project; however, only seven students (N=7) completed the pilot project in its entirety. 
Students were asked to rate their perceived level of competency using a rating scale (“very poor”, “poor”, “fair”, “good”, and “very good”) by completing a survey before and immediately following the Virtual Learning Environment (VLE) immersion learning activity. Students rated their perceived competency with obtaining pertinent patient data, communicating with intra/interprofessional team members, with using appropriate communication skills to interact with a patient, and with demonstrating clinical judgment and knowledge with respect to a list of differential diagnoses. All respondents rated their perceived competency to obtain pertinent patient information as “good” before and after the learning activity. Interestingly, although students rated their ability to use appropriate communication skills to interact with the patient as “good” or “very good” before the learning activity, respondents indicated their perceived competency as only “fair” or “good” following the learning activity in Second Life. Similarly, the students’ rated their perceived competency to demonstrate clinical judgment and knowledge to establish appropriate patient diagnoses as “fair”, “good”, or “very good” before the learning activity; however, changed their rating to “fair” or “good” after the immersion intervention.
The Creighton Competency Evaluation Instrument (C-CEI) was developed for use as the evaluation instrument for both simulation and traditional clinical training experiences. Reliability and validity testing had been established. The students were observed during an interactive patient learning activity and individual performance was rated using the C-CEI. 
In addition, the students completed a VLE Satisfaction Questionnaire to assess satisfaction with the virtual learning technology, Second Life as well as their overall satisfaction with the learning experience. All respondents agreed that the VLE was user-friendly, useful in the course, aroused learning interest, and was effective in gaining knowledge.
Findings suggest some students re-evaluated their level of competency or preparedness as a result of their performance during the learning activity. It should be noted that each student’s performance met the evaluation score for competency with assessment and communication skills as observed by one of the researchers. This finding supports a possible discordance between the students perceived and observed level of competency, which warrants further investigation.
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