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19 males and 10 females. This selection was made
according to accessibility and the students’
willingness to participate in the educational
intervention, as well as institutional willingness and
operational feasibility, key elements in applied
research conducted in rural contexts (Bridgeforth et
al., 2021; Garcia, 2019).

Data collection relied on systematic
observation throughout the implementation of the
learning sessions. First, the pretest established the
baseline level of the competence “Writes various
types of texts in their mother tongue.” Subsequently,
the pedagogical intervention incorporated the Second
Life virtual environment as a didactic mediation
strategy. Finally, the posttest identified the changes
observed after the intervention.

This procedure followed the pre-experimental
structure M: O1 — X — Oz, where M represents the
experimental group, O: the initial measurement, X
the intervention mediated by Second Life, and O2 the
final measurement used to assess variation in
students’ performance. This design suits educational
contexts in which control groups are not feasible;
however, it requires cautious interpretation because it
does not allow full control of external variables that
may influence learning outcomes (Hernandez et al.,
2014).

Despite this limitation, its application in an
authentic school setting provided relevant empirical
evidence on the changes experienced by the
intervened group and allowed examination of the
pedagogical contribution of immersive virtual
environments to the development of written
communicative competence.

The tools, which, according to Bernal (2010),
are certain methodological resources that help
acquire valid and reliable information to support
research results, were used under this premise. In the
present research, the following were used:

e Structured observation, to record behaviors
related to written planning and production.

e Text production test (pretest and posttest),
designed according to the expected
performances of the National Curriculum
for the area of Communication (Ministry of
Education - MINEDU, 2017).

e Analytical rubric for textual evaluation,
which included the levels beginning, in
process, achieved, and outstanding. This
instrument was approved by experts and
made it possible to quantify progress in
important indicators such as coherence,
cohesion, adequacy, and, of course,
linguistic correctness.

Analytical rubrics allow fairer and more
objective assessments by establishing clear
performance criteria (Rusman et al., 2019;
Rodriguez, 2012). In that understanding, levels such
as beginning, in process, achieved, and outstanding
were used.

Regarding wvalidity, the instruments were
reviewed by three experts, following methodological
recommendations to guarantee content objectivity
through specialized judgment (Naupas, 2018). Data
analysis was performed using the Wilcoxon signed-
rank test, a non-parametric alternative especially
suitable for small and non-normal samples (Field,
2018; Banda & Tailoka, 2021). Fundamental ethical
aspects were also guaranteed, such as confidentiality,
informed consent, and institutional authorization.

Regarding statistical analysis, the data were
processed with the objective of contrasting the pretest
and posttest results applied to the experimental group,
composed of 29 fourth-grade secondary students
from the “Ollantay” Educational Institution, located
in the province of Urubamba, Cusco. The data
collected were processed using the non-parametric
Wilcoxon signed-rank test; this technique is suitable
for small samples and non-normal distributions.
Measuring information was organized in matrices
and analyzed with the support of statistical software,
which made it possible to establish the existence of
statistically significant differences before and after
the pedagogical mediation based on the Second Life
virtual environment.

The data collection instrument for the
dependent variable, written production of the
expository text, was an analytical rubric approved by
expert judgment and organized according to the
performances of the Communication area (MINEDU,
2017). This instrument assessed four dimensions: (A)
adequacy of the text to the communicative situation,
(B) organization and coherence of ideas, (C) pertinent
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Introduction

The rapid development of ICT greatly affected
several sectors, one of which was the educational
sector, because the students’ path toward knowledge,
the connection with the teacher, and the creation of
knowledge are currently very different. Not only
internet access but also the ability to manage several
types of technological tools have defined new
relationships in teaching and learning practices. From
this perspective, communication skills have been
more deeply affected, and relevant discrepancies
appear in their acquisition, especially after the remote
education experience imposed by the COVID-19
outbreak.

At the Ollantay Educational Institution,
Ollantaytambo district, Cusco, Peru, this problem
was likewise demonstrated. Nevertheless, student
retention was achieved after the return to face-to-face
education. Many of these students were promoted to
the next grade without achieving basic competencies.
Teachers assumed the task of leveling learning in a
short period while facing difficulties. In the area of
Communication, 67% of fourth-grade students
revealed limitations, mainly in the competence
“Writes various types of texts in their mother
tongue.” This situation constituted an obstacle to their
future academic development. In response, it became
necessary to question traditional forms of teaching.
New pedagogical orientations adapted to the reality
and interests of learners were outlined, and it was
agreed that the Second Life virtual environment could
be an inclusive and innovative resource by providing
alternative spaces and dynamic processes capable of
strengthening learning.

Research on immersive technologies in
education shows that environments such as Second
Life stimulate creativity, collaboration, and the
development of communicative competencies. Many
studies emphasize that virtual environments and
digital methods strengthen learning. Dalgarno & Lee
(2010) and Gregory et al. (2014) demonstrated that
the use of virtual classrooms, such as Second Life,
strengthens analytical capacity in academic settings.
Coello et al. (2024) and Cassany (2019) also
highlighted the relevance of digital strategies for text
production. Similarly, Escobar & Gomez (2020) and
Cervantes & Alvites (2021) showed that accessible

resources, such as WhatsApp and book trailers,
generate digital, narrative, and communicative skills.
Despite all this, in rural areas, these experiences
remain insufficient, which makes the present research
a current proposal.

The objective of the research was to
demonstrate that using the virtual resource Second
Life can significantly improve the development of the
competence “Writes various types of texts in their
mother tongue” in students of the Ollantay
Educational Institution. Likewise, the general
problem that motivated this academic analysis was:
What are the effects of using the Second Life virtual
environment on the communicative competence
“Writes various types of texts in their mother tongue”
in students of the Ollantay Educational Institution in
the Cusco region of Peru? Four specific dimensions
linked to each of the capacities comprising
competence were formulated.

Methodology

To respond to the stated objective and based on
the lines of research, as well as the generation of
knowledge, a study was conducted within the
positivist paradigm, which focuses on the
measurement of variables, statistical analysis, and the
generalization of results (Creswell, 2014). It was
developed under the hypothetico-deductive method,
in which it is stated that this scientific method is based
on assumptions and refutations: hypotheses are
proposed that must necessarily be contrasted with
experience (Popper, 1959). The study adopted a
quantitative approach and a one-group pre-
experimental pretest-posttest design with descriptive-
comparative scope and longitudinal temporality,
since students’ performance was assessed before and
after the pedagogical intervention mediated by the
Second Life virtual environment.

The population, understood as the set of
individuals subjected to the research, in this case,
applied only to the fourth grade of 403 secondary-
level students at the “Ollantay” Educational
Institution, located in the province of Urubamba,
Cusco. Likewise, the experimental sample of this
study consisted of fourth-grade students, section “A,”
in secondary education, whose ages ranged between
15 and 16 years. This section included 29 students:
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ABSTRACT

The rapid development of ICTs has significantly impacted various
sectors, including education. Therefore, the objective of this research
was to demonstrate whether the use of the Second Life virtual
environment improves the development of the competence “Writes
various types of texts in their mother tongue” among students at the
Ollantay Educational Institution. The study was conducted within the
positivist paradigm, under the hypothetico-deductive method, with a
quantitative approach and a one-group pre-experimental pretest-
posttest design, with descriptive-comparative scope, and longitudinal
temporality. A non-probabilistic sample of 29 students was selected.
Two main variables were analyzed: the virtual environment as a means
of pedagogical interaction and written communicative competence as
an expression of students’ expressive development. Data were
collected through systematic observation during the implementation of
the learning sessions, and written performance was assessed using a
previously validated analytical rubric. To guide the analysis, one
general hypothesis and four specific hypotheses were formulated,
allowing the study to examine the overall competence and its specific
dimensions in greater depth. The data were analyzed using the
Wilcoxon signed-rank test. The results showed statistically significant
differences between the pretest and posttest scores, demonstrating that
the use of the Second Life virtual environment had a positive influence
on written communicative competence, both at the general level and
in its specific components. The study concludes that Second Life
represents a valuable pedagogical resource for strengthening written
production and contributes relevant evidence for future educational
research.

KEYWORDS: Second Life, communicative competence, virtual reality,
avatar.

RESUMEN

El rapido desarrollo de las TIC ha impactado significativamente
diversos sectores, incluido el educativo. Por ello, el objetivo de esta
investigacion fue demostrar si el uso del entorno virtual Second Life
mejora el desarrollo de la competencia “Escribe diversos tipos de textos
en su lengua materna” en estudiantes de la Institucion Educativa
Ollantay. El estudio se desarrollo desde el paradigma positivista, bajo
el método hipotético-deductivo, con enfoque cuantitativo y disefio
preexperimental de un solo grupo con pretest y postest, de alcance
descriptivo-comparativo y temporalidad longitudinal. Se seleccion6
una muestra no probabilistica de 29 estudiantes. Se analizaron dos
variables principales: el entorno virtual como medio de interaccion
pedagogica y la competencia comunicativa escrita como expresion del
desarrollo comunicativo de los estudiantes. La recoleccion de datos se
realizd6 mediante observacion sistematica durante la ejecucion de las
sesiones de aprendizaje y el desempeiio escrito se evalué con una
rabrica analitica previamente validada. Para orientar el andlisis, se
formularon una hipoétesis general y cuatro hipotesis especificas, lo que
permiti6é examinar la competencia global y sus dimensiones especificas
con mayor profundidad. Los datos se analizaron mediante la prueba de
rangos con signo de Wilcoxon. Los resultados evidenciaron diferencias
estadisticamente significativas entre el pretest y el postest,
demostrando que el uso del entorno virtual Second Life influyo
positivamente en la competencia comunicativa escrita, tanto en el nivel
general como en sus componentes especificos. Se concluye que Second
Life constituye un recurso pedagogico valioso para fortalecer la
produccion escrita y aporta evidencia relevante para futuras
investigaciones educativas.

PALABRAS CLAVE: Second Life, competencia comunicativa, realidad
virtual, avatar.
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