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Purpose

The main purpose of our project was to learn a new technology literacy through the creation of a machinima movie.  A machinima movie is capturing video from a specific game engine in which characters can be manipulated and this is then combined with selected audio clips.  The goal is to form a smooth running video which tells a story.  As the group members accomplished goals in the areas of video editing, audio editing and movie assembly we were able to produce a quality machinima movie lasting one minute and fifty-eight seconds.  We decided to use the World of Warcraft game engine because it has characters that can be manipulated to perform the desired task we were looking for.   Our machinima  narrates how our hero rescues a damsel in distress and the celebration which takes place  afterwards.




Our group consisted of two novices, Tammy and Susan, and one experienced member, John.  Our two novices had limited use of computers (i.e. emailing, web searches, and word processing.)  Their knowledge of the discourse of the new literacy was very limited.  John’s knowledge, however, was much more advanced.  He has experience in online gaming, video/audio editing, and a solid grasp of the discourse.  


Because of the vast difference in our knowledge of the machinima Discourse, we decided to do three separate analyses of our project.  A description of each member’s analysis will be provided in the section on data analysis.  

The Technical Stuff of the Task


Because machinima was totally new to all group members, we decided to search the internet for more specific examples/descriptions of what machinima actually was.  We finally went with using the World of Warcraft as our game engine to produce our the video portion of our machinima.  From there, we obtained from Michele a copy of Fraps, which is a program that allows the capturing ability of video footage from a game engine and store the chosen clip into a file on our hard drive.  We incorporated the use of Windows Movie Maker to import and edit our selected video clips.  Next, the edited video clips were then transferred into the windows movie maker story board. The video clips were then placed into positions which allowed us to form an appropriate time line.  We then watched our video and decided which songs would best suit each video clip.  The five songs that were selected by Susan and Tammy were:  


1) theme song from Mission Impossible


2) Help, I Need Somebody;


3) Eye of the Tiger;


4) Macarena;


5) I’m Too Sexy.

We obtained these songs from a member of a different group, Denise, and she downloaded these songs for us from Bear Share and put them John’s memory stick.  We then downloaded an audio editor, Audacity.  The songs were then imported into Audacity where we strategically chose certain sections of each song to be placed onto our video. After audio and video clips were merged, we did a review of our machinima and did one more editing of the movie at which time we moved two audio clips to better coincide with the video’s storyline.

Data Collection

Data for this project were collected over a five-day period. Collectively, we compiled approximately 17 pages of participant observer field notes. “Participant observation” refers to researchers engaging directly and completely with the context being observed.  At its extreme, full participation requires researchers to become as much as possible ‘insiders’ to the ‘scene’ being investigated (Lankshear an Knobel 2004, p. 225). The self-study nature of our research project demanded participant observation.

Additional data were collected in the form of digital images. Table 1 below provides examples of types of data collected.
Table 1: Types of data collected

	
Data Type
	Example
	Time Frame


	Spoken: Verbatim stretches of spoken language recorded in field notes
	· John explaining the use of World of Warcraft
· Telling Mark about Fraps.com
	Monday, July 9th, @1:35
Tuesday, @ 1:25


	Observed: Participant observer field notes and digital still images.
	· Reading help tabs on Machinima.org
· Observed Tammy editing video clips
	Monday @ 1:30
Wednesday @ 11:13


Data analysis

Data analysis in this project comprised an open coding approach (Lankshear and Knobel 2004), whereby the corpus of field notes was read through a number of times in order to identify and refine key patterns (see Appendix A). These key patterns became seven categories that were then used to analyze data in a theory-informed way. These categories included: 

· resource sourcing: the obtaining of materials or other resources used as part of the project;

· collaboration: the discussion and problem solving within our group;

· expert advice: asking a person who has past experience and success for advice;

· instruction: conveying information from one group member to another;

· outsourcing: the use of help tabs, help websites and written resources to obtain information to solve problems;

· experimentation: trying various techniques before gaining a knowledge base.  Trying to see what may work, so we can gain more information and use with the trial and error technique.

· trial and error: trying various techniques after gaining a knowledge base.


 (see also Appendix B).


Where the present study deviates from conventional report writing, is that each researcher chose to write up the study from his or her own situated experience. Therefore, in the following section, not all of the categories defined above are addressed by each researcher. This approach was necessitated by the disparity between computer and game-playing proficiencies among the researchers, and by a keenness to explore the data from each participant’s perspective. This resulted in a rich, multi-faceted analysis and account of the learning that occurred during the course of the machinima project. 

Case Studies
Researcher 1: Susan 

        At the beginning of the machinima project, I self-described myself as a hesitant–even a resistant–computer user. By the close of the project, I would describe myself as “knowing how to go on” (Gee 2004). That is, I now understand the basic operating logic of computers (e.g., file locations, folder structures, saving and retrieving file mechanisms, cut and paste), the terminology for talking about computer use with others in meaningful ways, and that as recorded in my fieldnotes, “I still don’t know all about  particular programs, but I now finally understand that that doesn’t matter” (Friday, July 13,2007). What matters more is that I now see computers as much less daunting and intimidating.  In short, I have become more of a risk-taker and unafraid of exploring the capabilities of my machine.

       Not choosing for myself the game engine to do the machinima, played a part in my reluctance to move forward.  Harste’s theory of ‘learning as inquiry’ and allowing the student to be the one who determines what they will learn is now even more meaningful to me.  (Harste, 1996)

       Because of  this first week, I now have on my ‘radar’ the following:



- how to download, install and use Fraps to record on-screen video



- capture a piece of video



- Windows Media Maker



- importing video and audio clips to a storyboard



- google docs (editing as a group)



- delicious (send websites to affinity groups)



- recording using ‘sound recorder’



- skype 

 -what a game engine means (i.e., the software that drives a game) and the different game engines driving games that mean some games (e.g., roleplaying games like “World of Warcraft” are much better suited to making machina than puzzle games, like “Elmo in Grouchland”).

 

- machinima



- audacity (how you edit sound)



- downloading music from memory stick to hard drive (Denise)



- put information on memory stick;



- you can google just about everything;



- using quotation marks in a search narrows down the search;



- using proper computer vocabulary



- inserting memory card from camera directly to computer;



- how to do a slide show of my pictures (figured this out at home);

       All of this is much like Colin Lankshear’s remark about buying a ticket to Rio de Janeiro.  If you don’t know Rio de Janeiro is there, then you can’t possibly buy a ticket.  Knowing it is there allows us at least the option of ‘buying the ticket’. Because I now have a greater repertoire within the Discourse , I am now afforded the opportunity to avail of these items when and if the need arises.
       I realised post-machinima, when playing around with my Kodak Easyshare at home  all one has to do when they aren’t familiar with a particular program is to ‘play’ with the buttons and nothing bad will happen if you hit the wrong button.  By doing this, I discovered how to do a slide presentation using my stored photos and I discovered that I could find out exactly when photos were taken.  I finally understood that this is how many people learn to navigate on the computer, you need to spend time, and let go of the fear and uncertainty.  This was my ‘aha’ moment, or my turning point.

       Further evidence from my field notes supports that I have been an incidental learner with this new literacy.  According to  the fieldnotes, I have noted on six occasions that I sought expert advice from others in order to move ahead with what I was trying to do.  For example, on Monday, July 9th at 1:25 I asked a question to Michele about where does one get video information and does it have to come from a game?  I asked questions such as these much more than another member of our group who only asked a question on one occasion.   Another example from our fieldnotes indicates a similar finding, in that on no occasion, neither Tammy nor  I used what we called ‘resource sourcing’ which is when you know the information you are looking for is  out there and it is just a matter of looking it up.   However, John, our experienced member,  used resource sourcing a total of nine times.  For example, on Monday, July 9th he used World of Warcraft to collect a short video clip. 

       On day one of the first face-to-face session, both Tammy and I felt quite overwhelmed and intimidated by what possibly lay ahead.  Our early field notes indicates this,  on Monday, July 9th Tammy wrote about feeling quite frustrated and by Tuesday, July 10th, I indicated that I felt like a passive observer which led to feelings of inadequacy and as Gee puts it, ‘assuming I was too dumb to learn RTS games.’ (Gee 2007, p.5) Gee also states that good learning requires that learners feel like active agents.’ (Ibid., 2007)

       Another compelling question posed by Gee  was  how do good game designers manage to get new players to learn complex and difficult games and also to pay to do so?  He states, “[t]hat game designers use profoundly good methods of getting people to learn and to enjoy learning.   However, motivation has to come before good learning principles.”  (Gee, 2007, p.4)  I was motivated to ‘figure out’ the Kodak Easy Share program because it was something I really wanted to learn and I felt by the end of our first week that it was something I could have some success with.  Gee refers to this as being ‘pleasantly frustrated’. (Gee, 2007, p.17) I considered my task  a challenge, but I felt it was doable.  I haven’t mastered all aspects of this piece of software, but I now feel I can continue to improve in this task.  This has been  a real milestone for me.  There has definitely been a major shift in my thinking and feelings towards working with a computer. 

       Analysis of my fieldnotes shows that Gee’s concept of “just in time learning” (Gee 2007, p.17)  applies in my case. For example, on the first day we were introduced to a set of new programs and online services (e.g., Google Docs, Fraps, Del.ici.ous) and I was more than overwhelmed with all of this information.  However, during the process of working on the machinima, on Wednesday at 11:17, our group took turns editing parts of the storyboard by clicking and dragging images.  I learned how to do this at the exact time it was needed, therefore, this gave more meaning to the experience. 






       I engaged in horizontal learning (Gee 2007, p.5) during the week of machinima, I gave myself permission to play around with the computer and see what I could learn.  Horizontal experiences is what we would refer to as getting your feet wet, no time pressure, just playing around with the computer.  This will eventually  lead to vertical learning, when I engage in more complex skilled tasks.
Researcher 2: Tammy
          Upon commencing the summer institute, I knew I was entering unfamiliar territory.  I would be expected to go outside the norm of what I would usually do.  In reflecting up on myself on the first day, it would be accurate to describe myself  as a reluctant learner.  I was very intimidated by computers.  I had limited experience using computers; basically, this experience amounted to using a word processing program and email.  I had no experience with machinima, nor had I even heard of it.  I felt very overwhelmed as exemplified in my field notes  from Day 1 :“ feeling very frustrated right now” and “feeling very unsuccessful and frustrated”.   (Monday 1:23p.m. and  3:03p.m respectively).   I was overwhelmed because I had no idea of where or how to begin, and found myself swimming in a sea of confusion, rather than learning anything. As Gee explains, “you can’t expect newcomers to learn if they feel too much pressure, understand too little, and feel like failures”(Gee 2007, p.19).  This resonated with my initial experience within the machinima project. Moreover, upon reflection, it may well be that part of the problem was that I had myself set up for failure at the start by having somewhat of a “resistant” mind set.   


In immersing myself intensively in the activity of creating machinima and exploring the various functions of my laptop, I am now a different person.  I have overcome my intimidation of computers and the fear that I will break something. I have begun to acquire the language of computer users and can converse with understanding with my collogues about what we are doing on computer. For example, when talking to John about such things as  importing audio and video clips or game engines.  This is because “language is learned in use” (Christy, 1988, p.11). That is, one acquires the language (or discourse) of a Discourse when fully immersed in that Discourse by way of, for example, a meaningful task (Gee 1999). Simply learning computer terms and functions in an abstract way without actually having to use them to communicate with others or to complete a task would have made for very superficial learning indeed. For example, importing, story board or editing audio on Audacity meant nothing to me on the first day and would not have been useful. 


In addition to being able to move proficiently around the different functions and programs on my computer, and converse more easily about such things, I  have changed from being an at-risk learner to a more of a risk taker.  My confidence has grown tremendously.  

As a result of the first week, I now have on my ‘radar’ the following: 

· Google docs

· Skype

· Machinima

· Google Earth

· Windows Movie Maker

· Fraps

· recording audio using sound recorder

· Delicious

· Audacity ( to edit sound clips)

· importing video and audio

· memory stick

· safe removal of hardware

· downloading information on a memory stick

· how to download programs

· how to cut and paste

· You Tube

· URL

· that you can google just about anything to find an answer

· game engines

·  the terminology of computers


All of this I can do now, or at least I know about (i.e., I have it on my ‘radar’).  I may not know how to use each program proficiently, however I now know  they are ‘out there’.  Thus, even though I still cannot create a machinima independently, the experience of working on one has taught me not only about this new literacy, but a significant amount about how to use computers in general and about myself as a learner.  My knowing now is knowing “how to”  proceed (Gee, 2000, p.180). I realize that I do not have to know everything and that is perfectly acceptable.  Just knowing where to go and being able to do so is fine.   That fear and intimidation no longer exists.   In evaluating the field notes and course of events of the first week, it is evident that most of my learning was “situated” (Gee 1999). That is, it occurred in the event of creating the machinima where my group were all involved in participating in the same project and in the Discourse.

As Gee says, “good learning requires that learners feel like active agents, not just passive recipients.”(Gee, 2007, p.12).  This explains in large part why the first two days were so frustrating for me: I was much more a passive recipient, watching John, in the main, find his way around Windows Movie Maker and World of Warcraft (Monday 2:00 and Tuesday 2:13).   By the third day, however, my notes show that I had become an  active participant in the machinima project.  For example, importing video clips using Fraps (Wednesday 11:13 and 3:00p.m.)


. Thus, even though I didn’t make huge strides towards success in making machinima, I felt more in control and more of a team member. I was able to contribute.  The task was no longer overwhelming but “ pleasantly frustrating.” (Gee 2007, p.5). “Pleasantly frustrating” is where I finally saw the project as being a challenge but doable..   This made it exciting because I was involved and able to trouble-shoot and achieve small tasks within the overall project.  Each small step achieved was more worthwhile.  For example, editing video clips using Windows Movie Maker (Wednesday 2:00p.m.) .


The first week ended with me feeling successful and competent as a computer user. My significant moments of success were as follows: 


- overcoming the feeling of being overwhelmed ( Wednesday, 11:13)


- importing video clips on day three and choosing characters for the machinima


-understanding the language of computers, especially when I purchased a memory stick and from reading the back of the package learning that it takes 1000 megabytes to make a gigabyte.


- using my digital camera to make video footage and downloading it to my computer


-the biggest moment: adding audio clips to the video editing time line on Day 4 and meeting with success (and celebrated with a high five from John–no small recognition from an advanced learner).

What made most of this happen was experimentation. With experimentation I mean trying various techniques before gaining a knowledge base such as exploring Google Docs (Tuesday 10:20) 

Moreover,“just in time” verbal information helped me (Gee, 2007, p.11). “Just in time”in this sense refers to receiving relevant information at the time when it is needed.  Gee’s concept of horizontal learning was very important to my learning experience.  Horizontal learning as defined by Gee is the learning experience where one does not make much progress up the ladder of skills but spends time mucking around and getting their feet wet.  For example, visiting Machinima. Org , and exploring Maple Story and Kingdom of Loathing (Monday, 1:42 and 2:10).  My total immersion in this new literacy and repeated exposure contributed to the horizontal learning that occurred  for me.  Each new web page I read and new program I explored made a foundation for further learning. 

 
       I now plan to use my computer more, learn how to make slide shows of my children and “muck around “with it. Although each step seemed small at the time, everything that I learned prepared me for future learning.  I had accomplished more incidentally, than initially planned,  due to horizontal learning (Gee, 2007, p.5).  Gee explains horizontal learning as the experience where one does not make much progress up the ladder of skills, however, learns through the experience of mucking around and getting one’s feet wet. Having  the time to play around made all the difference.  This is not something that most teachers have, time to play around.  Maybe the summer institute should be a requirement for all teachers.  I wish I had did this a long time ago, where the  experience and knowledge I gained could have helped me both professionally and personally.
Researcher 3: John

Upon examination of the data and close observation of the participants, I was able to discern two types of learners in the Machinima  project at the heart of this study.  These were novice and expert learners.  According to Gee ,“[e]xpertise is formed in any area by repeated cycles of learners practicing skills until they are nearly automatic” (Gee 2007, p. 34).  After further examination of the term “expert” , however, I found the terms “experienced” or “advanced“ to be more appropriate.  These terms are more appropriate because the term “expert” suggests perfect and complete knowledge in a subject area.  This risks the misconception that an expert can teach any concepts involved in this area while not leaving room for further learning.  Instead, I will refer to the definitions used by Gee for “experienced” and “advanced” to talk about proficiency.  Gee states “ [e]xperienced or advanced doesn’t mean at the top of the vertical ladder of skills.  The person is experienced and advanced in the sense of being prepared for “future learning” not in the sense of necessarily being an expert” ( Gee 2007, p.53)  This notion of “being prepared for future learning” became important within the context of this study, as discussed later in this paper.


I will begin by taking a meta-perspective view of learning of my two partners–Tammy and Susan–in this machinima project.  Both of my partners were considered novices in the use of computers and computer applications, such as Windows Movie Maker, Fraps, computer games and Audacity Audio editor.  They had a limited technical vocabulary at the beginning of this project and self-identified as being nervous about the work we needed to accomplish.  Speaking to Tammy a few days before the classes began, she told me she was nervous and had very little knowledge when it came to computers.   Susan said she used computers very little and would often wonder how her son was able to spend so much time on the computer at home, which she considered to be a waste of time.  Prior to this class, both Tammy and Susan mostly used the computer for word processing and e-mailing.  Neither participant could be considered part of the “computer Discourse”.  Gee defines Discourses (with a capital “D”) as “ways of being in the world or a form of life which integrates words, acts, values, beliefs, attitudes, and social identities as well as gestures, glances, body positions and clothes”(Gee 1996, p. 128). The ways of speaking within a Discourse are referred to as “discourse” (with a lower-case “d”).  The main aspect of the D/discourse I will focus on in this paper is the acquisition of new terms (or discourse) by the two novices and their ability for function in their new Discourse.   During the first few days, Tammy would refer to my jump drive as “that thingie” or “the stick you put into the computer”.  By the start of the second day of the project, however, she began to ask questions as to the technical names of materials or the correct terms that she needed to explain what we were doing.  After the project was completed and we were analyzing our data, Tammy began to use the vocabulary of the once foreign discourse like an experienced participant.  She was able to use terms like: jump drive, gigabyte, megabyte, video and audio clip, USB port and memory card.  When she used these terms they were used in the correct context.   


Similarly, Susan also was able to gain a grasp of technical terms which enabled her to converse with her son in relation to his interests in computers.  She understood what he was saying and was able to relay knowledge she had gained on computers.  Moreover, by the end of the project, both novices said they now felt very comfortable experimenting within their new Discourse.  They no longer felt like outsiders.  According to Gee, both novices could have been considered passive recipients (consumers) in terms of how they participated in the project (e.g., sitting and watching a more advanced user manipulate different software applications) at the beginning of the project. However, by the end of the project they could well be considered active agents (producers) in the sense that they actively contributed to the technical dimensions of the project. For example, Tammy importing new video clips and Susan importing pictures from her camera to her computer.


 I will now examine possible reasons for the quick change from novice to experienced participant over the course of five short days.  Analysis of data suggests three factors may well have contributed to their increased technical vocabulary: expert advice, out sourcing and instruction.  “Expert advice” within the context of this paper is defined as asking a person who has past experience and success for advice. “Out sourcing” is the use of help tabs, help websites and written resources to obtain information to solve problems. “Instruction” is the conveying of information from one group member to another.   In our combined notes, the novices drew on expert advice a total of ten times (Susan 6 times, Tammy 4 times); out sourcing was used fourteen times (Susan 8 times, Tammy 6 times); and instruction was requested four times (Susan 3 times, Tammy 1 time).  When compared to myself as an experienced or advanced group member, these numbers become interesting.  I called on expert advice one time, made use of out sourcing six times,  and instruction one time. In short, Tammy and Susan made use of these learning resources more than I did.  Each of these learning resources provided access to technical vocabulary that is essential for becoming a member of the discourse; that is, expert advice was used when Susan asked Michelle why Fraps did not work well with the online game,  Maple Story.(Monday 2:10pm) Out sourcing was accessed by both Tammy and Susan to use help tabs to gain information on “how x worked”.(Monday , 1:30pm; Wednesday , 3:10pm )  Experienced members  already have a knowledge of the discourses associated with being an “inside” member of the computing Discourse.  

     According to Gee, learners set goals. The completion and the methods used to accomplish these goals is how we learn. The completion of the goal provides knowledge that can be used later to solve other problems (Gee 2007).  Goal accomplishment in the present study was important in the case of the two novice learners because Tammy and Susan are now able to function relatively well in the computer Discourse.  Tammy is able to use the discourse and perform tasks on her computer such as audio and video editing.  Susan has used the discourse to develop a better understanding of what her son is doing when he is on the computer at home. Gee’s research focuses on explaining how people learn from playing video games, but–I argue–these concepts concerning goals can be used to explain much of Tammy and Susan’s learning within the context of composing a machinima.  The goal may be as simple as the need to complete a project for our masters course.  Completion of this machinima project gave participants knowledge that can be used to solve problems in the future.  


In order to complete the goal of creating a machinima movie, becoming a member of the discourse must have occurred, or at least have begun.  A key dimension of becoming a member of a Discourse is the use of what Gee refers to as “smart tools” . Gee defines a smart tool as “[a] tool or technology that allow the learner to manipulate the world in a fine grained way.  Such tools have their own built in knowledge and skills that allow the learner much more power over the world being investigated than he or she has unaided by such tools” (Gee 2007, p.34) Data shows the two novices, upon completion of the project, are now able to use their newly gained vocabulary as a smart tool. For example, Tammy is now able to import an audio clip from the internet and edit the audio clip to the desired length.  Susan can now import pictures from her camera, place them into a newly created file and send the pictures to her family via the internet. Neither of the novices were able to accomplish these tasks at the beginning of the week.

       When I examine how I myself learned from this project, the data shows my engagement in horizontal learning. Gee explains that ”[l]earning experiences where one does not make a lot of progress up the ladder of skills, but stays on the initial rungs while, exploring them and getting to know what some of the rungs are and what the ladder looks like, is horizontal learning.” (2007, p. 5) In my own case, I came into this project with a basic knowledge of computers, video and audio editors and massively multi-player online role playing games (MMORPG).  I have a knowledge of the language in this discourse and have been a member of the MMORPG D/discourse for many years.  My self-study field notes show two distinct patterns with respect to my approach to learning horizontally: trial and error , and experimentation.  “Trial and error” refers to the process of trying various techniques and drawing on previous experiences with  and knowledge of similar software applications, for example. “Experimentation” can be defined as   trying various techniques before having gaining a knowledge base with respect to a new  application or technique.  It is trying to see what may work, so that one can gain more information and understanding about something. This information and understanding can and then used to conduct trail and error explorations.   The data suggest that a combination of experimentation and trial and error served to encourage me to try new techniques to solve problems. For example, I was comfortable taking the lead when it came to editing video clips.  I had knowledge about editing video clips from helping students complete a multimedia project in science.  When a person has a previous knowledge in a subject, they feel more comfortable attempting new methods to solve problems. 


Implications

Researcher 1






       On a personal note, my incidental learning about the world of computers has led to some interesting happenings at my home with my teenage son, Mark.  Prior to starting this institute, I was constantly on Mark’s case about ‘wasting’ so much time on computer.  I now see that Mark being computer savvy is a wonderful thing!  It impresses me now whereas before it incensed me.  I saw Mark’s time spent on his computer  a complete waste of time.  He has seen the shift in my mindset  towards his time spent on computer and is curious as to why I have had such a dramatic change of heart.  His remark pretty much sums it up. He said, “Mom, I’m some glad you took that course this summer!”

       Because of this summer institute, my eyes have been opened  in terms of the implications for children in school and how they learn and also the environment in which they learn.  I  now understand the feelings of  the child in a group who looks lost and  left out of the learning. I am more aware of how they are feeling in this situation.  Who likes to feel inadequate?  Who likes to feel  dumb?  With inadequacy comes feelings of frustration and distraction.  All teachers  realize that children have many varying abilities but do all teachers realize that  these varying abilities affect how children learn.  Group work has to be closely monitored so that certain children are not left out of the learning process.  Group dynamics is a very important aspect of how children learn.   I realize now that the good intentions with which  we sometimes set groups up (by ensuring a knowledgeable student is paired up with a student who might be less knowledgeable) is not always the best thing for every child.  We may inadvertently be setting some children up for a situation that just won’t work for them.  Learning is passing them by because the most knowledgeable person in the group is too far ahead and doesn’t realize that he/she is affecting the learning of the less knowledgeable person. They may not even be interested or capable of being a sharer of information.   

Researcher 2 




These three weeks will have great implications on me as a teacher and as a parent.  When my children play Animal Crossing I will no longer regard it as a waste of time and discourage them from  playing.  I now realize that they are learning to make decisions and commands that make learning fun.  Having a five year old talk about going fishing to get money to buy things for his house and save money to pay off his mortgage is fantastic. I was not aware before that my son was learning so much. 


 In my classroom, I can use my experience from the first week of collaboration to help guide me when grouping children for group work. The dynamics of our group helped me to appreciate how a weaker student may feel when placed in a group with a stronger student.  A quite, timid  child could easily be intimidated by working with a child who is advanced in an area, especially if it is a child who is not willing to share his expertise.  

Researcher 3

After the completion of this institute and project I am better able to  recognize that different students learn using various methods or strategies.  Many times in our classrooms we have a wide range of abilities from novice to experienced.  Because of this, the teacher needs to be actively aware of these varying abilities.  For example, we cannot assume that a student who we consider experienced has all the answers and can help their novice classmates.  Many times horizontal learning is occurring with the experienced learner and they need to get a better grasp of the required tasks.  They may need to review the material to refresh it in their own minds.

       I was quite surprised at how quickly that novices can learn and become very functional in a Discourse.  Their gaining of a discourse can give them confidence to feel welcome and more a part of the Discourse.  This in turn can give that student more confidence to go beyond the required tasks.  






Conclusion

      Our interpretation of the learning that has taken place during this institute is multi-faceted.  First, all three group members agree that the implications for learning are enormous, in that, we now have a much greater appreciation of the vast differences of abilities within our classrooms. Second, we feel that the composition and dynamics of group members is also integral to productive learning. Finally, the use of different learning strategies used by students can be quite diverse and still be effective in completing assigned tasks.
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Appendices

Appendix A
FIELD NOTES
Reflections: patterns, making links to sample notes; informed by the literature/put in exact times when possible/write actual verbatim sometimes/ any movement at table , etc,/interview each other/

Monday , July 09 / 2007
· Picked one of the six topics to do as a project.

    *  We decided to do the project on Machinima.  Group consists of Tammy,            John and Susan. 

        1:23 Group collaborated on topic for project. Not sure where to start.               Feeling very frustrated right now.
· Decided to pick  machinima and got into a group with Susan and Tammy.

· Decided to choose a topic for our movie.

         Collaboration
    As a group, we decided first of all to choose a topic for our mini movie

· debating where to get video information

· 1:25–Does it have to be from a game?  Check.      *John is off on his own.

· 1:30– Michele came to rescue with free version of Fraps.  We are each going to download the free full version (Done at 1:35)

· Now, John showing us tutorial on WOW.    

         1:30 Michele gave us Fraps to install on our computers.  

        1:35 Fraps is installed.
       * Machinima tutorial quick start guide. Did not find useful.  
· Debated over what exactly machinima is.   Collaboration
· Went to machinima.com for a tutorial on what this topic pertained   Out sourcing
         Machinima tutorial quick start guide. Did not find useful.  
        1:42 What is machinima?  Group visited Machinima.org 

         All reading quietly side by side at own computers. Seated left to right(               John, Susan, Tammy) Mucking around.
· Didn’t get the information we were looking for so we went to machinima.org site , checked help tabs and sites(1:30)   Out sourcing
       1:45–the 3 of us ended up reading the ‘how to’ of machinima.  I               thought that Delicious would be good here but can’t use it because              WOW is a pay-per play game.   

· Read the info on how to make a machinima   Out sourcing
· Downloaded Fraps ( video collecting program)

· Wanted to try and capture a piece of video so tried to download Maple Story(2:00)     Trial and error
· Found out from Michelle that machinima and fraps does not work well with Maple Story - there was a lack of character control.(2:10)   Expert advice
        2:10 Discovered that Maple Story and Kingdom of Loathing are not                  useful because characters cannot be manipulated. 

       2:16 Reading the basics of making WOW Machinima
         2:00– Searching Maplestory.  Tammy andI following John’s cue as           he seems to know more of the gameworld.   Duhhhhh,.

· Discovered Maplestory not good for machinima because no control  over characters.  (Michele told us this)

· Now trying SecondLife.  3 of us now doing our own searching.  I’m realizing it’s all trial and error.  (Mucking around) 

         2:25– Question for Michele on editing.  She said to use Windows              Movie Maker.
· Read on website ( machinima.com) that Windows Movie Maker would be a good program to help assemble and organize our video.   Out sourcing
· Tried to download Second Life ( video game) (2:30) however this failed due to a server problem.

· Tammy tried to Download the same game but also failed for her.     Trial and error
        2:35 Tammy entered Second Life trying to register name - registration             failed. John’s happy!
        3:03 Tammy still trying to register- registration failed again. Feeling                 very unsuccessful and frustrated. 
        2:35–Trying to download Second Life .  Tammy and John’s efforts         failed.

· 3:05– No luck with the downloads.
· We got frustrated with lack of resources (2:40-3:10) 

                                               (At home)
· Loaded Fraps  onto desktop at home (11:30)     Resource sourcing
· Used World of  Warcraft to collect a 10-15 sec video clip(11:40)     Resource sourcing
· Took the video clip from Fraps and viewed in on Microsoft Movie maker (11:50) - finally went to bed :-))     Trial and error
Tuesday, July 10 / 2007
· Came in a bit early to install World of Warcraft and the expansion- Burning Crusade .(8:25)

· Continued to install the games - took extra time due to online updates

         9:00 John is downloading WOW to his laptop.

     * all accessed docs.google .com - created a google account.

     * Seated left to right - Susan, John, Tammy - (John in the middle so we              can get help if needed.)

· Took time to learn how to use google doc.

· Susan and Tammy tried to get into second life while we were waiting for the final instal to be completed (11:00)

        9:55 Susan asked Michele for help in locating the acct that was set up. 

       10:20 Group mucking around with Google.docs using diff. color print,              editing notes back and forth. 

        11:00 visited Machinima.com Second Life - gesture tutorial.

          Warcraftjst@googlegroups.com    summer cohort 2007 (machinima)

· 11:10– Tammy and I searching Windows Media Maker (WMM) while John waits for download of the game itself.
· Susan and Tammy tried to record their voice on to the computer , successful on tammy’s comp but not on Susan’s. They then changed and tried to get music from an ipod (11:20)

         11:20 Windows Movie Maker - looking for audio

       Susan asked Michele about recording audio using I Pod- clarification on          what Michele said yesterday. Expert advice.
       11:45 visited Machinima for WOW (not there - looking for another file -         trying to get audio somehow.)

       11:50 visited Machinima.com - watching videos to get an idea of what             we are making. (John’s idea) Finally feeling encnoureaged.
       11:58 Betty inquired if we have an audio recording device.  Directed us          to get one from Denise.
        11:40– Michele trying to help us out with sound recording....no luck yet.                   Everyone is gathered around my computer.

· 11:45– We discussed having a plan of attack for completing project.  We tend to get side-tracked so easily!  Part of the learning process I guess!

· Got the sound recording to work using sound recorder     Trial and error
· Showed Tammy how to use sound recorder - Her machine has better ( louder) sound quality (12:50)       Instruction
        12:50 John discovered how to record audio.

       1:09 Tammy reading Be a Machinima Maker( Machinima 101)
· Used Movie Maker to check on video transitions and video clips (1:20)

     Experimentation
        1:43 mucking around on You Tube(Tammy & Susan)

        John is using WOW &Movie Maker - playing with scenes.
         12:55– Got it!  Sound that is.......John discovered how to do it on “Programs”            and then click “Sound Recorder”.  Tammy’s machine has a more sensitive           microphone so we’ll use hers.  My PC doesn’t seem to have a

          microphone.

· 1:05– I’m searching for background mustic for our final product.  Tammy went to help another group with audio recording (came back to get John’s help.

· 1:25–** Tell Mark about fraps.com.  Record video while playing your favorite game.  (Dual-core)

· 1:45– John got a clip downloaded from warcraft.
· Transferred a few clips from World of Warcraft into Fraps and then into Movie Maker- tried to see how effects worked on them (2:00)     Resource sourcing    ,   Trial and error 

         1:45-2:15– Clip on ‘fraps”, then minimize.  Click on ‘wow’.  Press ‘play’.            Choose ‘the burning crusade’ Press F3 to record segments that you want, and           release to end taping.  Hit ‘escape.’  (Noted this in the event Tammy and I           wanted to download the wow and try the ‘real’ stuff at home.

· Go to ‘down arrow’ choose ‘video effects’.  You can slow down the action by dragging and dropping onto each clip. Then click ‘movie maker’.  Go to ‘file’, go down ‘new project’.  Hit ‘file’ again, then highlight ‘import’.  Drag each down to storyboard. All this was John’s tutorial for both Tammy


 and I. 

         2:13 John exploring Movie Maker.  Tammy & Susan asking John                    questions- (How do we add our own movie?)  No response - John is                 busy.
        2:20: John showing us features of wow.  Tammy went on own for a        few minutes to put in my email address on her computer.  Meanwhile,        John still playing around with wow
 Wednesday July 11/2007
· Discussed movie content - what did we want to do (9:50)   Collaboration
· Looked at the WoW character options.

        Seating ( Susan, John, Tammy)

       10:05 Tammy and John looking at new characters - cannot get front                  view.

        10:18 John is corresponding with other WOW players in attempt to get a          front view of characters. 
        skype.com     (Voice over internet) Need multimedia headset, 2          plugs–microphone &headphone .  Download the client, set up an          account and then add names.

· 9:50– can’t get a connection to internet.  (None of us)

· 10:20–Playing around with google earth while John is doing his thing with wow. He’s talking to other players online to get a front view of our characters.
· Internet not working well

· Captured some WoW video using Fraps (11:00)     Resource sourcing
         11:13 Tammy imported video clips using Fraps.  Susan and Tammy                   each had a turn using Windows Movie Maker.

         11:16 Attempting to edit clips (trial and error)
        1:25 John trying to transfer frames from Movie Maker to his jump drive          to transfer to Tammy and Susan’s computers. No success yet. Trial and           error.
       11:15– captured wow video using fraps file into windows movie                 make and each of us took a turn.  Cool–collaboration is good.

· 11:17– trying to edit parts of storyboard . We all took turns trying to get rid of the script on the storyboard. 

· 11:35– good collaboration going on.  Trying to click and drag for editing.
· Imported the video from fraps file into Windows Movie Maker - each of us took turns     Resource sourcing
· We then attempted to edit parts of the clips to remove unwanted segments(11:40)     Trial and error
          12:00– john still editing and tammy trying Grouchland, loading on           game and then trying to do same with that game as with wow.
· Went to the “How to edit clip” info help tab     Out sourcing
· Edited some of the movie clips - took the times to figure out how much we needed

          1:00:– downloading Elmo.  No luck, rebooted pc at 1:10.

· John trying to send Tammy and I his work to date on wow.
· Added new video clips with a second character (1:05)

· Rearranged clips into a storyline - editing and clipping needs to be completed.

        1:48 Group have chosen a female character and have captured footage.            Still mucking around
        2:00 Susan used Google for learn how to clip movie frames.  John was           able to clip frames where needed.  The story frames are now in order.                 Success at last.
          2:00:– editing using WMM.  I googled it and John was successful              in editing it according to instructions on google.

· 2:35– googled “add audio” to WMM

· Tammy wants changes in her wardrobe because the 2 women will be more easily distinguished.

· 2;55–added 6 more clips to improve overall story.  Extra clothes, hercules gesture, less clothes on john........haha

· After discussion we decided to add move video clips (2:55)    Collaboration
· Tammy imported the new clips (3:00)     Resource sourcing
· Susan looked at google to find adding audio (3:10)    Out Sourcing
Thursday July 12/ 2007
· Finished editing the video clips and began to work on audio clips.

         9:53 Downloading Skype

        9:10– Tammy and I into WMM and searching for audio ‘how to’.

· Tammy looking for order of songs to be used, Rocky/ Macarena/Sexy/help, mission impossible

· 9:20–9:40: Colin on his thesis and getting unstuck by colleague’s remark.  Peripheral participationl/collaboration.

        10:07 Downloaded Audacity to Tammy’s computer

         10:30 Trouble with wireless connection

         11:10 Downloaded 5 songs needed for the Machinima from Denise                  (Outside Collaboration)

        For next week in data analysis:

· coding

· what are our criteria for defining codes, etc.
· 10:00– skype.com (program for talking to one another over net) Didn’t download it, too too slow plus our group will be getting together in person to do data analysis.

*****************************************************************

Colin’s address regarding data analysis:

In the write up for the weeks work: When analyzing the date, the notes of collaboration and participation.  Choose 3,4, or 5 significant moments in the weeks work that will need to be discussed and analyzed.


–could be language use and the change of language use


– could be individual experiences and differences;


– the notion of collaborators and participation


*Students need to read chapter 14 on coding.


Gee’s work in the 2 chapters refers to notion of gaming, says that each person who plays a game enters with a unique experience and takes something unique from the experience.  


Gaming is not a one size fits all, nor should reading, but they could be treated in a one size fits all.


So, that is the difference why people who play games on their own are so successful.   It is the motivation and the ownership of the learning.

*****************************************************************
· Needed to get audio clips into a different format in order to put into Movie Maker. (10:10)  - got help from another group that has songs and connectivity   Resource sourcing
· Worked on getting the times needed for each of the audio clips

· Added a title and credit page

        11:20– Trying to get right piece of Mission Impossible music                      to coincide with the first section of video.

         11:21 Using Audacity to synchronize songs with story frames.

        11:32 Adding credits and title

       1:15 Help from Michele ( expert advise) saving section of songs we                   need.

        1:00– Trying to figure out how to edit the section of MI.  Googled          “Audacity” and came up with possible solution.  Good collaboration            going on.

· 1:15– Michele helping out with above problem.  She solved it, but don’t know what she did!!!!  Keep going with the trial and error.  Realized that hitting the stop button on the task bar enabled all of the items under ‘file’ to be accessible.
         1:30 Wrong song.  Asked Denise (outside source) for different song.                John is figuring out time frames needed for music.

        2:15 All songs are ready. Adding songs to story board. 

        2:40 Finished!!!!

Success at last.!
        2:30– F I N I S H E D    W I T H   T H E   M A C H I N I M A!!!!
· We were finally able to place all the audio clips into Windows Movie Maker in the sequence and length we desired. (2:55)

· Reviewed our work a few times to see if we wanted to change anything (2:59)

· After review we were pleased with the results and tried to find a way to copy each of our computers. Didn’t  work  ( may need to get a DvD to make video copies) (3:00) 

· Ended today feeling a bit relaxed about the project. 

    Appendix B
 Collaboration - the discussion and problem solving with-in our group

 Expert Advice - Asking a person who has past experience and success for advice.

 Instruction - Conveying information from one group member to another

Out sourcing - The use of help tabs, help websites and written resources to  obtain information to solve problems     

 Resource sourcing - The obtaining of materials or other resources used as part of the project   

 Trial and error - Trying various techniques after gaining a knowledge base.

 Experimentation - Trying various techniques before gaining a knowledge  base.   Trying to see what may work, so we can gain more        information and use with the trial and error technique.
