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 SEQ CHAPTER \h \r 1General Purpose

The focus of this course was to learn a new literacy and to learn about learning a new literacy. We narrowed our purpose to learn what Machinima was and how to create it. Starting from scratch we needed to develop a finished project and record our field notes to chronicle our learning process while monitoring our analysis and reflecting on the data.  

Group Task

Our group‘s specific task was to learn a new technology in a realm unfamiliar to us. Our hope was that we would become more confident within this new realm of learning and this new literacy. At times this became difficult with respect to moving between the close focus of becoming proficient at making a virtual world, and keeping field notes on our learning. Thus our overall purpose was to create a Machinima movie which would serve as a catalyst for analysing the inherent learning process that would occur. We needed to take effective field notes to document our learning process and record our daily progress, paying particular attention to patterns, stand out moments and language shifting. Finally our group decided to produce a three minute video using Second Life as our virtual world animation. Enhancement of this video was accomplished through the use of music downloads, digital voice recorder, Fraps and Windows Movie Maker software. Once the tools needed to produce the artifact were determined we proceeded with creating our avatars, developing a theme and creating a plot.


Refer to Appendix 1 for a more detailed chronological description of the process.

Process Description
Task Process Description



We produced a three minute Machinima video from an internet-based virtual world, Second Life. Three residents from this virtual world were created to demonstrate a social aspect of life. Our first step was to familiarize ourselves with the software necessary to produce the artifact. We explored and achieved a level of efficiency with Second Life which was used to create our avatars, gain a understanding of Fraps which served as our online camera, used a digital voice to fulfill the audio component, and finally decided that Windows Movie Maker was the program we would use to run the completed production. 

Significant Developments

A significant development occurred when we experienced road blocks which forced us to take an alternate route. An example was when Michele turned us on to Windows Movie Maker.  Before this we had not discovered a resource that would enable us to complete our project. Although she was not a part of the group, she was a collaborator who enabled the artefact to come to fruition. (This is similar to Eric Braithwaite’s contribution to Colin’s thesis when he commented “That sounds like an empirical question.” This was a ‘salient a ha moment’ for our group.)  


Ironically, on the day that Second Life was closed for maintenance, we experienced another stand out moment.  Tutorials were our online teachers. We couldn’t find tutorials until the day when we had free time.  These tutorials were a godsend for us. They enabled us to operate our avatars, manipulate camera angles, both components necessary to complete the artefact.  


Our biggest frustration was our inability to shift direction when complications arose; i.e. when the computer or server went down or laptops crashed. Trial and error worked best for us. Even when the professionals tried to help us with our artefact, our computer literacy was too low to understand and use the expert advice. So, by using trial and error, we actually accomplished what we set out to do.  


Essential to our progress was the opportunity to reflect on the day’s events when we were at home. As educators we understand the importance of reflection during our daily teaching duties and engaging in reflection during this assignment was as equally important. Much was accomplished during the evening hours which lead to continued progress when we reconvened.


Finally, when we agreed as a group on an appropriate path that would lead to the successful completion of our artefact, we progressed more efficiently and confidently.








Moments of Discovery

The collection of data came from a number of sources, such as using a double entry note pad, in-the-heat-of -the-moment field notes, post-facto field notes, talk aloud, video field notes and artefacts. For data analysis, we took our field notes home to reflect and categorize and code individually. As a result of this analysis and upon group reflection, we realized that several patterns had emerged from the data. We coded these patterns under the headings of frustrations, successes and ways of learning. After consultation with Colin Lankshear, it seemed natural to centre our analysis around frustrations and develop successes and learning methods out of these frustrations. 

1.  Technological Frustration (Unresolved)  


Our first frustration we noticed stemming from our field notes was with machine and hardware. Brenda and Tammy experienced difficulty logging onto Second Life. Each time they logged on, they received a false sense of satisfaction because things appeared to be working. Once the avatar was up and running, the system crashed.

 Brenda recorded (B6) that she was frustrated that Second Life crashed twice. “Mucked around the file, uninstalled, try again!”  

Tammy (T15) was asked by Brenda “Are you in, Tammy?”  Tammy screwed up her face, meaning NO!

Dave (D4) recorded as well that Brenda and Tammy had crashed in Second Life and were very frustrated! 


All three subjects proved the triangulation of the collected data. Each subject agreed on the frustration associated with Second Life crashing.  


This frustration from Tammy’s perspective continued as she tried different computers at home, added more Ram to her computer, inquired at Staples as to upgrades for her computer checking system requirements and video card updates.  She then proceeded with online trouble shooting, emailed the company with no success and sought further help suggestions from Second Life, to no avail. Out of this frustration, came a group decision to change direction and use two avatars in our movie and one for a camera. (We had originally planned on using five avatars).  Because there wasn’t enough time to get our avatars up and running the way we wanted, we decided to work on them at home. We didn’t have time to sort out different computers so we decided to limit/change the avatars we would use. “Learners feel-and get evidence-that their effort is paying off in the sense that they can see when they fail, how and if they are making progress. (Gee, ch 4 Good Video Games, pg. 36)

2.  Technological (Unresolved)


Another technological problem! We had problems with the server.  It kept going down and crashing. We decided to shift our learning to another area.  We refocused.  Dave and Mary worked on power point.  Mike used Windows Movie Maker. Dave then worked on editing.  Todd and Mike aligned music to video. Tammy and Brenda continued taking extensive field notes.  Although the technical problem remained unresolved, progress was made by shifting gears and moving to individual tasks and preparation for later work as Gee alludes to “but within, their regime of confidence.” 

3.  Technological (Resolved)


In order to successfully complete our task, we needed to use a voice recorder for the script and then incorporate it into the video. This technology was vaguely familiar to us, and with extra familiarity and practice it became a more comfortable piece of technology, through trial and error. We realized we needed an appropriate cable to transfer the voice to our video on the computer.  Mike tested a cable he had at home and realized it was suitable for the task. Once again, Gee’s discussion on the learner feeling more comfortable about making progress applies in our trial and error learning. This technological frustration became a success as a result of our goal driven learning strategy. “Players feel competent before they are. They know what it means to be competent and why anyone would want to be competent in the domain. They pick up facts, information, skills, tricks of the trade.” (Gee ch. 5, Pleasure, Learning, Video Games and Life, pg 111).

4.  Technological (Resolved)


The process of actually taping the video posed a problem to the group. To move our avatars, control panels were necessary. However, to create the video, control panels needed to be hidden. To resolve this technological problem, we decided to tape on a third computer while the avatars were being controlled by other computers. The finished product successfully enabled us to video tape the avatars without the control panels. This ‘a ha moment’ happened as a result of much collaboration and talk- outs amongst group members. “ When we sense such a match, in a virtual world or a real world, between our way of seeing the world, at a particular time and place, and our action goals- and we have the skills to carry these actions out- then we feel great power and satisfaction.” (Gee ch.4, Good Video Games, pg. 26).  Lankshear and Knobel refer to four key facets of learning through interaction. One that stands out in resolving this technological problem states, “Learners need to learn to interpret, analyze, debug, and explain their experiences (and the connections between goals and reasoning within experience) - all of which can be rendered public through talk.”(Virtual Machinations, pg 8). 

5.  Time Constraints


Creating an avatar proved to be an extrinsic frustration due to the time constraints of the course. Being trust into an uncomfortable learning environment, where we were constantly being introduced to new programs and communication devices on the web, left little time to have hands on experience in getting to know Fonzee, Summerguardian and Melmac. (our avatars). Mary felt intense pressure of creating an avatar for the purpose of completing the artefact as opposed to enjoying the process of learning to use the avatar. M12 “I feel overwhelmed with this process because of the time.  I think I will work on my avatar at home, where I can take my time and get a good feel for the gestures.” T6 “Mike suggested we make our avatar at home.” B4 “Mike told us to make our avatars at home.” This suggestion to work at home allowed for some enjoyment in becoming acquainted with the avatars. The comfort of relaxing at home created a pleasurable experience in an otherwise hectic environment.  This atmosphere enhanced an intrinsic learning motivation for each member of the group. 

6.  Course


When we collaborated with Colin Lankshear, concerning our patterns of frustration, he brought to our attention the extrinsic motivation of this course. The thought was ‘we have got to get it done’. The irony of this extrinsic motivator was that it heightened our determination to complete the task at hand. Ordinarily, our group members would never fathom such a feat.  There would be too much risk involved. Biesta argues that “Education only begins when a learner is prepared to take risks. In fact, there can be no such thing as risk free learning.” By engulfing the risk of creating Machinima, our group produced the final artefact by moving outside our comfort level. As a result of connecting our previous experiences to newly tagged information, we gained a greater perspective on this ‘New Literacy’. 

7.  Group Frustrations – Dynamics


Group dynamics always proves to be challenging. Our group proved to be no different.  After individually completing three courses in this program, where our personal style was never questioned and we were allowed to form our own thoughts and reflections, it was difficult to leave this comfort zone to gel with other styles. At this point, well-defined roles didn’t have its place in this setting.  We discovered we were more effective when we decided to abandon the notion of working independently and then reconvening, verses collaborating as a group. Group collaboration proved to be the catalyst for the development for this new literacy.  “Deep learning - real learning-is too hard to do all by oneself.” (Gee. Pleasure, Learning, Video Games and Life, pg 110). 

8.  Group Frustrations - No Expert


True to the course’s intent, all members of our group lacked expertise in the field of technology. Working with Machinima would provide each member with a new learning experience. Paradoxically, our motivation for choosing this project was also the root of our most predominant anxiety since we had no resident computer expert.  Our group experienced the Sandbox principle where we were able to learn together in a safe haven. There were opportunities to learn individually as well as in a group. To overcome this frustration, we sought outside professional expertise. These experts bridged gaps to allow our learning to continue. Gee reiterates the importance of this learning when he states “Learners need to learn from the interpreted experiences of others, their peers, and the more expert people in the domain.” (Lankshear and Knobel, Virtual Machinations, pg. 8) This information was once again proven through the triangulation of our field notes.  M1 - I asked for help from Michele but received direction instead. T2 - Mary says “I don’t know” and looks around to her right and asks Michele to come over when she had a minute.  D2- “Asked Michele and she encouraged us to figure it out” TO 3- “ I asked Michele about the number of avatars we needed in our production.  Her response was to discuss with the group the appropriate number to complete the assignment”. 

Key Moments

Throughout this process, there were key moments that occurred which proved to be unsuccessful and successful in the completion of our task. However, both were vital in our learning experiences. Some of the unsuccessful moments include the internet going down, the closing of Second Life for maintenance, losing our project on the last day and dealing with group differences. 


Internet access was vital component of our group project. All aspects of the project’s completion depended upon the use of the internet. Unfortunately, due to the facility’s network connection, our internet abilities were limited to a small number of lap tops in the group, slow to access or not accessible at all.  Second Life was one of our most important lifelines to producing our artefact and when the internet wasn’t working, we were limited to what we could accomplish.  Compounding the problem, even when the internet was working, Second Life was closed for maintenance for an entire day. Consequently, these problems forced us to momentarily change our focus and challenged us to develop alternate goals and strategies.  As educators, we are used to being in control of learning situations and dictating a systematic approach to achieve our outcomes. Conversely, the tools required to complete this project often dictated the route we had to follow and the way in which we progressed. This improved and enhanced our technological mindset.   


After overcoming so many anxious moments throughout the week, the ironic twist of fate of losing our project on the last day was not nearly as devastating as it would have felt earlier in the week. We realized that one problem with technology is not the end.  We knew we could rebuild this project as we became more confident in our use of technology. 


Other than the internet being so integral to our project, determining how we were going to work together as a group proved equally important. Often, when several learning strategies and ideologies unite, conflict and friction are inevitable. Over the course of the week, group members realized that they may have to accept roles with which they were unaccustomed to. Passive learners might have to become risk takers while more dominant personalities may have to accept a less assertive role.  One of the key realizations was to trust others and acknowledge their competence and the contributions they could make.  


Some of the successful key moments that occurred during the week include the proper operation of all necessary aspects of Second Life, transferring digital recordings to computer files, splicing audio and video, and becoming proficient in the mastery of Windows Movie Maker. One final key moment was when we came to the realization that our finished project was not the ultimate goal of the course, but rather the learning process. 


Mastering Second Life was instrumental not only in completing our project but in overcoming our fear of technology and being a risk taker. It provided us with the confidence we needed to take risks and proceed. We were no longer afraid to use the computer, to download a game, to register and build affinities. We became confident in the use of the technology and comfortable with manipulating the resources and tools needed to create a Machinima movie.


Having zero direction, we were able to figure out on our own how to convert digital audio recordings to computer files. This showed a different side of computer technology to the group.  We had to figure out how to use it and how to connect it. We had to determine if the two were compatible and how to import the files from the digital recorder to the computer. From there we had to learn how to retrieve and utilize these files. 


The most difficult step of all was combining the audio files and the video files. In a manner reminiscent of Eric Braithwaite’s contribution to Colin’s thesis when he stated “Sounds like an empirical question,” Michele provided us with the key when she said in passing, three simple words ‘Windows Movie Maker.’ We were very quick to utilize the program, to drag and drop our audio and video files into this program and synchronize them. In addition, we were able to utilize our knowledge to achieve a more complex task of editing our movie. 


Much of our frustration centered around the fact that we needed a finished product. Upon realizing that the product was part of the learning process and not the ultimate goal, much of our stress and frustration was alleviated. We were then more comfortable and settled into the New Literacy. We felt more would be accomplished by exploring different avenues than staying on one safe direct path. Things fell into place once we realized we had time to reflect on the different ways we were doing things.  A deeper appreciation and insight into the various programs that ultimately would lead to the completion of our task was realized by the group.

Interpretation of Key Moments

These moments were significant to us because they provided us the opportunity to reflect on what can be accomplished if we put our minds to something while being open to suggestions. Our group members were very goal orientated and realized that six heads are better than one. We discovered that we were immersed into a new style of learning similar to the ‘New Capitalist Society’ in which hierarchy is removed and the attributes of each member were vital to the functioning of the team. Had we been previously exposed to such a learning environment or approach, we would have been far more efficient in our efforts. After a day of bantering of how to proceed, we realized that we were going down ‘the garden path’ - wasting our time (Gee, Ch 5, pg 109). We regrouped and decided that each of us must take a role to use our skills to collaborate and incorporate a team approach. Once we took this new approach it become quite obvious that we all had skills and knowledge to add to the team and many of our initial thoughts dealing with the group’s abilities were understated. 


As a group of educators we have a deeper appreciation for the necessity to expose our students to the dynamics of group work. We have come to the realization that the “New Capitalist Society’s” way of operating will be of great benefit to our students. Working in a group with no set leader or boss is a very difficult task to undertake. Our students need the opportunity to become involved in such a learning environment similar to the one we were exposed to. They also need the opportunity to work on a task that does not need to come to completion. They need to learn to learn without limits.


We have learned first hand how frustrations often cloud our ability to learn. In the classroom our students are often frustrated with the tasks assigned. We need to be more sympathetic toward our students’ needs and help them overcome our frustrations, however, at the same time we should not solve all of their problems as there is something to be learned from dealing with stress. 


Our students need more time to reflect on what they have accomplished and discuss their achievements. The curriculum is very heavy and the opportunity to do this is easy to overlook. We feel when the opportunity arises to allow for reflection we seize the moment and enjoy what the students have to tell us. We should be as enthusiastic as they are and we must articulate this. In addition to reflection we have to teach our students to develop strategies that will enable them to progress to achieve their next goal. They must be open-minded and take in what others have to say. Simple comments and statements by others in their group and in their classes may be instrumental in their ability to overcome an obstacle. As we have learned in the past much of what our students learn occurs outside of the classroom and our students must be able to take this knowledge and utilize it when and where they see fit.

Conclusion

A major conclusion to be drawn from this course is that learning occurs when we least expect it! As educators it is imperative that we encourage our students to engage in similar learning activities where taking risks and dealing with the frustrations associated with the risks is not to be feared and avoided.  “...putting young people to work researching their own practices of meaning making and negotiation as discourse analysts and theorists . . . ” is one kind of setting to learning described by Gee.   We also realize it’s good to take on a task out of our comfort zone which could involve further upgrading in the latest technology. As educators, this keeps us up to par with our students who have already successfully accomplished much of what we have learned in this course. Even if after task completion, we still have no interest in the task, we have still learned from it. Our knowledge has broadened. The majority of our students need to feel the same way abut many of the courses they take.  Because they may never use or like the topics, they will still learn from it. It is unfortunate that our students are so consumed with the final exam that they do not enjoy the learning involved on the road to the final exam. 


Gee and Lankshear discusses a new capitalist society where hierarchy is dead and “partners engaged in meaningful work amidst a collaborative environment of mutual commitment and trust.” (Gee and Lankshear. Language, Literacy, and The New Work Order. Pg 83).  This group was not prepared to be thrown into this type of situation. The members of our group were moulded from the ‘Old School’ way of thinking where we are trained to look to a leader for guidance. At the beginning of this course, we took this route but soon found ourselves surrounded by positive reinforcement rather than strict guidance. We were temporarily thrown into a vacuum where we were left wondering where to go from here! Very quickly, we had to change our way of thinking. As dinosaurs, “If we fail to engage with fast capitalism all together, we risk being left on the sidelines as education at all levels simply aligns itself with the values, visions, and practices of fast capitalism.” (Gee and Lankshear.  Language, Literacy, and The New World Order. pg 90).  As a group, we learned that there is a whole world of learning out there that we are not a part of.  It is an embarrassment! As teachers, we are supposed to be the frontline educators of our future citizens. 


Another conclusion we gleaned as a group involved the highs and lows experienced by each group, in an attempt to finish the task at hand. Perusing the room, it was evident that many other groups shared our sentiments as they grieved their frustrations and celebrated their successes. We realized the need to sit back and dwell in our accomplishments. This is something our students need to do as well.  As educators we are constantly pushing them toward further learning without giving them the time needed to celebrate their successes. 


As adult learners we discovered positive reinforcement proved to be a great motivator. As educators, we need to be particularly cognisant of the fragility of many of our students, and be adamant about providing feedback with an air of sensitivity.  Such reinforcement may allow our students to gain an appreciation for the learning that occurs throughout the process rather than being consumed by the anxieties that go with the final evaluation.  
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APPENDIX 1
	Monday, July 9
	- Set up our group based on proximity.  We were all from the same        town.

- Chose Machinima as our project

- We registered with Second Life

- Researched and attempted to create an avatar.  Found out we           needed assistance so we researched tutorials on how to use Second      Life.

- Pulled back as a group and learned different web sites that would         help with the creation, i.e. delicious, scholar google.

-Listened to talk on affinity spaces, different kinds of learning and        google docs.

- Formed small groups and worked on avatars. Todd worked on a         voice recorder.

- Returned to work on Second Life, still met  with great difficulty.          Realized there were two sites to Second Life - A website and a          client site. We needed to go into the client site to do our work.

- Changed our approach on how to proceed. We sent Todd off to            create an Avatar while we spent time on searching for tutorials on        Machinima.  The idea was that Todd would come back and show         us how to create an avatar which he did.   

- The internet server was slow and the day was drawing to a close, so      we thought it was a good idea to set up our avatars at home. 

	Tuesday, July 10
	- We worked on updating from the day before.  Google docs. We experienced much frustration getting in. Not sure of what we were doing. We spent several hours learning how to use google docs. And overcoming our frustrations.

- We went back to working on our project.  Todd started to work on        movie making. He sought expert advice. The rest of us continued        working on second life. How  to add friends and bring them                 together by teleporting.

-We went into creating power point to begin our presentations. 

- Got Fraps from Michelle and downloaded her version to record.

- We went back to avatars and realized they were not on the same island.  Through trial and error  we brought our avatars together.

- Downloaded Windows Media Player

- We learned how to use a voice recorder to get sound from the                  recorder to the computer.



	Wednesday, July 11
	- We watched a video recorded on Flaps last night.

- Also worked on avatars last night - appearance, gestures,      teleporting.

- Learned skype.com 

- Second Life closed for maintenance for the rest of the day.

- Checked out tutorials on Youtube  and got some control over     camera angles

- Downloaded and saved  three songs on a voice recorder 

- Learned key components to pulling this together. Audio/video -          Windows Movie Maker

- We left very frustrated



	Thursday, July 12
	- Three computers up and running: One to tape video, one to control       avatar 1 Faints, and the third to control Avatar 2 Summer     Guardian.

- Teleported avatars to same location and worked out being able to    see them on all three computers

- Revisited tutorials and worked on getting gestures for the avatars.

- Practised for a movie; Three dry runs before final taping

- Fourth try brought success!

- One small glitch -Fonzee banging into a wall when he walked in.

- Decided to edit the glitch through movie maker

-Discussed a script for video

- Met as a large group again to talk about structure of paper

- Timed music for video

- Worked on editing Thursday night

	Friday, July 13
	- Colin and Michele went over notes for paper

- Went back into Second Life. Watched video to prepare     script/timing

- Recorded script/audio

-Lost the video

-Frustrated and went home!




APPENDIX 2: Data Collection Matrix
	Data
	Particulars

	Fieldnotes
	83 pages of fieldnotes

	Video clip
	3 clips totalling 10 minutes 






	Digital Pictures
	30 pictures

	Audio Recordings
	7 minutes of song voice and 
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