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Overview

Through a suite of interactive projects and live online events, NASA Quest brings NASA people and science into classrooms through the Internet.

In FY2000, four projects will be offered: Aero Design Team Online (ADTO), Space Scientists Online (SSO), Space Team Online (STO) and Women of NASA (WON).  These projects share NASA with the public in a very unique way.  Students participants can read behind-the-scenes information about the men and women of NASA:  who they are, what they do, where they came from, what their interests are, what challenges they have had to overcome, what skills and knowledge are required in their jobs, and the enthusiasm they convey for the work they do at NASA.

Questions about related NASA subjects can be e-mailed to Quest’s E-mail Question and Answer System and will receive an answer from a NASA expert in about 2 weeks.  Students can also participate in regularly scheduled live chats with NASA experts.

Teachers can access related instructional materials for use in the classroom, thereby relating the rich interpersonal interactions provided to students with specific academic skills.  Teachers using NASA Quest in their classrooms are provided an online forum in which they can talk with their peers about how best to implement these tools.

Through NASA Quest’s live online programming on the Learning Technologies Channel, our audience can experience a plethora of events in which they are provided opportunities to interactively learn about NASA content previously unavailable to them.  Events include tours of NASA facilities, lecture series with accompanying lesson plans, coverage of shuttle launches, and teachers’ workshops.

This year NASA Quest projects will solidly represent 3 of the 4 NASA Enterprises: Aero-Space Technology, Human Exploration and Development of Space, and Space Science.  ADTO will highlight NASA employees doing aerodynamic design research, including engineers, technicians, mechanics and designers working to make tomorrow's planes safer, more efficient, quieter, and faster. It will feature these folks as they operate flight simulations, prepare models for wind tunnel tests, run tests, analyze data, compute fluid dynamic models and more. STO is about the men and women who work on NASA's Space Shuttle and International Space Station programs. Students can witness as these people train astronauts, prepare the shuttle between missions, launch the shuttle, successfully execute the mission from Mission Control, safely land the shuttle, and assemble the International Space Station.  SSO will feature space scientists and will target the specific areas of Mars, the sun, and study of the universe.

Need

In today’s technologically advanced world, it is now more than ever critical that students learn the necessary skills to use technology.  Of the 54 jobs identified in a recent U.S. Department of Labor study as having the highest growth potential between now and the year 2005, only eight do not require technological fluency. 
  “Access to and use of information technology, particularly in educational settings (K-12 as well as higher education), is a prerequisite to building the skills base that will allow our citizens to function productively in the information society of the next century.”

However, while technology availability in schools is improving, “only 20% of teachers report feeling very well prepared to integrate education technology into classroom instruction.”1 Because teachers play such a pivotal role in student success, it is imperative that they be provided with usable technology resources with which they can feel comfortable, rather than intimidated.

Program Goals

Primary Goal - Bring NASA people and science into classrooms through the Internet. 

Supporting Goals:

· Assist teachers in integrating the Internet into the classroom.

· Use Internet technology and NASA-related topics to enhance teachers' capabilities to design and implement more stimulating and engaging lessons and experiences for students.

· Cultivate an awareness of career opportunities in mathematics, science and engineering.  Inspire students to pursue technical careers through use of the Internet and by focusing on dynamic and enthusiastic people doing exciting work at NASA.

· Provide activities that give students real-world experience using Internet technologies.

· Connect NASA with public

· Through integration of various network technologies, remove the barriers of time, distance, budgets, etc., allowing the nationwide educational community to virtually come together to attend various lectures, workshops and fieldtrips.

· Accommodate educators at all levels of the technology spectrum: new vs. experienced users, low- and high-end users.
· Improve the quality of current Quest offerings.  Make Quest resources easier to select and use, and maintain high-quality interactive events as number of participants increases.
Technology used

NASA Quest uses a broad suite of Internet tools as part of its resource package.  Included are the World Wide Web, an advanced e-mail Question and Answer system, custom-designed chat software, and streaming media technology.  The combined use of these technologies enables Quest to provide information and services that meet many of its program goals.  

For example, e-mail Q&A and chats are easy ways for teachers of any experience level to use the Internet in the classroom, introduce NASA content, make students aware and knowledgeable about NASA careers, and let students use the technology to make real-life connections.  The use of the WWW as a delivery mechanism for relevant information gives these interactive activities a context.  Streaming media technology, combined with a textual chat, provides otherwise non-existent opportunities for teachers and students to participate in experiences with NASA.

NASA Quest will also explore better ways of using the technology so that larger numbers of users can be accommodated while quality is maintained.  Improvements are planned in the layout of the Quest web site, and in the chat and LTC areas.

Content and learning goals

The content of this year’s NASA Quest projects will solidly represent 3 of the 4 NASA Enterprises: Aero-Space Technology, Human Exploration and Development of Space, and Space Science.  ADTO will highlight NASA employees doing aerodynamic design research, including engineers, technicians, mechanics and designers working to make tomorrow's planes safer, more efficient, quieter, and faster. It will feature these folks as they operate flight simulations, prepare models for wind tunnel tests, run tests, analyze data, compute fluid dynamic models and more. STO is about the men and women who work on NASA's Space Shuttle and International Space Station programs. Students can witness as these people train astronauts, prepare the shuttle between missions, launch the shuttle, successfully execute the mission from Mission Control, safely land the shuttle, and assemble the International Space Station.  SSO will feature space scientists and will target the specific areas of Mars, the sun, and study of the universe.

The goal of each of these projects will be to inform students about various high-tech careers, and to foster interest in math, science and technology.  We intend to directly support Objectives 1 and 2 of the Program Category “Student Support” in NASA’s Implementation Plan for Education:

1. To provide NASA mission experiences and information that are designed to promote students' interest in science, mathematics, technology, and geography.

2. To provide exposure to NASA research and/or research experiences and activities to promote science, mathematics, technology, engineering, and geography career awareness.

Furthermore, we intend to develop related lesson plans for both our interactive projects, and for some LTC events, that will be designed to convey information about NASA content while supporting National education standards.

Program Design

As mentioned in the overview, the four projects that NASA Quest will be providing in FY2000 are:

Aero Design Team Online (http://quest.arc.nasa.gov/aero), 

Space Scientists Online (http://quest.arc.nasa.gov/sso), 

Space Team Online (http://quest.arc.nasa.gov/space), and 

Women of NASA (http://quest.arc.nasa.gov/women).  

ADTO and STO are 2 “full-blown” projects, in that they include and keep current all of the following elements: biographies, field journals, e-mail Q&A, chats, background information, images, collaborative student activities, updates, and related lesson plans.  On the other hand, WON and SSO are scaled back projects.  WON includes biographies and chats, and also a variety of resources on teaching to achieve gender equity.  SSO includes static resources from many past projects, such as Mars Team Online, Jupiter Online and Live from the Stratosphere.  As well, it provides live chats on various topics, and an e-mail Q&A service for Mars-related topics.

The Learning Technologies Channel (http://quest.arc.nasa.gov/ltc) will use Streaming Media and chat technologies to provide live and archived events.  New this year will be event series that include grade-appropriate webcasts and standards-based lesson plans.  The first of these is being done in partnership with the Stanford SOLAR Center and is called “All About the Sun”.

Assessment

Quest will use several indicators to determine the success of its programs, both quantitative and qualitative.  Quest will track number of hits, number of bytes transferred, number of unique IP’s, page views, number of registered participants, number of chat participants, audience numbers for live events, etc.  It will also conduct regular surveys of its customers to determine student impact as well as teacher impressions of Quest offerings.  Furthermore, Quest intends to partner closely with approximately 10 schools using Quest resources.  The teachers involved will provide detailed feedback on the impact Quest has in these classrooms.

Milestones

10/12/99
Begin LTC SOLAR series

10/31/99
Initiate ADTO coverage of 40x80 bolt problem

12/15/99
Complete ADTO coverage of 40x80 bolt problem

12/15/99
Initiate ADTO coverage of wind-tunnel de-icing tests

12/31/99
Complete Quest Home Page redesign

02/01/99
Transition STO to external funding OR begin project close-out

02/15/99
Conclude ADTO coverage of wind-tunnel de-icing tests

02/28/99
Implement Black History Month Chats

03/31/99
Complete Women’s History Month events

04/20/99
Virtual Take Our Daughters to Work Day

05/09/99
Complete LTC SOLAR series

Budget

NASA Quest intends to use LTP funds to completely support WON and SSO.  On the other hand, ADTO costs throughout the year will be year shared between LTP and Codes A and F of Ames Research Center.  LTP funds will pay for STO to operate through January, at which time we will have hopefully secured external funding to continue operation through the school year.  LTP will then resume funding the project through the summer at a reduced level.  If external funding is not acquired, close-out of STO will begin in February.  Primary LTC activity will be paid for with LTP funds.  Additional LTC events will be considered if externally funded.  The cost break-out for NASA Quest LTP funds is as follows:

Civil Servant labor (not LTP $)
0.4 FTE

Civil Servant travel (not LTP $)
$2000

Contractor labor:


  LTC
$132,000

  ADTO
$57,000

  WON
$77,000

  STO
$122,000

  SSO
$77,000

Contractor travel
$15,000

Equipment (HW/SW)
$20,000

Total LTP costs:
$500,000

� The CEO Forum on Education and Technology, School and Technology Readiness Report, 1999





� Executive Office of the President, President’s Information Technology Advisory Committee, Interim Report to the President, August, 1998





