LTP VITS
Tuesday, September 17 2002
Minutes

A moment of silence is observed in memory of Pam Mountjoy, 1953—2002

Shelley Canright

Shelley Canright welcomes all participants.  This is a transitional period for LTP.  Many of the projects begin a new phase, and some will terminate.  We will soon announce the new Senior Advisor for education, and the appointment of the new AA for education is imminent.  Shelly sees three major areas of focus: 


Project Offices


Learners Projects


SBIR’s

Patrick Hogan

The focus of Learning Technologies is changing.  Rather than continuing with the web interface as the platform of choice, each center is encouraged to adapt their projects an “Immersive Learning” interface, which will incorporate a variety of sensory technologies such as video game quality graphics, 3D imaging, surround sound systems, haptics, and olfactory/taste, in a learning environment that is affordable (and operable) for anyone with a computer, especially underserved schools.  It is our intention to make the interface similar to those used in the video game industry, in the hope that this will capture the interest of our targeted 53 million students in the K-12 age groups.  This will mostly, but not exclusively, be an open source project.  Data objects and programs will be meta-tagged for specific educational content using Joined Digital Library as our reference.  

Each of our 10 projects will be encouraged to create compatible “add on” modules.  Moreover, we intend that the technology be designed so that it functions across a variety of platforms, from IMAX Dome theater systems to home video game equipment.  The basic platform for curriculum delivery will be a high resolution “virtual” Earth that students can explore from a variety of spatial and temporal vantage points.  We intend to consult initially with each project at length regarding their contribution and integration into a cohesive collaborative effort that will be presented as a single educational platform, the Experiential Platform (ExP) for Learning.  

Mark Leon

Center introductions.  In attendance were:

Headquarters: Shelley Canright, Nitin Nayak

ARC—Mark Leon, Patrick Hogan, Christina O’Guinn, Geoffrey Bruce, Linda Conrad, Jeff Simmons, Susan Lee, Tom Claussen, Alan Federman, Mike Defrenza, Eileen Hutchison

DFRC—Susan Miller, Maryanne McCarthy

GSFC—Bob Gabrys, Dr.  Horace Mitchell, Nora Farrell, Dan Laughlin, Blanche Meeson, Eric Siklauski, Peter Coppin

GRC—Carol Gallica, Kathy Zona, Ruth David

JSC—Dr.  Robert Shelton, Stephanie Smith, Dat Tuong

JPL—David Seidel, Michelle Viotti

KSC—Greg Buckingham, Brandt Secosh

LaRC—Jeff Seaton, Heidi Boyette 

SSC—Glen Vanderbeek

LT Projects

View project overheads at http://learn.arc.nasa.gov/destiny/projects

ARC—NASA Quest: Plans to research, conduct a market survey and test 3D streaming, QuickTime, telepresence, collaborative environments, Chroma Keying and innovative chat software on a small sample of participants.  

Plans to develop or purchase new chat/webcast interface for interactive live events.

Will conduct surveys to assess the effectiveness of each technology and determine improvements.  

GRC—Glenn Learning Technologies Project: Plans to create a virtual wind tunnel experience using 3D immersive technology, the web, and an existing small-scale wind tunnel.  Will use “hi-tech tools to give learners a “real world” experience with NASA Facilities, building in pre and post-event activities for an interactive event with partners such as Center of Science & Industry, the Great Lakes Science Center, FakeSpace, For3D, and Flotek Wind Tunnels.  The immersive environment is available for 15 to 20 students at 3 schools at a time, and potentially 700 simultaneous streams are available for real-time interface on the web.  The software is non-proprietary and available for free over the web.

GSFC—JOINed Digital Library: JDL enables educators and curriculum planners to easily access NASA resources through a single web interface, perhaps using ESML (Earth Science Markup Language).  JDL is a low-cost dynamic network, connecting distributed education collections.  This Phase will add operational capabilities, harden the system for operation, integrate JDL with NASA portal, and initiate integration of JDL into NASA's infrastructure.  In 2003, JDL plans to address security issues, upgrade Jini versions and create OAI server for data sharing capabilities.  In addition, they plan to translate 3 additional meta data collections, ESE Approved Education Products, Goddard’s Scientific Visualization Studio, and Earth Observatory.  

GSFC—The Digital Earth PC: A virtual 3-D representation of the Earth that serves as an access point for networked geo-referenced data archives, with particular emphasis on the data and curricula from the GLOBE program.  The data will be stored on demand, static or time varying, local or global, and can be customized to meet site-specific data needs.  The intention is to deliver an immersive environment that is available for download, because the web lacks sufficient bandwidth to provide it.  There is not currently an educational platform, but the potential exists to tailor the presentation to suit any lesson plan.

Goals for 2003: Port software to commodity PC platforms for wider access to NASA Data

· Phase 1: do software port using local data; enable web mapping access; implement level-of-detail; configure GLOBE prototype

· Phase 2: Prototype end-to-end systems in informal education settings such as museums and media centers; test systems with GLOBE (or other Earth science) curricula; investigate commodity immersive technologies

· Beyond Phase 2: prototype in classrooms as technology, data access, and curricula mature

JPL—Telescopes in Education: The TIE database will allow students to view the Universe in 3D.  The goals for 2003 are as follows:

· Develop a 3D view of the Solar System that includes Asteroids and Comets

· Use automated updates for the new discoveries

· Allows users to “fly” to the objects in the Solar System

JPL—Information Access Lab: The IAL will combine emerging multi-sensory technology with rule and computation based AI to provide new assistive educational tools and alternate pathways to hands-on science activities for vision impaired students and their teachers.  Two projects are the Graph Description Engine, a graphing calculator that synthesized interactive, text-based descriptions of graphs of functions based on an algebraic parser and AI simplification techniques, and Simulations and Sonification, Sonifications of physical systems that aren’t easily conveyed in a 2-D plot, that will be connected by acoustical displays to simulations making them accessible to sensory impaired students.

LaRC—Haptics Augmented Science Education: Commercial force feedback controllers that will allow middle school students to experience and learn NASA content in software, tutorials and help files through the sense of touch, accessing software and date at no cost, via the Internet.

LaRC—Earth Portal: An immersive visualization and collaboration system for Earth Science education, designed to run on inexpensive desktop computers over slow Internet connections.  Intended to promote interest in NASA Earth science using the latest Earth data, 3D Navigation with smooth zoom capability.

KSC—The Virtual Laboratory: This project will produce a web based 3D interactive portal for increasing the availability laboratory instrumentation for underrepresented schools.  

· Will provide users with functional models allowing students to input data resulting in accurate results.  

· Will collaborate with university partners technically and substantively.  

· Will develop assessment tool to measure project success.
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