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Kuleidnsi'ories

Sharing Stories Across the World in a
Constructionist Virtual Community for Learning

Marina Umaschi Bers

Introduction

Abstract: We live in a society where concepts of self, community ond
‘what is right and wrong’ are constantly changing. Consequently, there
is o need for learning environments that encourcge young people to
actively explore their identity as well s the personcl and sociol valves
they live by. Computationcl tools have the potential to foster learning
obout these issues. However, there has been little research in this aren.
This poper shows how online collaborative environments can serve as
tools fo focilitote young people’s thinking about moral and identity
issves. The poper describes two pilot experiences in which bilingual
middle and high school students and their teachers, in five different sites
around the world, used Keleidostories, a web-basad narrative tool to
support the formafion of o virtucl community to exchenge stories about
shared values and role models. The goal of this research project is to
explore how new technologies can assist young people to discover their
own selves as well as the underlying patierns of thought and behaviour
that connect the worldviews proposed by different cultures. The project
shows how tecchers were able o use the online community fo
complement and augment their foce to foce ocfivifies and interactions
by integroting Kaleidostories into different curricular content orecs.

In today’s world, concepts of what is right and wrong are constantly
changing. This mokes it porticularly challenging for young people to
conshuct a sense of self and to identily their most cherished personal
and moral values. However, there is mounfing pressure in schools and
society in general fo crecte learning environments thet encouroge youn
people fo actively explore thesa issues. The challenge is not only to
educate young people but clso to help them fo develop in ¢ positive
way. Develcpmenial psychology defines positive youth development by
referring to ‘six Cs’ that young people must hove: Competence
(intellectual obility, secial and behavioural skills), Connection [positive
bends with pecple and institutions], Charocter [infegrity and moral
cenirednass), Confidence [positive selfregard, o sense of selfefficacy),
Caring [human values empathy and o sense of social justice) and
Contribution [orientation fo confribute to civil society].’

This poper focuses on how new technologies, porticularly collaborative
online environments, can foster development of these ‘six Cs'_ In
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particular, the experience described in this poper shows how an online
colloborative environment, colled Kaleidostories, provided an
opportunity to form o crosscultural bilingual virtual community to learn
about different role models and their cherished values, as well as to
communicate ocross cultures 1o explore similorities ond differences.

Although volues education is nat always part of the curricular content of
schools, ond there is much debate about the need or benefit of having it
as a separgie discipline, schools do ploy an importont role in the
identity formation and morcl development of young pecple.? New
technologies purposefully designed to support this ongoing and offen
hidden curriculum con serve io infegrate idenfity exploration into
everydoy content areas. For example, os this poper will loter show,
Kaoleidosiories was successhully integroted into longuoge cris,
psychology, and technology closses. The technology provided the
opportunity to have o specific fime ond "space’ dedicated to explore
these most human aspects of the leaming experience that do not always
find o place in the school curriculum.

Kaleidostories is ¢ webbaosed narrotive tool to support the formation of
a virtual community fo exchange sfories about shared values and role
models. The system guides users in the creafion of a personal online
porirait with narrctives cbout the present and about the future, and
engages them in learning and talking about those who have influenced
them. Users can either select their role models from g librery or create
their own and add them to the already existing database. The system
asks them o write stories that involve the role model’s biographical
information as well as narratives of personal identification, such as ‘why
did | choose this person as my role model?’ and “what are the values
that | odmire him or her for2” The system invites users fo link role
models” siories with perticular values and to define those values in o
colloborative volues dictionary. This dictionary has cll the volues thot
the Kaleidostories community holds es o group, as well as the personal
definitions that each individua! crectes. A dynomic kaleidoscope in the
top of the screen grophicclly represents the virtual community and its
members. The kaleidoscope visuclly disploys community potterns of
shared role models ond volues. Each parficipant in the community is
represented by o geometricol figure, whose colour and shope change
according fo how many role medels and values are shared between the
logged user and the otner porticipants. Users can communicote with
eoch other in an asynchronous way. The fechnical specifications of the
Kaleidostories environment will be described later on in the paper.

Kaleidostories as Computers are powerful tools for selfexploration. Although they were

an identity criginclly conceived as instrumental machines, computers have another
construction poienticl. They can serve as a ‘second self’ or os o psychologicol
environment machine — not because they have o psyche but becouse they provoke
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us to think about cur own® However, most computer applications do not
engage users in sophisficated learning about the self. | coined the term
identify construction environments {ICE] to refer to technological tools
specifically designed to aofford opportunities for exploring identity and
engaging in reflection end discussion about personal and moral valves.
This term come info existence ofter o sixyear research frajectory that
involved several design experiments and profolype testing with varied
communities of young pecple, in ofterschool seffing, community-based
arganisations and hospitals. All of the design experiments and
prototypes involved the use of norratives and the design of
computational cbjects as ¢ way of exploring aspects of the self. The
SAGE (Storytelling Agent Generation Environment] computational tool
enabled children fo creote and program an inferactive storyteller i
share stories about their problems and receive feedback through o
comforting traditiona! tole * The Con-science project involved the use of
robotics fo explore humanistic concepts. It integrated leaming about
values and idenfity with learning about robotics and technology.
Children were using LEGO robeotics iools to design and program
interactive artifacts representing an aspect of their culture.* The Zoro
multiuser three-dimensional virtus! environment provided authoring iools
for children to create and inhabit o virtual city fo explore self and
community.®

Designing and testing ecch of these environments resulted in o vost
array of lessons chout the guiding principles for the design of identity
consiruction environments. We have learned that successhul identity
construciion environments:

* provide a safe space to design and progrem personally meaningful
projects that highlight new concepts and waoys of thinking about
identity;

s  sypport users to engoge in salfreflection and introspection;

* provide tools for users fo crecte o complex representation of self
and others, highlighting change over fime;

* provide fexibility to express and explore powerful ideas obout
identity in different woys [eg wrifing a story, drawing o picture,
progromming on interactive character, conversing with others, eic);

* provide opportunities to engoge in narmative expression, parficulorly
in telling stories cbout the salf;

* engage and motivate users for long periods of time in a notural and
selfinifiated way;

* moke use of networked technelogies to create a communily to put to
test ways of thinking and behaving;

* support the passage from knowledge fo oction — nomely, provide

opportunities for learners to express their idenfity, as well as o

explore it through behaviours; and

ore designed following o participatory method in which users, both
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professionals and children, become pariners in the different siages
of the design process.

In this paper, | will first describe Kaleidostories, an example of o web-
bosed identity construction environment. Then | will present preliminary
date of two pilot studies in which middle and high school students and
their teachers, in five different sites around the world, used
Kaleidostories to form a bilingual virtue! community to exchange steries
about personal velues and role models. Based on this dato, | will focus
on fwo case studies. The first is about @ 17-year-old boy, who | will call
Juen” This case wos selected s one that was representative of g
successful learning experience with Kaleidostories. In this case study,
Kaleidostories wos successfully integrated by o teacher into the
langucge arts and the ESL [English as o Foreign Languoge] curriculum,
ond it encbled o teencger o change his self-concept os a leamer, as
well os to explore differences and similarities with other cultures. The
second case study focuses on the notso-successful experience of on 11-
yearold gir, participating in the context of the Jewish Sunday school.
This cose wos chosen because it shows how the inifial investment and
commitment of @ girl fo parficipate in the experience wos diluted by not
hoving a supporting focetofoce community or teacher. This case study
talks about the need fo infegrate Keleidostories, or any online
educafional technology, into the curriculum.

Kaleidostories is designed with the assumpfion that identify is not o
monolithic notion, but a cynamic and complex concept. Eoch individual
is compesed of o plurality of coexistent and disparate aspects,
represented in Kaleidostories by different role models. This mulfiplicity
aequired by identifying with others may not necessarily be harmonic.*
The challenge is to explore these confliciing values and voices and
understond them as part of our complex sense of self. Kaleidostories
tackles this challenge by providing a design framework for young
people fo create, and visuclise, this plurality of voices and values as
they relate to their models of identification.

Psychoanalytic theory has talked about these issues in terms of
introjection and object relotions. We internalise or ‘toke in’ important
people and things in our lives in order to form inner objects. Thera is a
nation of an ego capable of integrating and unifying an individuol’s
experience ond acfion in an cdopfive manner.” Postmodern theories of
identity talk about selffragmentation and multiplicity of selves. Research
on virtuel environments hos followed this line of thought and swudied
how the internet supports people fo pley with different notions of self
and becomes o ‘social laboratery for experimenting with the
consiructions and reconstructions of self that charocterise postmodern
life’.”* However, fragmentcfion and cohesion, multiplicity and o sense of
core uniqueness, ore cll needed tc develop o healthy self. James Glass
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crificises these posimodern theories of identify by showing how they
ignore the terrible poin ossocioted with multiple personclity disorder
and schizophrenia, the exireme forms of shofiered selves.” From his
perspective, frogmentation is o function of identity as long es it enables
multiple co-exisfing elements to be organised in g persistent cohesive
system with stable boundaries betwsen itzelf ond others. Kcleidostories
makes concrete these absiract ideas obout self, by providing tools for
users to make their online portraits composed of many different role
models ond values, as well os 1o visualise emerging community
paiterns. This is parficularty useful for teenogers who cre siruggling to
form their own coherent nofions of self, by putting together different
f‘rugn'-ents_

While the primary design goal of ICE is fo support exploration of
identity and posifive youth development, these fools also foster the
development of fluency in the areos of technology ond narrative. The
concept of fluency was first used by Papert o refer to the ability lo use
and apply o parficulor knowledge [in his cose, knowledge of
tachneclogy) in o fluent way, efforilessly and smoothly, os one does with
language.™ Developing fluency involves mastering a subject area and
the cognitive processes or habits of mind that empower pecple to think
ond behave in new ways. As with learning ¢ second languoge, fluency
tckes fime o achieve and requires hard work and mofivation.

Identity construction environments such as Kaleidostories afford
opportunities for lecrners lo develop technological fluency by providing
tools to become designers of their own computational projects. For
example, while using Koleidostories, young people designed their own
online portraits, used digital cameros and manipulated digital piciures.
During the process of using technology in o crecfive way, people are
likely to develoo new ways of thinking; therefore the computer's role
goes for beyond being on instrumental machine. For example, the
internet and the nature of Kaleidostories provided o powerful metaphor
to think about identity cs & network composed of diverse and
contradictory elements or volues. As menfioned eariier, this way of
thinking chout identity as o complex construction resonates with current
psychologicol theories.

On the one hand, Kaleicostories helps young people develop
technclogical fluency, while on the cther hand, it supports the
development of narrative fluency. This means becoming fomilicr with the
narrative genre, ond in particular, with the relafionship between
storytelling and identity formation. Narrotives are composed of
memories, experiences, knowledge and reflections. They give life to
post experiences by making events memorable to others end to us.
According to Bruner by felling ond listening to siories we mcke sense of
the world."* Therefore, by developing narrative fluency, people nof only
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learn how to use the narrative genre, but also leam how to find and
express their own stories. The act of storytelling is more than o way of
using languoge o narrate an event. It is o process through which we

mould our lives, incorporating our knowledge of the world and our
personal values and beliefs.

Roger Schank comments with respect o the importance of storytelling o
identity formation:

When pecple csk 1senagers questions in their first job interview
or in a college interview, they often give monosyllabic answers,
inferspersed with frequent 'l don't knows'. One recson for this is
that teenagers, unlike aduls. haven't got iheir stories down.
They don't know what their stories are, both because they
haven't thought cbout these things before and because their
answers keep changing over time. The process of going from
not knowing what one's steries are o knowing them and telling
them, is what constifutes the process of selfdefinition. '

One of the goals of identity consiruction environments is to help young
people know what their stories are by providing opportunities o
develop narrative fluency. This means becoming familiar with the
narrative genre, but also leaming how o find and express their own
sfornes.

in the next section, | present the theorefical foundations upon which the
work presented in this paper lies, the construcionist theory of learning
developed by Seymour Popert, and the role of narrative theory in
identity formation and moral development. These schools of thought
hove informed the resecrch presented in this paper in two major, and
very different, ways. First, by proposing o pedagogical mode! of how
fo design and use computafional environments with the goal of
supporting learning. Second, by providing @ fromework 1o understand
narrglive os o key element for the construction of o sense of self and
therefore as o key element that needs fo be present when designing
computational environments for learning about the self, ie identity
consiruction environments.

Theoretical In terms of pad , the design and study of Kaleidostories is st
foundations influsnced by ﬂ:’f ﬁi‘rm:ﬁcnisgt theory T:;?aaming developed by i
Constructionism: Seymour Papert  The naper by Eisenberg in this volume explores this
the role of new theory in depth and reexamines it in the light of the newly developed
technologies for technologiss. Consiructionism assarts that people learn better when they
learning ars engeged in building personally meaningful artifacts and sharing
them with others in a community. It implies o handson, project-based
methodalogy, and its roots con be found in Piaget's constructivism.

o Pioget argued that the child is not a fobula rasa who blindly sucks in
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«nowledge, but is on active builder of intellectual structures. While
Fioge! wos concerned with developing en epistemological thecry,
explaining how knowledge is consirucied, Seymour Popart cdvanced it
as an oclive theory of learning. Papert’s constructionism carries an
interventionist perspective; it not only aims o understanding how
knowledge is construcied, but also fries to moke use of such insights in
developing learning activifies and environments. For this purpose, it
views the computer os o powerful too! to support new ways of thinking
and learning.

There is a longsstanding constructionist fradifion in the design of
educotional technolegies and aporoaches o support teaching and
feaming cbout mathematics and science. For example, researchers in
science education have been largely exploring the idea of learning
through design;'* however, academics end pradiitioners in the crea of
human development {psychology, civics education, moral and values
education, humanities, etc) have rorely explored this concept. The
humanities have preferred to engage learners in infrospection, reflection
anc discussion about issues of identity. The goal of the research
presented in this paper is fo toke the best of both worlds and offer
opportunifies for learners fo introspect, reflect and discuss, os well as
supply the tools fo become designers and makers of their own projects.
For example, in the case of Kaleidostories, learners were making online
poriraits of themselves and their role medels, as well as communicating

with others in g virtugl community.

Within consiructionism, some research has looked ot how immersive
computer lecrning environments can support discussion of personal and
cultural values. In these experiences, technology drew people into o
higher level of mutyal respect and collaberation, and gove them an
increasing sense of autonomy, interpersonal awareness and self.
confidence.”™ While this research made use of generalpurpose
programming environments such as logo and the IEGO Mindsiorms
robofic kit to learn about identity and veolues, my research on identity
consiruction environments focuses on the use of technology specifically
designed with these gocls in mind.’* For example, in Kaleidostories,
learners crete o virtual community populated by personal role models.
By describing these herces with narrafives and values, learners
purposefully engoge in reflection obout identity end moral issues.

One of the tenets of constructionism is the need for a community of
learners fo shore projects and to explore ideas. Some research has
focused on focetoface learning communities, ™ while ofher research has
explored different forms of online learning communities in which
learners are put in the role of content pmducm,undndmereiy&mrnf
consumers of information, and of the same time, foke on differant roles
involved in the teaching and learming process ®




olume 9 Number 2

ctures. While
gical theory,
opert advanced it
sm carries an
anding how

sf such insights in
this purpose, it

¢ ways of thinking

2 design of
tauching and

o, researchers in
lea of learning

ers in the arec of
roral and values
concept. The
aspection, reflection
ne research

wids and offer
scuss, as well as
their own projects.
were making online
| os communicating

t how immersive
ion of personal and
w people info a

4 gove them an

ess and self-
ralpurpose

GO Mindsiorms
warch on identity
nology specifically
1 Kaleidostories,
wsonal role models.
sz, lecmers

moral issues.

3 community of

1e research has

e other research has
fies in which

d not merely that of
:@ on different roles

Kaleidostories &1

Computational tools designed with & canstructionist opproach support
users as designers of their own projects by making both persanal and
epistemological connections.” While these tocls hove the potential fo
enhance learning, Papert siresses that it is important not to fall into the
technocentric fallocy, the assumpfion that technology by itself can
produce changes.™ In a constructionist environment, tools are only one
element of the social and cultural context in which leaming hoppens.
However, as this poper will loter show with the cose of Kaleidostories,
when tools are designed with a specific purpose, they con piay o
central role in fosiering a leaming experience.

The technocentric fallacy hos largely permeated educational technology.
For example, research hos found that, despite the nafionwide lorge
investment in new equipment and wiring of public schools, most of the
computers ‘end up being soupedup typewriters’ used in unimaginative
ways.™ Teachers are not well prepared to know how to effectively
infegrate technelogy into the curriculum o to rethink the curriculum in
the light of new technologies. These problems are in part due fo the
technocentric approach that puts too much emphasis on the tech

and very litle on the conditions in which the technology will be used.
Making it possible for educators end children to use computers
expressively and in crecfive ways involves not just the deployment or
development of new toals, but also o framework to provide social
support for leaming. Lover, this poper will show the framework
provided by the teachers participeting in the Kaleidastories experience.

Narratives: their The use of norratives in identity construction envirenments such as
role in identity Kclsicostories s inspired by the uses of storytelling in both educational
formation and and psychotherapeutic experiences * Norrative has become o tool that
moral is high'y ufilised to teach and learn about values and to understand
development morcl development ™ It has o long and universel tredition in programs

cimed of moral and choracter development education. Stories such as
fairy tales or myths, and biographies of historical end religious figures,
are used fo infroduce universal human values and role models 1o
children. As Johnson poinis out, ‘only within o norrctive context cen we
fully understand mora! personclity (the self] and its acticns.”

in fradifional experiences, the autherity [the teacher, the curricul, the
communily, the insfitufion] presents siories such as fairy tales or myths to
the children thot infroduce universal human values ™ For example,
historical or religious figures are used cs role models. However, many
of those role models are for removed from children’s everyday
experiences and become smply vessels, with no invested mecning on
the part of the child, end rarely accomplish the envisioned identification
process. To gvoid this rop, in Keleidostories children are invited to
crecte their own role models and to narrate how and why they chose
hem.
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However, children might have different role models thet do not clways
help shape o coherent sense of self. For example, volves taught by
different role models might be contradictory. Narrative, or the ability to
tell o coherent story out of fragments, plays & maijor role in integrafing
the plurality of coexistent role models or ‘disparate selves™ acquired
from others = Kaleidostories provides an interface that encbles learnars
o visuglise the mulfiplicity of role models and volues as a colourful
kaleidoscope with mary stories io read.

Narrofive serves ¢ doubleedged descriptive and constructive function
with respect to identity formation. The descriptive function supports the
finding of coherence between the diverse internalised role models and
stories of our experience, thus allowing us to hove a coherent life story
'a present 1o others and to ourselves.’’ The descriptive function is
embodied in selidescription genres such os conversationol personal
stories™ and auiobiogrophies” and allows the orgaonisation of the facts
cffer they occurred. Kaleidostories serves the descriptive function of
narative with respect to identity formation by providing & framework
for children to write personal stories cbout their post, present and
envisioned future and to write the biogrophies of fhase who have
influenced them. The constructive function of narrative enables them,
through external dramatisations, 1o ploy out our chorus of voices and
diverse roles in the world. This function of narrafive with respect to
identity formation is played out in Kaleidostories by ollowing community
members fo engoge in asynchronous communicaiion and discussion,
However, this funcfion is not yet fully explered since children are net
provided with purposefully designed fools to engage in roleplaying and
perspective faking.

Narrafives opercte ot three different vital levels: cognitive, emotional
and social. Kaleidostories offers o design framework fo support children
fo engoge with these three different aspects of narrative. At the
cognifive leve!, norratives are fundemental constirvents of human
memary thot provide a disfinctive way of ordering and understanding
experience.™ Research has shown that new experiences are interpreted
in ferms of old stories and generalised story scripts.* Koleidostories
provides a space for users to tell their stories and to organise their
experiences in terms of past, present and future. Second, of the social
level, the tales that one knows ard can tell define the social group or
culture ta which one belongs. Myths, legends, and tradifional fales
provide o sense of confinuity between generafions as well as models for
human behavicur.* By immersing children in a virtual community io
share role models and volues, Kcleidostories fosters social interactions
through narratives and provides o space for children 1o explore the
different social groups or cultures to which they belong. Last, norratives
piay en imporiant emofional function. As Anna Freud® and cthers have
shown, through the verbalplay experience of storytelling, people can
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63
find not only recreation but also selfcure. Koleidostories was not
explicitty designed 1o use i @ psychotherapeutic sefting. However its
flarrative approach serves some of the same emotional functions os
those of narrative therapy.* In sum, from cognifive, socicl and
emotional standpoints it is important for young people, and odults, te
have o place to tell their stories. Identity construction environments such
as Kaoleidostories provide one such ploce.

identity construction environment that
focuses on the use of narrative fo explore identity, role models and
volues in the context of an online community. The system guides users in
the creation of o personcl online portrait with norratives cbout the
present, “who am 12’ ond cbout the future, “who or what do | want fo
become?’ (see figure 1). Here is an excerpt frem o personal narrative
cbout the present written by o 16+yearold girl:

I'm from Honduros and | hove six brothers and one sister. Byt
not all of them are here in the United Stotes. The only two that
are here ore my mother and my little brother Jefferson. Plus |
have another family end they live here in the United States.
When | say that there's another family | mean that my mother's
friend took me in when my mother wasn't here and | lived with
them for almost | think 8 years. But they aren't really my tamily

but | would like to coll them my family because | live with them
for such g long time.

Koleidostories also guides them in learning end talking about
those who have influanced them. This may include anyone:

family members, role modale, anfirole models o even fictional
characiers.

Children can either select their role models from o fibrory or create their
own and add them to the already exisiing dotobase. The system asks
them fo write stories that involve role modals’ biocgrophical information
as well as narratives of personal identification, such as ‘why did |
choose this person as my role model?” and “what are the values that |
edmire him or her for2’ For example, a 14-yearcld American girl chose
Hillary Clinton as a role model and supported her choice with the
following nerrafive piece:

Just recently there has been a lot of lalk obout the scandal of
Hillary Clinton’s husband Bill Clinton. I shamed the notion to
hear thot the American President was caught having an offair
behind the first lodies [sic] bock. A lot of people did not know
what to think. But the one person who counted the most sinod

up for him and backed him through it all. Thot one person wos
Hillary.
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In addifion, the kaleidoscope also acks s o navigational device. At any
Point in their sessicn, users can explore ofher children’s pages by
clicking on the shapes in the kaleidoscope. Once they fravel fo the
ofher user’s page, they can discover what similarities ond differences
exist between them and communicate with them by leaving bulletin
board-ike messoges.

Kaleidostories runs on ¢ Windows NT Java-besed webnserver and is
implemented in Jova. Dota enterad by the children is stored in and
recovered from o dotabase using Java serviets. All the web pages in
Koleidostories are dynamically craated by Jave during runtime so that
whot the user sees on screen is as close fo the most corrent data os
possible.

The Kaleidosiories identity construction environment was designed ‘o
engage children in o variety of both online and ofline learning
experiences:

* Introspection: children use mulimedia to create online portraits of
themselves including stories, pictures, links fo cther weabsites, etc. These
portraits include narratives about who they are now {the real self} and
who/how they'd like to be [the ideal self]. Here is on example written
by ¢ 13vyearcld girl:

In thirty years | would still like to be known os @ nice and
loving person. And clsc in the future | would like to trave!
eround the world and help the poor peaple with their problems
such as sickness and 1o discover all the nice ploces that |
haven't been to.

* [Identification ond differentiation: the Americon psychologist Erik
Erickson describes the process of identily formation as characterised by
a fension between differenfiction and identification: the need to find
boundaries between self and cthers, and the need for integration into g
maijar whole consisting of family, culture and society.™ Kaleidostories
involves children in this dual process by engaoging them in the creafion
of portraits of their role madels. In arder to do this, they must reach out
to their fomilies and communities to find role models and search for
relevant information. They tell stories about them, photogroph their
favourite objects and make links fo relevant websites. Kaleidastories'
design leads children fo write stories that reflect the characteristics
[values] that they most admire in their role medels.

*  Volves exploration: the sysiem has a seed library of absiract universel
values [such as friendship, justice, responsibility, eic). Children can odd
ﬂﬁrmmkﬁmﬂwiihcmym“dmﬁnkﬂmuﬁh their own personal
definificns that ground those absiract concepts to concrete situations,
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Participants:
sharing stories
across the world

* Community building: children can explere each cther's role models
and compare values and definitions while using the kaleidoscope fo
visuclise community patterns.

* Communication: children can contact each cther and engege in
asynchronous communicotion about both the process ond the products
within fhe Kaleidostories experience.

Kaleidostories wos designed for ‘the lowest common denominctor” 1o
aliow children from schools with diverse degrees of connectivity speeds
and technological copabilifies fo access it. This design decision puts
forward the idec of content, os opposed to the ‘bells and whistles’
opproach usually fectured in children's websites. < It emphasises
children's stories, instead of animaticns or cool grophics.

In the next secfions, the paper will first describe the kind of experiences
hod by children using Koleidostories by presenting two pilot studies that
hove been conducted in bilinguc! sites {English/Spanish) in different
poris of the world and by showing how the virtual community worked.
Later, it will present the research methadalogy for this work as well s
the daiocollection process. The core of the poper is the presentation of
two case studies. Finelly the paper will gnalyse results by describing
what worked well, ond what didn't, and will conclude with c final
section on fulure directions this research might toke.

| conducted iwo different four-month online pilot studies with
Kaleidosiories. First, | did o study with three bilingual sites
{Spanish/English] in different poris of the world: a bilingual class in o
Cambridge public high school, USA, an elementary schoal closs in
Torrevieja, Spein, and a youth group from a Jewish Sund[:r)r schoal in
Buenaos Aires, Argenting. The fotal number of parficipants was 49: 45
children between 10- and 17-yearsold, three tecchers {one per site)
and myself os a researcher. Second, | conducied a pilot study with only
Spanish speaking sites: the some elementary school class in Spain, two
schools in Colombia and @ high school closs in Argentina. In this
second study the number of participants was 83: 77 children between
10-and 17yearsold, four teachers [one per site}, myselfas o
researcher and a project assisiant.

During beth studies, although cil the sites were parficipafing in the some
Kaleidostories experience, every local feocher decided to integrote the
tool inte his or her curriculum in o different way and with different
goals. For example Marion, the Cambridge teacher, infegroied
Kcleidostories into her ‘Spanish literature and issues of adolascence’
elective closs. She focused the semester on asking students 1o write
stories obout role models in Sponish, a languoge thot most of her
students spoke well but were not comfortable writing. Afer the first
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couple of sessions using Kaleidostories, Marion decided to develop her
curriculum around the Keleidostories experience. For example, she
would ask students 1o browse the online Kaleidostories librery and
choocse o role model thot hod played an imporiant role in the life of o
cerfain culture or community. She then would ask students fo research
the relevant biographical data and to write fheir own opinions about
her or him. Somefimes she would chose fo focus on @ fomily member
who children looked up to. She would ask them fo interview the person
or any ofher relafives and then fransform the diclogue info o story.
Marion's curriculum, in terms of writing about role models,

focused on the difference between biographies and personal stories or
viewpoints, because she noficed that her students” antries in
Keleidostories were showing signs of confusion between those two
types of narratives. In terms of technological fuency, Marion was o
novice compuer user, but she wes eager fo learn, Her goal was fo help
students develop narrative fiuency in Spanish, as well as engage them
in exploration of different cultures. Some of her students were recent
immigrants from Lotin American countries, struggling fo adjust to
American society, while others were first generation American,
confronting the fension between their porents’ worldview and values,
and those of their peers.

The teocher in Spain, Ernests, was o technology instructor. His students
learned very fost how o use Kaleidastories anc the different associated
tools, such os Photeshop, end produced the lorgest amount of online
material end email exchanges. Ernesto decided to focus his cless on
Keleidostories’ values dictionary ond did in-depth work with his sudents
wrifing sfories fo express their most cherished values. Although this
wasn't part of his syllabus, he feit that Kaleidestories enabled him fo
help his sudents develop technological Auency, while also engaging
them in thinking and discussing issues thot he knew were important for
predeens but that did not have many opporfunities to surfoce in the
context of his class — or the school experience.

Emilia, the Argentinian high schoo! teacher who participated in the
second study, faught psychology and sociology, two elective courses.
She used Kaleidostories as o way to help her students ground their
theorefical recdings in @ concrete personcl experience. For exomole, as
a final assignment, she asked them fo write o paper reporting how the
online community evolved over fime and what kinds of narratives of
personal and social idenfity emerged, By parficipating in Kcleidestories
h-arsmdmmmkﬂ'mmleofmmrcheﬁ, end analysed how the
experience evolved. like Marion, Emilia was also o novice computer
user, eager to learn and not afraid fo ask her students for help. Emilic
was very outspoken about the need fo let her mos technologically Auent
students fake the lead and help each other out, even o conduct mini-

: workshops during her classtime, so she could cancentrate on
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developing a curriculum fhet would infegrote Kaleidostories into her
confent areas.

Regardless of the particuiar choices mode by teachers regarding ways
of using Kaleidestories and infegreting it into their content aracs,
preliminary data anclysis shows @ streng correlafion between the
involvement of tecchers in the experience and the involvement of
students. The teacher’s involvement was judged by two main
components. One was their plonning and integrafion of Kaleidastorias
in their curriculum, observed by emails they sent to o dedicated
Kaleidostories emailing list. The other component was the number and
quality of the enries the teachers created on their own sites.

The more involved the teacher was in paorficipating in email exchanges
and in crecting his or her web poge with personal poriraits and role
models, the more involved his or her siudents were in perficipating in
the Keleidostories community. The exceptions were the exiramely
mefivaled or unmativated students for whom the involvement of the
teacher did not really meke much difference. For exaomple, the feachers
from Colombia only hod o very limifed participation in Koleidostories,
and they crecied websites hot did not -eflect in depth who they were or
what their values or role models were. They were very outspoken about
the foct that their students needed o complete certain amounts of work
in Keleidostories per day. By analysing the crections done by these
siudents, it is clear that they were merely complefing an assignment and
net opening their hearts or minds fo the task.

in both studies children odded their own persancl role models o the
library. and very rarely used aiready existing ones. For example, sports
players, popular singers and movie stars, as well as family members,
friends and welknown figures, such as Mother Teresa of Calcutio, wers
chosen os role models. Children olso odded their own velues and
definificns fo the collaborative volues dictionary. Friandship and love, in
both studies, emerged as the most popular values with the mos?
definifions. Some definiticns were simple, such os ‘Friendship is easy:
two pecple meef and they become friends” and others were more
complex: “To study con have very different meanings for different
peopie. For example, studying well may mean that you know the clues
to memorize something cr it may mean that you con find connections or
that you just sit and have many doubts or that you ask many
questions’.*' In the follow-up online interviews, most of the parficipants
said that they enjoyed best the experience of communicating with others
with similor idecs but from different countries, thus exploring differences
end similarities between their role models and values.

The community at Kaleidostories enabled the formation of ¢ virha! community composed
work of young pecple and teachers from many different countries and two
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different languoges, Sponish and English. In order 1o foster @ sensa of
community, Kaleidostories provided mechonisms for engaging in

ronous communication, for visualising community patterns by
looking at the shapes and colours of the kaleidoscope interfoce, and for
exploring similarifies and differences emong members through the
collaborative valpes dictionary.

Beth students and teachers engoged in asynchronous communication
extensively. Most of the exchanges occurred between students from
different countries and foliowed o similar patiern. During the first
exchanges, students commented about what they read on sach other's
online. portroits leg I see that you like horses | olso love horses. . My
dad has o couple of horses in the form ard we go there on vacofions'a),
Loter on, ofer receiving o response, they ventured into new ferrifories [eg
‘I know nothing abut Colombig. | just heard there are lofs of roubles
there and that it is o very dengerous place. Is that true?™S). With the
exceplion of a handful of students, no long lesting relafionships wers
formed. Students fended to interact more with ofther students wha had
posted their pictures, and very few students tried io intarges with
t=achers. More then 50 per cent of the studenis parficipcting in the
eXperience sent messoges fo me. Most of tharm were curious chout haw
we crecled fhe technology and if were we planning on commercialising
it. Somewumadmkmwiﬂhﬂdseen their web poges and what my
oughts were gbout them. At the Beginning | played o very active role
in responding to each message, but later on | decided fo fade info the
bockground. This decision was partly mode becouse | did not want io
bec

~ relationships formed, and partly because | did not have fime 1o respond
to all the similar messages sent o me. Teachers communicated with each

Ore of the key design fectures of Kaleidostories is the
iwm&mmmbvmnﬁseémredmmmm.hhpew?ﬁ
Mdi&mmﬂ#becw@snhmtﬁw%in%gﬂtﬁmww




70 CONVERGENCE 2003 Volume 9 Number 2

Mnssignﬂmfhmdantsbuﬂenbmﬂfmwhﬁm
communily wos formed. Most of the sudents participating in the
sxpaimhudcnmemgeafonh-meshumdmienmddqndhm
shared valyes. Mﬂh&ﬂﬂiﬂmwmmiﬂrmﬂﬂd
fhis created o problem inﬁmffiwshrderﬁrcﬁikﬁmbm&ﬁnd
connections. One of the reasons for this was that children did not browse
ﬂzefibror}ra‘m#ermdeés,ﬂwyﬁendedm cregie their own role models
{best friends, relatives, heroes in their own countrias, local athletes} and
therefore only children from the same school and country knew them. In
schools in which the teacher tock an ocive role in orchesirating g
curriculum fo integrote the technology, such as the schoo's in the USA and
Spain, children tended to pay mare crention to the koleidoscope interfoce.
However, inaﬁmm,nxhusrheu_cﬁim in the Sunday school in
Asgenting, children only leamned obout the meaning of the different colours
mrddmpﬂnfﬂwhleidmcnpemﬁ}eendcfme&xpeﬁence,whmﬂskﬂd
fo raspond 1o ¢ final questionngire.

Method in this article | choose o focus on twe case studies: one in which
Kaoleidostories wos successfully used ond the other in which
Kaleidostories did not work as well. The first study is about g teencge
boy using Kaleidostories of the Cambiidge high school in the USA. The
case was nat chosen randomly:. It was selected as o represeniotive
exemple of how the experience of parficipating in Kaleidostories
engeged a young boy in both idenfity exploration as well as the

; nt of norrative and technolegical fluency. Since we were able

her Jewish Sunday school. For this study | collected only online data.
This case was chosen becouse it shows how the initicl invesiment and
commitment of a gid to participate in the experience waos diluted by not
having a supporting focetoface community or teacher. Therefore, this
case study talks about the need 1o integrate Kaleidostories, or any
cnline educational fechnology, into the curriculum.

Data collection In order 1o svaluate the experience, | used & mixed qualitative and
quantitctive methodology. The Kaleidostories central server saved g log
of every inferaction cnd creation done in the system by each parficular
user ond cophured the date and fime of the occurrence, so that chonges
aver fime could be detected. That data 's very messy and is in the
process of being analysed and coded. This poper does nof report
Quanfifative results. It presents two cass studies thot are representatives
of the two kinds of learning experiences that students hod while
parficipoting in Kaleidostories.

Teachers were asked to send us basic demographic information of their
parficipating students, such s gender and age; feachers were glso
requested to parficipate in o monthly anline exchange fo discuss how




Kaleidostories 71
the experience was going and fo provide feedback to each other as
well as 1o the researchers. This feedback was used fo further develop
new design features into Kaleidosterias as well as te beter undersiand

the experience and their cwn learning. They were clso requested fo
give their input regarding design decisions o improve Kaleidosiories,
Questions sent out to studenis were the following:

!_1. How would you dascribe 1o o friend whot is Kaleldosorias? |
| 2. How did you choase which rohe models to cregic?

3. H you hod rgcgnre advice to some Friends whe are not sjre about wha
fheiréu‘-a- models ore, whet would you fell fham io help them choose |
| 4. Did you lecrn something new about yourself using Koleidostories? Whet2 |

| 3. Did you 'eam something new obout ofhers using Koleidostorias? Whate |
Frem whome

6. Did you learn something new about volves using Kao'sidastorias? What2 |
7. What do you fhink values cre® |
8. Whet did you like most about Keleidosiorias?
| 9. Whor did y6 Bk e ciout Keeicosorsea?
| 10. Whet suggestions could you give me o maoke Koleidostories more fun? |

| 11.1s there something alse you would like 1o say® |
o

The teccher and students from the Cambridge public high school in the
USA were clso interviewed face o face and were observed and
videctoped participating in the Kaleidestories experience. This was an
imperiant component of the data collection to see how Kaleidostories
wes infegrated into the focedoface curricular activities that the teacher
was doing. Since this wes the enly local school, we only collected foce-
toface deto in this site.

Case Studies Juan is o 17yearold recens immigrant o the USA from o poor village
Juan and Che in El Salvador. At e time of the study he did not speak English yef and
Guevara: g hod severe preblems wrifing in Spanish. Juon didn’t need to write in his
Personal learning previous life, and it wasn't clear for how long he had attended school.
journey Shortly ofter immigrating fo the USA, he jcined the school in
Cambridge and he worked afier school hours in @ store. Juen had
many discipline problems and was suspended o couple of fimes for
bringing ‘dongerous weapons’ 1o schol and for engeging in gang
fights. However, Juan was very softspoken and had e kind manner.
Tecchers comploined that ke did not invest encugh effors in their
clossas, that he never completed his homework and that he locked ihe
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discipline and interest in investing fime for learning. Marion, his
bilingual teacher, thought that some of Juan's learning problems were
due to undiagnosed dyslexia. However, no tesfing was conducted of the
time of this study to corraborate this intuifion.

Juan hed @ very good relofionship with Marion. When she introduced
the Kalsidostories project to her class, Juan become very interestad.
However, he started to work on the project ater than his classmates
because he had been suspended from schoo! for gang fighting. With
lot of effort and many spelling misiokes in Spanish, luon become very

involved in Kaleidostories. The First challenge for him was to be oble to
1 fype the URL and his login and password without spelling mistakes. In

on email exchange with o child Fom Celombia, he conceded that far
the first fime in his life he reclised the need o ‘write well' 5o the
cemputer could understand him and ‘do what he wants it o do’ [ie take
him 1o the Koleidostories site]. Fortunctely, ot this early point of his frst
encounter with the internet, Jucn didn't know yet about inkernet
bockmarks, so he had fo focus on his fyping tosk.

Kaleidostories presented him the challenge of learmning to use computers
and, at the some time, cliowed him o open up cbout aspects of his
inner life that he wouldn't shore during regular school activifies. It gove
him an opportunity to share with others what his life wos like before
coming to the USA. He sterted by crecting his online portrait with o
very short autobiogrophy and o very big piciure:

I om Juen. | am 17 years old and | like to go dancing with my
friends. | come from El Sahador

It tock Juan cpproximately 30 minutes [rore than &0 per cent of the
class fime devoted to Kaleidostories] to write those two senfences. After
receiving emails from two girls in Sgain asking more about him, he
added the following to his onfine portrait:

| have many friends.<

in the following sessions, he crecied three role models: his older
brother, his aunt, and Che Guevarg. For each role model he wrote why
he chose them, and induded stories about their lives and their favourite
objects and pictures. For example, he wrcte that he chose his older
brother because he is very well respected in his gong ond he is very
strong and everyone listens to him. He chose his aunt because she is
very nice end olways has fime for him. He chose Che Guevora becouse
*he wos ¢ revelutionary lecder. He fought hard 1o give freedom to the
pecple and to give food and he also fought against the rich ;

who exploited the poor workers. My dod really admires Che Guevara

and me tog, =
__

\_
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Juen's family emigrated from El Salvador for political reasons. However,
Juan didn't go s for as 1o publish this in his online porirait or in his
email exchanges. He only shared this information in one of the foceto-
foce octivities related 1o Koleidostories organised by his teacher.

As time went by, Juan staried wrifing more complex stories and he
eventually become an expert user of the computer. He would come 1o
school ahterhours 1o use the computer in the fibrory, and he would help
his clossmates with technical difficulfies in exchange for their correcting
his spelling. Juan's development of narrative and technological fluency
helped him become o more confident lecrner and to gaoin a higher
sense of self-esteam. The Kaleidosiorias experience fostered ¢ social
coniext that helped a teen start 1o change his sense of identity from an
outsider to o wellliked and respecied member of the community, from o
‘trouble kid' 1o an eoger lecrmer,

Kaleidosicries net only engaged youth in the development of
technalogical and narrative fluency in an integrated way, bui if also
provided o fromework that encouragec reading and writing as
fundamental tools for communicating with others. Therefore, as sioted
by Marion and as shown through her students’ productions, in
particular Juan's cose, o side effect the: we were not anficipating in this
research was that it helped bilinguc! leamers o find o meaningful
activily through which to express themselves in wrifing fo an engaged
authentic cudience of peers.

‘My anti-role Mslanie is an | l-yearold participating in the Kaleidostories experience
are the through the Sunday schoo! she atfends in her synogogue in Buenos
Nazis’ Aires, Argenting. In contras: to e involvement shown by Marion, the

Combridge teacher in the USA. Melanie's teacher, laure, presented
Kaleidostories to her students and then told them to use it on their own
from their homes or from the schoo! librory. She did net incorporate it
info her curriculum, end neither did she plan foceso-face activities to
complement it. Loura did not participate in the teacher’s mailing list and
didn't create her own personal online portrait.

Melanie wos @ novice computer user who received lots of help from her
ded to connect to Kaleidastories for the first fimes. She wes
sophisticated writer in Spanish and she was the fist child to discover o
bug in the software: @ word limit imposed on the length of stories. She
chose as her first role models Moses, Einstein and . the Nazis. She
wrote the following narrative about why she chose them:

I do not understand why the Nazis exist. Why do they kill
people who are different? In the first place, no one should ever
oe killed. During the Second World War the Nozis killed Jewish
people as well os gypsies and Christians and blocks and many
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were deeply personal and she certainly opened up and olked about
herself. In her inifial online porirgit she wroe:

I am Melonie. When | was borne we spent a year in Argeniing
and then we left for three yaars to Isrcel. During those three
yeors | met my best friend, Hono. After Isroel, we came back to
Argentina and my brother, Uri, wes born. Then, three yecrs
later, my litfle sister, Shula, was bom. | went to first, second and
third grade and now | am in fifth grade. | like baseball and |
like the Internet. | have o rabbit named Bionco and o furtle
named Bais.*

Loter on Melonie chose her baby cousin, Julia, es her role model. She
wrole:

Cne doy when | come back from school my mom told me that
my litle cousin Julic wes born. At the beginning | couldn’t see
her as much os | wanted o, but later | was aoble fo see her
almost every dey. Now she is @ year old ond she is o bright
sun ond o stor. All together. | loved her o lot. up fo the sky and
even higher. Sha is biond ond has blue eyes. She never cries
and goes with everyone. She smiles all the fime. | love her o
lot. And | am her oldest cousin but | learn c lot from her ®

Melanie used Koleidesiories to write complex stories for her oge.
However, she alse described herself os someone who likes wrifing. It is
very hord fo moke any correlation between Melcnie's narrotive fluency
and her invclvement with Kaleidostories. As stated earlier,
Kaleidostories played an important role for extreme coses of lowe
achieving students, such as Juen, but ro* for average or high ochieving
students,

The some can be said in terms of idenfity exploration. While Melanie
was able to open up cnd tell siories about herself and her role madels,
this is more likely not due to her participation in Kaleidostories but to
ner general introspective awareness. In the final questionnaire, when
asked if she learned something new obout herself, she simply wrote
‘na’. Melanie used the ool s ¢ personal diary, instead of as @
geoteway fo ¢ community of peers. This was in part due fo the lock of
support from her own local community and teccher, and the lack of
foceto-face peers who were clso engoged in the experience, which
would hove made parficipation in Kaleidostories more oftractive.

What worked As an identity construction environment, Kaleidostories provided a sofe
well? picce for young pecple 1o explore their sense of seff fhrough the use of

technology. The influential psychologist Exik Erikson showed how one of
the biggest tasks for children in the age range of those who were
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invelved in Kcleidostories is fo grapple with identity issues.
Unfortunately, schools heve very little spoce and time explicitly
dedicated to this, and most of the yse of nology is @ long way from
helping them to explore their inner world. The experience reported in
this poper shows how Kaleidostories promoted this kind of leaming,

about each cther's cultures by exploring similarities and differences
regerding role models and volues. As shows through Juons cose study,
this was successfully accomplished. Juon's story is representative of the
learning experienced by the maijority of children with o supportive faca

ce community and ¢ well integrated curriculum in which
Kaleidestories played a central role. However, os shown through
Melanie’s case study, the experience was no- s successful in terms of
helping children 1o form & virual community to learn about ecch other
in the absence of ¢ dedicated and commitied teacher end a curriculum
developed around the technology.

One of the strengths of Koleidostories is it constructionist nature. As
shown in the paper, teachers from diverse disciplines were able to
odept the 1ool to their own curricular needs and were able to ecsily
integrate it with their sociology, technology or language arts courses.
Furthermore, Kaleidostories played on important role in providing an
opportunity for children to read ond write ir both English and
Spanish, ond to improve their writing skills with an authenfically
engeged oudience of peers. Skilful teachers were oble to use the fool
to augment the focetfo-foce possibilifies of interaction ond discussion
by engoging in some of the online activifies proposed by
Kcleidostories.

Kaleidostories lacked the capability to include direct, synchronous
communication through reaktime chat. It also lacked fhe Hlexibility to
express o more complex sense of self, in which other aspects
beyond role models wers explored. One of the most successful
design features of Kaleidostories waos the colloberative values
dictionary. However, it only supporied the expression of volues as
narrctives and did not afford users the oppartunity fo put fo test
those values through actua! behavicurs in the online communify. In
later research, | address those issues by providing mechanisms for
people lo engoge in colloborative tasks, such es city building, so os
to establish an environment in which values would surface through
actions in the community.®

Koleidostories” design did not facilitate the passage from knowledge 1o
action, nor from identity expression by writing persanal stories o
idenﬁ!ymnslmdimbymﬁecﬁngnhuufﬁmesmdesand thereby
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Conclusions

providing opportunities o chenge behaviours and values. Although
there wos o sense of community, represented by the changing patterns
of the kaleidoscope, the tools for self-organisation and forums for
discussion were missing. This is essential o form o responsible
community in which volues are developed not only as narratives but
also through action.

On c different note, os shown in Meignie's cose study, Kaleidostories
was not fun encugh to engage porticipants to use it on their own for o
long o period of fime. After the inifial excitement of creafing online
poriraits, role medels end volues. ond gefting fo know other parficipants
in Keleidostories spread around the world, which losted opproximately
three months in each study, teachers regorted that children started o
decrease their enthusiasm for iogging into Kaleidostories. They
complained that they olready knew everyoody, that ‘it wasn't fun
enough” and thot ‘there isn't much to do’. As shown by the preliminary
doia, a big Eﬁuﬁfmmﬂwe.*enche{swusneededinmdermaagﬂge
siudens and keep them on track. For example, they sterfed to crganise
mere facedofoce activities to complement the online experience. When
the teachers were rot active parficipants in the experience, such as
loura, Melonie's teacher, students didn't have locol focesedoce
community with which to explare both technical and content related
issues around Kaleidostories and the experience became less rich.

Idenfity construction environments, such as Kaleidostories, foster
children's exploration of identity while engaging them in the

nt of technological and narrative fluency. Therefore. they
serve o infegrate fechnology infc curricular conlent areas, as well as
into the ‘hidden curriculum’ that covers some of the most pressing issues
inat predeens and teens are struggling with, such os ‘who om 12’ ‘what
are the valuves | hald ond cherish?’, and ‘who do | identify with2’, and
that do not ahways have @ dedicated fime and space in the clessroom.

However, the nofion of identity consiruction environments might
misguide people 1o fall info the techrocentric follacy of giving undue
centrality to the computer in the learning experience.®* As shown
through Juon's case study, and oy the teacher's reports on
Kaoleidostories, much of the learning expe-ience was crafted and
reclised in the focetoface environment. However, the use of the ool
was cenirel fo the kind of explorations that followed. In order fo achieve
a successful learning experience, there is o dalicate balance between
the use of ICE and the design of activifies, within these environments
and the clossroom, 1o create o posifive social and learning context.
Although identity construction environments pravide @ design siructure
that naturally leads young pecple fo think about issves of identity, they
need to be complemented By the specific goals of the individual
tecchers. Kaleidostories provided ¢ way for teachers o learn from each
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Future work

other, as well as for students to engoge in a different type of aciivity
than the ones they usually did in school, both in terms of confent
explored and tools used.

One of the strengths of Kaleidostories was its design to support the

ation of an online communify that would complement, and not
reploce, focetofcee interactions. For example, students used the tool
to write about their role models and engoge in some discussion
about similarities and differences between cultures. Later on, the best
teachers were able to yse focetofoce opportunifies fo expand cn
what had happened online. For example, the sociology teacher in
Argenting asked students to pick @ role mode! appearing in
Kaleidostories and write an essay abeut how different cultures would
folk about that persan from their own point of view. And the
technology leacher in Spain dedicated a whole unit to explore with
his students the collaborative values dictionary and ifs entries.
However, when thers was o lack of face-toface interaction and
teacher participation, the experience was not so successiul. as
presented in Melanie's cose studly, in which o wonderful tecching
opportunity was losi,

circumstances do they use the power of virfual communities %o explore
issves of identity and culfure

Sofh students and tfeachers provided imporiant feedbock that is
informing the redesign of Kaleidostories. The main suggestions were fo
include the use of sound, since leenogers exprass much of thei- identity

synchronous role playing cctivities ino Keleidostories. As shown by
research, roleplaying games on the internet have o fremendous
potenticl o explore issues of both onling and oftfine identity. Teachers
said that diverse forms of synchrenous communication would help
maintain the long lasfing inferest of their sfucents in the octivity and
would also apen up a new universe of passible collaborative activifies,
when fime zone differences are nof an issue,
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Since the pilot studies were conducted, we have implemented g selt
coniained Kaleidostories server thot fecchers can downlood and insioll
into fheir own schools, if they have the technical equipment, and
therefore be in complete contral of the experience, the Kaleidostories
varioolas and the virtual community. For example, o history teacher is
changing the general lock of Kaleidostories to use it ot o way to get his
stucents fo share slories about fundamenta! historical figures. His hope
is o recruit other teachers around the world who would be interested in
joining their courses online. In this way, seachers could become not only
proctifioners but also researchers, very much in the spirit of what Emilia,
the Argentinian psychalogy and sociology teacher did with her students,
Ongoing work is also looking ot different methodologies for onalysing
the rich and varied set of daic obtoined from both pikot shidies.

The experience reported in this paoer shed light on some pressing
research questions regarding the use of viriual environments to foster
positive youth development. There is mounfing pressure in society fo
creale environments fo help young people develop in o positive way.
However, most of the programmes either in schoals er in after-school
seffings, ignore the role that fechnology is already playing in children's
lives ond lack the vision ond skills to concsive how new technologies
couid be successhully integrated to complement ongoing sfforte.

From 1993 1o 1999, the number of Americans connected fo the internet
grew from three million to 80 million. Families represent one of the
fastest growing segments. By the end of 2002, some 58 per cent of
USA residents are expecied fo access online services from the home
Virtual environments present o unigue apportunity to promote the
positive development of young pecple and their communities. How does
one design these environments? What kind of technologies better serve
this purpose2 How does one successhully infegrate these tools into new
programmes so they can be scelable ond sustinable? How does cne
develop an interdisciplinary approach, so that research can be
meaningful for both scholars in youth development or education and
computer scienfists, os well as for practifioners and teachers working

with youth2

The longterm research agenda behind the work done with
Kaleidostories is to develop e transdisciplinary research progromme
with three purposes. First, 1o exploit the potential of new technologies fo
suppart positive youth development, Second, to construct o shared
longuage and scientific methodclogy o enable collaborations beswesn
computer scienfists and researchers and professionals in the crec of
child development and education. Third, to conduct o threefold
research programme with theorstical contributions, innovofive design of
compuictional technologies and empirice! research to evaluote results of
infervenfions using these technologies in complex reclworld seftings,
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