Report on the work of Discussion Group 2: 

Case studies of Technology-enhanced Narrative Learning Environments

Participants: 

Ruth Aylett, Secundino Correia, Giuliana Dettori, Jeffrey Earp, Rui Figueiredo, Nicholas Kazazis, Jarmo Laaksolahti, Katerina Makri,  Ana Paiva, Olga Timcenko, Patrícia Valinho, Ana Vaz.
The discussion group dedicated to the analysis of case studies explored a number of issues related to the different ways in which narrative is conceived, implemented and exploited in technology-enhanced learning environments so as to give rise to a variety of learning experiences. A major aim of this analysis was trying to understand what might be the role and added value of using a story or a narrative in such environments. In order to contribute to the development of an overall framework for NLEs, the group focused on building a categorization of the different kinds of NLE currently available; this was approached by highlighting different features which allow one to distinguish the various kinds of applications in a meaningful way, so that comparison among the different environments would make sense.

One of the features that was considered for NLE categorization was knowledge domain. 

A provisional list of domain areas was drawn up by categorizing the NLEs described and analyzed during the workshop (as well as others known by some group members). The areas identified were:

· language learning (Storymaker II, Tactical Language Training System, Who is Oscar Lake?, Do You Speak English?, Kar2ouche Composer)

· story creation (Kar2ouche, Teatrix, SAM, TeatreLab, MediaStage,  GhostWriter, Imagine, D.FilmMaker)

· social learning and change in attitudes (FearNot!, Carmen’s Bright IDEAS, VGAS)

· history and political sciences (Great Alexander - in Greek)

· sciences.
As concerns sciences, no specific examples were mentioned. The group discussed at some length whether it is possible to devise learning environments which are intrinsically narrative for this group of disciplines, or if these fields of study, because of their very nature, allow only marginal use of narrative as a way of “sugaring the pill”, that is, to ground experiences to stories and support motivation by creating a more interesting environment, without any real influence at the cognitive level. Both sides of the argument were explored in depth. Although the lack of examples of NLE on science topics seems to suggest that science and narrative do not really fit, some group members argued that it does not seem to be a conceptual impossibility. An example mentioned was the case of constructive proofs in geometry, where the operations performed can be interpreted as sequences of actions and events having as their agents points, lines, polygons, etc. These elements might play, the role of story characters, it was argued, with the same right as the witches, trolls, etc. of children’s narratives. Further investigation and debate is necessary to verify the effective possibility of using narrative as a cognitive support in scientific works, and to ascertain whether there really are examples of TELEs for science.

As concerns the “pill sugaring” function of much narrative used in TELEs, there was general agreement that not all environments which include some form of narrative should be considered as NLEs, but only those where the narrative is strictly functional to supporting the cognitive aspects of learning.

With regard to different ways one can interact with a story within NLEs, four basic roles were identified: 

· story authoring

· story telling

· story audiencing

· story experiencing / participating.
Story authoring refers to the creation of a story by a single user or by several users cooperating in the construction of the story. Story telling refers to the narration of a story to an audience in two possible situations: the story can be either invented on the moment by the narrator or can be pre-existing, in which case the narrator contributes to the appearance of the final product by his/her narrative mode and style. Story audiencing refers to a story ‘being narrated’. Story experiencing or participating refers to the creation of a story collaboratively by one or more users, each having a different role, as is the case with role play games. A story participant is at the same time author (or teller) and audience, since while he/she is creating (or narrating) his/her part of a story, he/she is audiencing the parts created by the other participants (or narrators).

It is evident that there is a strong interleaving between story telling and story audiencing, not only because there cannot be any telling without an audience, but also because the attitude and reaction of the audience are likely to contribute in some way to shape the way of telling.

As concerns the learning approach that can be embodied in NLEs, several possibilities can be envisaged, most of which are close to a constructivist approach to learning:

· Challenge-based learning / Game-based learning;
· Collaborative / Cooperative Learning;
· Situated Learning / Case-based learning;
· Role Play .
Role play can be characterized as being at the intersection between collaborative and situated learning.

Finally, NLEs can be created through the use of different techniques or technological means, namely:

· 2D graphics /animations

· 3D virtual environments

· Ubiquitous 

· Mobile technology

· Augmented Reality
· Intelligent Agents

· Natural Language Processing
· Speech Recognition and generation.
