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Introduction

This document presents an overview of preliminary research and planning undertaken during Phase 1 of the project to develop an SFU Community of Practitioners of eLearning (referred to as SCOPE in this document). Activities for Phase 1 are:

1. Identify development team and advisory committee

2. Literature review  

3. Comparative analysis of existing educator communities  

4. Review of communication and community tools  

5. Recommendations based on review 
6. Consultation with prospective participants in the project
An additional item was added to this list, and is based on the research conducted during Phase 1

7. Recommendations for sustaining the community
Goals

The goal of SCOPE is to bring together individuals who share an interest in elearning research and practice, and to offer opportunities for dialogue across disciplines, geographical borders, professions, levels of expertise, and education sectors. The immediate goal is to identify and build on SFU interests and expertise, faculty development initiatives, research projects, and software development work. The long term goal is to extend community activities and invitations for participation to an international audience.

Phase 1 Activities

1. Identify development team and advisory committee

Development Team

All eLINC & LIDC staff have been invited to contribute to the design and development of the community on an ongoing basis. However, an initial development team was formed to move forward with Phase 2 design work. The group met in October to discuss immediate needs to prepare for the phase, and to explore community software. A sub-group will meet again in December to review the draft user requirements and mock interface.

Advisory Committee

An Advisory Committee was formed during Phase 1, and consists of 1 external member, 5 SFU members, the Project Manager, and the Community Coordinator. The following individuals have agreed to serve on the Advisory Committee: 

External

· Paul Stacey, Director of Development, BCcampus

SFU

· Bill Wedley, Professor, Faculty of Business Administration

· Roger Blackman, Associate Professor, Department of Psychology

· Jo-Anne Heinze, Manager, Organization Effectiveness, Human Resources

· Andrew Feenberg, Professor, School of Communication

· Ron Marteniuk, Director, eLearning Innovation Centre

Coordinators

· Elizabeth Wallace, Project Manager

· Sylvia Currie, Community Coordinator

The purpose of the advisory committee is to provide guidance and feedback in response to the various stages of development, and the community processes. The first meeting of the Advisory Committee will be January, 2005. The group will meet 2 – 3 times during the spring semester.

2. Literature Review

Review of current literature in online community development is ongoing and informs the design of the community. An Endnote database of references is being maintained. See the Bibliography for a current list of literature.

3. Comparative analysis of existing educator communities
An analysis of existing educator communities was conducted in order to address these three questions:

· What will make our community unique? 

· What can we learn from other communities?

· How can we build on existing communities and resources?

During Phase I Sylvia observed selected communities and listservs. These online communities and interest groups have in common that they require a subscription and provide an opportunity for ongoing theme-based discussions. Some communities also organize scheduled group events.  Appendix A contains a brief overview of each community and based on Sylvia’s observations, answers to the three guiding questions are proposed below:

What will make our community unique? 

Scheduled, asynchronous, and moderated seminar discussions

Listservs and synchronous events are the most common activities offered in the communities reviewed. Moderated and scheduled asynchronous topic-based discussions (seminars) are surprisingly rare. Of the communities reviewed, the Australian Flexible Learning Community is the only one offering web-based scheduled and moderated asynchronous discussions that are well attended. In other cases where seminars are available, they are not well-supported by the technology. For example, ITFORUM attempts to restrict any casual discussion during the period that a moderated discussion is scheduled. However, so many ITFORUM members are occasional contributors, that this protocol is never adhered to, resulting in several reminders from the list moderator that members that only posts related to the paper being discussed are appropriate. 

Management of community knowledge

Knowledge management is an important aspect of community, and this is an area where SCOPE can offer something unique. A well-organized library of seminar summaries and other knowledge objects that result from community activities will both recognize members’ contributions and assist in advancing these contributions. 

In the planning document, a “writer” was identified as a necessary role. The writer and coordinator could work together to summarize and organize outcomes of community discussions.

Focus on research

A focus on research related to elearning and communities of practice will position SCOPE as a quality environment for learning about and advancing our knowledge of online communities and elearning. Involvement of graduate students in community research, and facilitating discussions about that research will add a unique dimension to SCOPE.

Experimentation with emergent tools

Another area that does not appear to be a core activity in other communities is experimentation with emergent tools that would be of interest to educators and researchers involved in elearning. Introduction of software prototypes to the elearning community, and an opportunity to participate in the design process through focus groups and various feedback options, would offer a unique service to software developers, as well as opportunity for community members to participate in design.

What can we learn from other communities?

Communities that support and encourage members to advance their roles within the community tend to be very vibrant. TappedIn, for example, offers a help-desk available to new members participating in a chat session for the first time, or interested in setting up an office space. Help-desk staff also offer co-moderator support for members who are new to facilitating discussions. 

How can we build on existing communities and resources?

As much as possible we want to promote activities and resources in other communities and encourage a mutual exchange of resources. In fact SCOPE could provide a “community watch” service by gathering and publishing information about online events.

An obvious resource exists in eLINC/LIDC expertise and ways to integrate and showcase this talent pool (staff and student work, research, interactive arts etc) should be explored. In addition, there are a number of resources such as blogs and newsletters maintained by educators and researchers that would add value to SCOPE. Some Canadian examples are:

· Stephen Downes http://www.downes.ca/news/OLDaily.htm
· Scott Leslie http://www.edtechpost.ca/mt/
· George Siemens http://www.elearnspace.org/blog/
There is considerable interest in learning objects and the development of repositories to support the exchange of learning objects. A goal for SCOPE may be to provide an opportunity to discuss, and simplify the process of contributing, learning objects. An example of a Canadian project is:

· Elearning Research and Assessment http://www.elera.net/

· Edusource http://www.edusource.ca
· Splash http://www.edusplash.net/ (no longer active?)

· BCcampus Learning Object Repository Project http://bccampus.ca v

A number of journals are available online. A Canadian example is:

· Canadian Journal of Learning and Technology http://www.cjlt.ca/ 

Also, there are a number of websites that would support SCOPE’s interest in elearning and community research:

· http://www.elearning-reviews.org/
Members of this organization review current elearning research publications.

· ALN Research Centre
A repository of empirical research related to elearning. Membership is free. Funded by Sloan Foundation
http://www.alnresearch.org
· http://cider.athabascau.ca    The Canadian Institute of Distance Education Research -  CIDER -    is the research arm of the Centre for Distance Education at Athabasca University.







4. Consultation with prospective participants in the project

During the design phase Sylvia Currie and Elizabeth Wallace engaged in a number of activities to help inform the design of SCOPE. In addition to the main activities mentioned in this report, Sylvia completed the 7-week CPSquare Foundations of Community Workshop through CPSquare.org. This workshop was facilitated by Etienne Wenger, a leader in the field of communities of practice and was an opportunity to meet other community organizers and individuals in the process of planning a community. SCOPE was Sylvia’s focus of discussion and project work. The preliminary design of the online community is based on advice given in the CPSquare workshop: “Design a little, practice a lot”. 

Elizabeth and Sylvia also consult on a regular basis with the Co-op Community Coordinator, hosts, and developers to learn from the experiences of developing and launching that community. Our meetings are a mutual exchange of ideas and experiences. Elizabeth Wallace and Stephanie Chu facilitated a lunch discussion through the Learning and Instructional Development Centre “If You Build It, Will They Come? Blueprint for an Online Community” Participants were invited to engage in a dialogue on online community design and planning for member participation, using the Co-op community as an example. 

A new online educator community was launched this fall through BCcampus. This community is open to employees in the BC post-secondary education system, and other individuals by request. A meeting with Paul Stacey of BCcampus has been arranged to share and compare plans for the BCcampus Educators Community and SCOPE, and to explore ways to bridge our community activities.

All eLINC staff members have contributed substantially to the project. On October 6, 2004 two separate workshop/meetings were organized to engage eLINC in brainstorming and discussion about the design of SCOPE

eLINC staff: Session 1

Staff were divided into teams and asked to discuss the following community design themes:

· Community Activities

· Community Environment

· Sustaining the Community

· Research

Notes from the first session are included in Appendix B, and there was much rich input for consideration by the Advisory Committee.
eLINC staff: Session 2

The second session with on October 6, 2004 was with the eLINC Technical and Design Team. We met to discuss community design process, options for tools to support the community, lessons learned. This session was an extension of the morning discussions. The following agenda was distributed to guide the discussion:

1) Overview of morning session

2) Discussion of immediate needs to prepare for pilot

3) Discussion: Open Source or Proprietary or both

4) Exploration of software choices 

5) Elements of community life which technology can affect

a) Presence and Visibility

b) Participation

c) Knowledge management

d) Membership and Identity

e) Evolution

f) Next steps in design

Much of the discussion during this session focused on available tools, the pros and cons of building from the ground up, or of customizing existing tools to respond to immediate and emergent community needs.

Several advanced features were identified as necessary to present our community as unique, appealing, and scalable. Also, a recurring theme for the community environment design was to understand needs for newcomers, and that these needs will evolve over time. All of this was discussed in the context of “Design a little, practice a lot”; members need to be involved in the process. Our design efforts should be focused on the pilot and community launch, with the idea that the community environment will evolve based on participation research and feedback from community members.

It was recommended during this session that we consider the option to design the community environment in house, rather than build on existing open source and proprietary software. As such, the environment could “hook in” to existing tools, and the design specifications will reflect recommendations from the research phase. This staff recommendation appears as Option 1 later in this document.
5. Sustaining the Community

Sustaining interest in the community

Sustaining interest in the community involves continuous and consistent attention to members’ actions and interactions with the goal of providing opportunities for members to discover the value of being together. This is achieved by introducing fresh topics for discussion, listening to and working with members to improve the community, devoting energy to welcoming new members, experimenting with technologies to support community activities, and investigating opportunities for new alliances/partnerships.

Members who value the community will be interested in involving colleagues and other like-minded individuals. Strategies for encouraging members to extend invitations to others and to promote SCOPE should be considered. Some examples are:

· “I support SCOPE” image and link back to site, available for download for members who sponsor the community. 

· A form (and recognition) for spreading the word about the community. Members submit the email addresses of colleagues to generate an invitation to join the community. 

· Newsletters and announcements should include a clear message that the correspondence can be distributed freely.

Financially sustaining the community

While the core activities of the community should be free and open to the public, this model is obviously difficult to sustain financially. Ideally the community will attract sponsors from universities and corporations. However, even that model is tenuous and a variety of strategies for generating revenue through community activities should be explored. A key recommendation is that it must be made clear to members the purpose of introducing any fee-based activities or memberships is solely to sustain the community. Some examples for securing funds and generating revenue are as follows:

Community Sponsors

· Different levels of sponsorship in exchange for advertising. For example, a common model is Gold, Silver, Bronze.

Activity Sponsors

· Sponsor selected activities in exchange for advertising and promotion of products and services. 

· Discounts on products and services could be offered to fee-based members (see “fee-based membership below). 

· For example a publishing company would sponsor a reading group seminar. Ideally, we would offer discounts on books for our readers, as well as an easy process for our international membership to purchase books.

Associate arrangements

· Create associate membership accounts with vendors of products and services that support “click through” referral service and percentage reimbursements. 

· For example: Amazon.ca Cafepress.com, Bravenet.com

Fee-based membership 

· Option to allow for additional services and access to workshops, support, services, and discounts on products. (mac.com model)

Fee-based workshops & mentoring

· Consider integrating workshops and resources currently available through the eLINC and LIDC, such as the eLINC model for online course development

· Develop workshops and mentoring programs related to working online, such as facilitating online seminars.

Fee-based community services

· Host private seminars

· Host online conferences

· Support for place-based conferences

Consulting and Support Services

· Offer services for others interested in using the SCOPE community environment software for their own purposes.

· Customize the environment to suit other community projects. 

Partnerships

· Develop partnerships to exchange services and complement SCOPE activities

· For example, online journals, educator communities, and service websites.

Research Funding

· Apply for grants to conduct research related to elearning and cultivating online communities

Incentive Programs

· Develop incentive programs to contribute to the community, such as a percentage of membership fees goes to scholarships to support graduate students. 

· This is be an incentive to contribute, knowing that the monies are directed at advancing our knowledge of elearning practices.

Research Reports

· Shareware reports of interest for institutional implementation. For example, review of tools for collaboration, etc.

· There can be several types of reports, available for download or CD ROM. 

· Use the community to conduct research necessary to prepare the reports. All proceeds feed back into the community. This can be tied into the Writer’s role, who will be summarizing seminars and events.

Edited Books

· Obtain advance funding from a publishing company to collaborate on edited book series drawing on expertise from community members
 Employment Services

· Job listings

· CV listings for job seekers



A key decision, in order for the next phases of the project to unfold, centres on which software platform should be used for the community. 

Options and Recommendations for Community Environment Software

Based on our research the following are recommended options for the community environment software:

Option1. Program an environment in house from scratch

· Advantages: Creating the community environment entirely in house would allow for the development of software that is based on research and best practice and that closely matches the emergent needs of the community. This option is favoured by many eLINC programmers.

· Disadvantages: Significant investment of time and resources would be required. It is anticipated that it would take a full year to create, document, test and launch an environment built from scratch. An endeavour such as this could be considered to be beyond the mandate of eLINC. 

Option 2. Using Open Source software

· Advantages: This provides programmers with the flexibility of being able to adapt existing code, without the disadvantage of having create code from scratch. This solution has been chosen for SFU’s Co-op community platform, which used Post Nuke. While the user requirements for SCOPE differ considerably from the Co-op Learning Community, the software environment would provide a good starting point.

·  Disadvantages: Time would have to be invested in reviewing Open Source options. Changing code can sometimes be as time consuming as creating from scratch. Problems might arise if changes in functionality are required later in the project. There may be constraints on the customization, or problems incorporating plug-ins.

Option 3. Basing the community on Moodle

· Advantages: Moodle has a well established open source development community and is used by a growing number of institutions worldwide. Moodle is currently being considered as an alternate learning management system for BCcampus.

· Disadvantages: Moodle is designed to be used as a course management system, and customization would be required to transform Moodle to a community environment. In addition, the items listed under Option 2. Using Open Source software would apply to Moodle.
Option 4. Purchasing or licensing out-of-the-box community software
· Advantages: Selecting a proprietary software designed specifically to support online communities  would provide a solution that could be quickly implemented. For example, BCcampus was able to launch its community in 2 months using Community Zero and Learning Times, which would be familiar to a number of our members because it is used for other online educator communities such as the BCcampus EdTech Community. Functions can be selected from a pre-determined menu and plug-ins can be incoorporated into a customized design.

· Disadvantages: Cost may be prohibitive, especially given the challenge of sustaining the community discussed earlier. There are limited options for customization and the platform may not serve the community’s needs in the long term.

· 

Option 5: Building the community in the Sakai environment 
(Synchronized Architecting of Knowledge Acquisition Infrastructure)

· Advantages: Sakai SFU is a member of the Sakai Educational Partners Program (SEPP), a consortium involving several major institutions. Using Sakai for the community environment could attract members both at SFU and internationally, and would also be an important contribution to the open source project.
· Disadvantages: Conforming to a far-reaching inter-institutional project might cause delays and create constraints. Time and resources would be required to understand the Sakai environment, as well as the needs of the community. 
Recommendation:

It is the considered opinion of the authors of this report that 

· 

· 
· 

· 

· 

· 
· 
Sakai stands out as a preferred option because it provides a structure for further development based on our user requirements, and both SCOPE and SEPP would benefit should we choose Sakai as the foundation for our community environment.
Next Steps

Phase 2: Design, originally scheduled for September-December, 2004, will extend into the first few months of 2005. Selection of the appropriate software to support the community is a very important step, and more time is needed to discuss the recommended options. Sakai has been presented in this report as a preferred option, and will be explored further.  In preparation for the Pilot (Phase 3) and launch, community activities will be selected in consultation with the advisory committee.

Summary

This report outlines the main activities from July to November, 2004 and recommendations and ideas based on those activities. According to the Project Plan, Phase 1 was devoted to research that would inform the design of the community environment and activities. Obviously Phase 1 extends beyond the first few months of the project, as research is an ongoing and important component of community development. This report is intended to inform stakeholders in the project, and serve as a bridge to Phase 2 of the project.
Appendix A

	Community
	Environment
	Target 
	Core  Activities

	TappedIn

<http://tappedin.org>

· Began in 1997 with funding from the National Science Foundation to provide a venue for teachers to talk about their practice.

· Topics are broad, but do include elearning and use of technology in education.

· Membership is free to practicing teachers. Requests are screened.


	TI2 is a MOO-based environment developed by SRI
	K-12

Some international membership but primarily U.S.
	· Facilitated, scheduled synchronous discussions

· Member-led discussions using personal office space 

	DEOS-L

The Distance Education Online Symposium

<http://www.ed.psu.edu/acsde/deos/DEOS-L/deosl.asp>

· Membership is free and self-managed


	Listserv
	Post-secondary

International 
	· Ongoing open discussion

· professional networking

· announcements, requests for assistance



	IFETS

International Forum of Educational Technology & Society

<http://ifets.ieee.org/>

· Began in 1998

· Membership is free and self-managed


	Listserv
	Educators, all levels &

Developers
	· Informal and ongoing discussions

· Occasional formal discussions based on a scholarly paper (proposed, scheduled and moderated)



	ITForum

Instructional Technology Forum

<http://it.coe.uga.edu/itforum/>

· Founded in 1994 

· sponsored by the Department of Instructional Technology at The University of Georgia.

· Membership is free and self-managed


	Listserv
	Primarily post-secondary faculty and corporate trainers
	· Informal and ongoing discussions

· Occasional formal discussions based on a scholarly paper (proposed, scheduled and moderated)



	WWWDev

World Wide Web Courseware Developers Listserv <http://www.unb.ca/wwwdev/>

· Began in 1995

· Maintained by the University of New Brunswick

· Membership is free

· Discussions tend to be technical


	Listserv
	Post secondary
	· Ongoing informal discussions, mostly Q & A

· Initiated, and continue to organize, NAWEB, an annual f2f conference

	CPSquare

<http://cpsquare.org>

· Community of practice for people interested in communities of practice.  

· Membership is fee-based.


	WebCrossing
	Anybody interested in cultivating Communities of Practice for any purpose (corporate or education)


	· Foundations of CoP Workshop

· Theme-based project work groups

· Synchronous sessions featuring  researchers’ work in progress



	Sloan consortium 

<http://www.sloan-c.org/>

· Fee-based membership for access to selected activities and resources

· Free subscription to the listserv and access to several resources, such as the Sloan-C View newsletter, and the Journal of Asynchronous Learning Networks

· Sloan discussions tend to be non-technical, and often deal with administration and policy issues. 


	Website, and Listserv 
	Post secondary
	· The listserv is for ongoing open discussion, professional networking, announcements, requests for assistance. 

	Knowplace

<http://knowplace.ca>

· Began in 2001

· Membership is free, although most activities are fee-based

· Knowplace coordinators are active in open source development, and several courses are related to open source.

· One goal of Knowplace is to engage practicum students and graduates of the certificate programs in coordinating and facilitating events. 


	Moodle site
	Educators &  career  counselors
	· Online courses and certificate programs related to teaching and designing online

· The first annual “Knowtips” online conference will be held February, 2005.

	Cognisource

<http://cognisource.ca>

· A knowledge community developed as part of the Interactive Knowledge dissemination (IKD) Project of the eduSource Canada Program.

· Hasn’t been active since 2003.

· Edusource is a Canadian network of learning object repositories 


	Plone site with integrated communication tools
	Developers, post secondary educators 
	· Ongoing discussions



	Learnscope: Australian Flexible Learning Community

<http://www.learnscope.anta.gov.au/>

· Free membership


	Appears to be developed in-house
	
	· Combination of scheduled, moderated asynchronous discussions and ongoing discussions



	LearningTimes

http://learningtimes.org
· LearningTimes is a community within Learningtimes.net, a company which provides community tools and services. 

· Membership is free and self-managed


	Ramius Community Zero
	
	· Webcasts with some follow-up discussions

· “Live on location” conference support

 

	FacultyDevelopment

http://facultydevelopment.ca
· Partnership among 3M Teaching Fellows, the Society for Teaching and Learning in Higher Education (STLHE), Educational Development Centres (EDC), and McGraw-Hill Ryerson.

· The community forum does appear to be active 


	
	Post secondary
	· The community is intended as a way to share, use, and discuss PD learning resources

· Ask an expert requests

· General forum

	BCcampus EdTech Community

<http://community.bccampus.ca>

· Membership restricted to faculty and staff in the BC education system. Others can join by request.

· Has become the new venue for members of the “EdTech Users’ Group”, replacing a listserv

· Began in 2004


	Ramius Community Zero
	BC post secondary 
	· Webcasts facilitated by members

· ongoing question & answer discussion 

	Innovate

<http://www.innovateonline.info/>

· A free online peer-reviewed Journal which allows public commentary on each article, and email feedback to author(s). 

· Innovate evolved from an earlier journal “Technology Source” which had a similar format.


	UliveandLearn supports the webcasts
	Educators & administrators, all levels. 
	· Webcasts are organized for each author, but a separate login to Uliveandlearn is required

	Global Educators’ Network

<http://globaleducators.net>

· Membership is free and self-managed

· No longer active

· Archives of past discussions available to the public


	Virtual-U
	Educators & administrators
	· Scheduled asynchronous seminars

· moderated by volunteers

	WebCT

<http://www.webct.com/ask_drc/>

· Membership is free and self-managed

· Maintained to support users of WebCT
	A Bulletin Board (surprisingly, not WebCT)
	All WebCT users
	· Ask Dr. C are searchable (not browsable) ongoing Q&A with paid experts

· Fee-based online workshops also offered


Appendix B

In the first session 4 groups were formed according to design themes related to community design: Activities, Community Environment, Sustaining the Community, and Research. Guiding questions were provided to assist the groups (see below), but everyone was encouraged to raise and address new questions as well. As a follow-up activity to the first session, each group was invited to present the main points raised in their breakout session, and to also post their top 3 ideas in the dotproject community space.
	Theme
	Guiding Questions



	Activities
	· What are some events and services that would make our community unique?

· What are some ideas for launching the community?

· How do we attract members from a variety of backgrounds and interests?

· How do we encourage frequent member participation?

· What are the various types of resources that support, or are generated through, the community activities?

· What are some tools that would support resource management?

· What tools should be available to support these activities?

	Community Environment
	· How can we design to cater to different levels of engagement?

· How might metaphors improve engagement in the community environment?

· What are some possible community metaphors (including community names, spaces, and role titles)?

· How can we make the community environment welcoming?

· How would you validate the acceptance of the community environment?

	Sustaining the Community
	· How do we encourage the building of relationships among community members?

· How do we create a rhythm of participation?

· What are some revenue-generating possibilities for sustaining the community?

· How do we effectively communicate to potential sponsors the value of the community?

· How can we keep people informed of community activities?

· How do we assist new members to feel welcomed and comfortable? 

· What tools will assist to sustain the community?

	Research
	· What do we need to consider before launching the community if we wish to engage in ongoing research activities?

· How might we involve others as researchers in the community (to research the community itself, to involve community members in research projects related to elearning, to share research, to collaborate on research projects)

· What tools do we need to support research activities?


The following is a summary of the main suggestions/comments for each group:

Group 1: Activities 

Group Members: Xiaoyin, Jason, and Stephanie
1) The community needs to be Real and Familiar to the users.
For example:

· Much of the information should come from the community members themselves and/or should reflect their experiences.

· Integrate actual case studies. 

· Faculty need to be seen as leaders of community. 

· The technology used should be familiar to the community members

2) We can encourage membership and participation by ensuring the community is quick to access and use.
For example:

· Use technology community members are familiar with and are most likely using already. 

· Eliminate/minimize the use of technology requiring any set-up, plug-in etc. Provide a variety of access points to the community. 

· Implement good search tools and good metadata tagging 

3) The community should be useful.
 For example,

· Content should be brief, concise, and easy to find

· As mentioned above, include actual case studies / knowledge sharing that reflect community members' experience

Commentary and interpretation for community design:

The emphasis on the site being practical and efficient combined with the suggestion that content should be contributed by members, really highlights the shortcomings of existing community tools. Often excellent ideas and stories are generated through a discussion, but it becomes quite a challenge, to wade through the content later to find the specific pieces of information.  

  

For example, case studies should be searchable and reusable . If an instructor posts a story about why and how he developed a new grading system, then that post could be tagged (by anyone?) with some categories (case, tool, reference, myshelf, etc) and transformed into a valuable resource. Another instructor arrives at the site much later looking for assessment idea, finds the grading tool, uses it, contacts the original developer of the grading tool with some questions about the tool, then contributes a refined tool back to the site. So the original resource was generated through a forum discussion, but becomes a reusable resource that can be searched, changed and annotated.

This model leaves the context in which the resource was generated intact, and also makes it available in a new context.

Group 2: Community Environment

Group members: Trevor, Rod and Dennis

1) Design to cater to different levels of engagement

For example:

· experience designer vs text-based user  

· keeners-apathetic-hostile)  

· newsletter  

· international flavour (different languages?)  

· design for online/offline participation (email, conferencing threads)  

2) Metaphors to improve engagement in community

For example:

· cannot be too cutesey  

· must have meaning, make sense  

· not too culturally oriented - sensitive  

· university campus

· Possible community metaphors -- administrator  

3) Make community welcoming

For example:

1. email discussions  

2. meme (shared ideas)  

3. rich resources, not just links to sites  

4. resource contributions?  

5. seed discussions to try to bring people in  

4) Validate acceptance of community environment

For example:

· levels of participation  

· foster keeners - bring in antagonists/skeptics into discussion  

· catch users on first hook  

· don't promote on broad scale unless there is demonstrable momentum (phased release)  

Commentary and interpretation for community design

This group highlights that we are designing for a broad group in terms of skills, cultural backgrounds, philosophical beliefs, and attitudes. Given that, we need to consider different elements that will ensure the community environment is inclusive yet appealing to everyone. 

The use of site metaphor appears risky. However, metaphors to convey spaces within the community could be helpful, particularly if they are selected by members. The issue of what to name the community remains, although the working title of SCOPE is proving acceptable!  

Group 3: Sustaining the Community

Group Members: Vivian, Sandra, and Rudy
1) Community convener and maintenance person needs to be remunerated.
  

 2) Sustaining and project/event funding is required 

For example: 

· Sustaining sponsor(s) such as SFU, other universities, Telus, VanCity

· Project/event sponsor(s) such as BCCampus project funds, course fees 

3)  Community must encourage and be responsive to member ideas and suggestions. 
Commentary and interpretation for community design

Each point addresses sustaining the community on a unique level. The community convener has a very visible role – organizing and facilitating events, etc., as well as a less visible role in keeping the community healthy. That role is too complex to easily share with someone else. The maintenance person also obviously has an essential role.

The second point brings to mind the question of timing. Sponsorship dollars are necessary to establish the community as being worthy of sponsorship dollars! We need to develop a “what’s in it for you” list to present to potential sponsors. What are some things this list could include? 

The third point, “encourage and be responsive to member ideas and suggestions” is a big one, and we’re in an ideal situation. With so much in-house expertise at eLINC we can be responsive. We need to dream up some ways to encourage ongoing feedback from members. Ideally members should be able to offer these ideas as they come to mind.

Group 4: Research

Group Members: Dan, Cindy, Danny, Baljeet

This group looked at research from two perspectives.

1) Research that must be done before the community is launched. 

For example:

· Begin with a needs analysis

· What role or need is out there that this community will fill. 

· An examination of how the technology affects the community.  

2) Research once the community is launched and active. 

For example:

· Study the structures and processes relating to 'power' within the community.

· What is required of an individual wanting to gain entrance to the 'community'? 

· Once in the community how does that individual gain influence, status and power?

Commentary and interpretation for community design

The 2 perspectives presented by the research group are important and broad. The first description ties in with comments raised during the full group session -- that we need to be using the latest technologies, and be responsive to the changing needs. This “needs” research could (should) also be ongoing research. 

The interesting part of community work is that new needs emerge through participation, and sometimes these new needs are identified rather informally. The most useful information can be gathered through participatory and also unobtrusive research methods. For the community environment design, we need to keep in mind the value of having access to the participation data (perhaps ways of tagging messages that are related to design and support needs) and some of the behind-the-scenes activities and patterns of use.

The second perspective, the structures and processes relating to 'power' within the community, is a fascinating topic. One way to look at this is the evolution of roles in the community, from newcomer to gradually taking on new responsibilities, to giving back to the community and becoming involved in sustaining and advancing the community. There are so many factors at play – comfort level, acknowledgement, recognition, identity, power, etc. Gradually members come to understand the culture and become comfortable with the environment (certain actions become internalized).

In planning for research for the SCOPE community there are many questions to be addressed. For example, should we ask members to specify from the beginning their willingness to participate in community research? How can we anticipate and plan for future needs for research in the community?
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