e.learning DRIVING MULTIMEDIA LITERACY 

NARNIA project proposal on  

e.Learning content & material Innovation 


http://www.varesemagazine.com/RODARI.htm
 by : Egocreanet /LRE  University of Florence by 
Giuseppe Fortunati, Linda Giannini and Paolo Manzelli. 
Goteborg 19-05-2004 LeFo Meeting

The LRE/EGO-CreaNET of the University of Florence would like to find some partners for the following proposal for the EU e.Learning Call  on media-literacy.  

http://europa.eu.int/comm/education/programmes/elearning/call_eac2604_en.html 

The “Narnia” Project will be based on  promoting the creative children’s ability to discover  the genesis of their fantastic stories generated by the lecture of famous Novels that are the fundament of the cultural heritage of European people
I hope that the following  project Idea can be accepted by you and co-organized in a method of GOPP ( Goal Oriented Project Planning), that will be  based on sharing sub-projects at international & European level,  can be realized for the call e.Learning  of 28/JUNE-2004and if this can be nor possible for the next call EU NEST   others. 


I hope in ours kind reply. My best regards  Yours Sincerely Paolo Manzelli  28/May/2004

The next challenge is to map the human mind in e.learning context
Brief on line bibliography.

Gianni Rodari, The Grammar of Fantasy Contamination : (La grammaire de l’imagination, Rue du Monde, 1998 titre orig.: La grammatica della fantasia, 1973).


see also for Instance :
http://www.google.it/search?q=cache:fb8w6Ueua_0J:www.media.unisi.it/cirg/archivio/tesigal.doc+gianni+rodari+story++contamination&hl=it

and also see: 
http://www.nature.com/cgi-taf/DynaPage.taf?file=/nature/journal/v420/n6912/full/420121a_fs.html

Nature 420, 121 (14 November 2002); doi : 10.1038/420121a
http://www.biol.tsukuba.ac.jp/~macer/index.html  ; http://home.att.net/~visualizer/page10.html  http://www.ineer.org/Events/ICEE2001/Proceedings/papers/373.pdf

La Scatola delle Esperienze: http://www.descrittiva.it/calip/dna/

· Based on the above research innovation the LRE/EGOCreaNET would like to propose to develop a 'mental mapping project' to explore similarities between cultures and communities, for producing e.learning innovative projects in contents and methods, both at the individual social levels and as members responding inside bio-cultural communities. There are implications forwarding changes in  cultural identity in the developmental path of growing the future of European Knowledge Society.

· Science and Art both involve intuition imagination and fantasy  communication in different ways but in more and more convergent behaviour : as a matter of facts science has long abandoned is quest for truth and art no longer operates for beauty and both are now developed in “virtual electronic space”.

· In the above dynamic context the NARNIA Project proposal is written to envisage the future social and cultural impact of mental changes within the application of conceptual maps in producing e.learning materials by the multimedia activities of youth-scolars.
Although the human mind appears to be infinitely complex, and the diversity of humankind and culture has been considered chaotic , the LRE/EGO-CreaNET consider that the number of new ideas that human beings have is finite dynamics of development that can be explored in the mind of youth by a project oriented to map the differences of ideas and sharing changes in youth's minds in the different approaches of European Nations.


The Promoters of the NARNIA project proposal, means to embark upon a human mental map on e.LEARNING INNOVATIVE METHODOLOGY, with the main goal of describing CONVERGENCE AND THE COMPLEMENTARITY of the diversity of ideas of the EUROPEAN EXTENSION in a human being that born in a imaginary approach. 

- Search For Partners .

Title of the project:  NARNIA (Network for Anticipated Research and  New Ideas and Age)
A program for Driving Media Literacy .
The acronym of project remember  the magic books "Chronicles of Narnia" written by CS Lewis. These books have a very high educational value, and can stimulate students to think about right and wrong. 

The project aims:

· to anticipating the needs of future society improving creativity and fantasy by means developing connective virtual novel of the use of ITC tools.

· to share different culture involving students ages 3-18 to collaborate for producing  e-learning materials.

· to develop strategy for driving media literacy  with a method of learning by doing .

Objectives :

· Improving imagination of youth through   rethinking Novels of European cultural heritage and reinventing them by producing multimedia e-learning materials .

· Interpreting what children think by means developing a multidisciplinary mental map analysis of the intellectual reconstructions of  Tales.

· Anticipating and clarifying the variations in expectation and in the intellectual perspectives of youth getting in this way a contribution in the great challenge of  understanding mental changes for planning the future of Europe.

· To organize a competition between European elementary schools Named “NARNIA-LAND Prize“  to aware the multimedia performance of students in preparing e-edition for diffusing e-learning new materials.     

Structure of the project:

The NARNIA project Idea will be co-organized in a GOPP methodology ( Goal Oriented Project Planning) based on sharing among European partners their sub-projects .

Follow the above aims and objectives and method the e-learning NARNIA project will be organize by the partners as well as a group of cooperative sub-projects:

Sub-projects 1 
……………………………….

Partner 

……………………………….

Description
……………………………….

Sub-projects 2 
……………………………….

Partner 

……………………………….

Description
……………………………….

Sub-projects 3 
……………………………….

Partner 

……………………………….

Description
……………………………….

Ect………….

- Expected results:

· to organize and to develop a virtual laboratory to favour students to invent their virtual lives by means producing fantastic “ e-stories “  

· to learn student’s e-skills through manipulate their own surrealistic drawings , tests pictures, sounds and video for publishing their hypertext in internet.

· to open  a constructive multi-disciplinary dialog between history art and science supporting in this way excellence in e-learning.

The central structure of the consortium “NARNIA” , will be , the Narnia Castle located in Italy near to Rome. This is a very old castle now completely rebuild , and it is now a Multimedia Centre located in a multimedia  famous   network with BIBLIOMEDIATECA and Video Centre of the very narrow city of  Terni.

Potential Partners:

· Province of  Terni and “ Light Architecture Firm “  (Coordinator  ?)

· Egocreanet /LRE  University of Florence

· LeFo  (see: http://www.narnia.it/lefo/ ) and others Partners.

Business plan : e-Learning call (deadline 28 June 2004 )

Total Budget 400.000 Euros (2 years 2004-2006)

- Forecast of the budget Subdivision:

· Province of  Terni and “ Light Architecture Firm“ 
100.000 E.  (50% own Contribution) 

· Egocreanet /LRE  University of Florence                 
  50.000 E.  (10% own Contribution)

· LeFo and others Partners.                                       
250.000 E.  (20% own Contribution)
- Links : 

http://www.lefo.org/
http://www.narnia.it/
http://www.descrittiva.it/calip/0203/narnia.htm
http://www.descrittiva.it/calip/0304/narnia.htm
http://www.descrittiva.it/calip/siti_scienze.htm 

Preliminary adhesions:

LRE  EGO-CreaNet Florence University, Italy 

Paolo Manzelli  LRE@unifi.it
Giuseppe Fortunati fgiusepp2@tin.it
Linda Giannini calip@panservice.ti 

Carlo Nati carlonati@invisibilmente.it 

 

1. Miksike, Estonia Mihkel Pilv Email: mihkel@miksike.com

2. University of Bremen, Germany Prof. Dr. Klaus Jürgen Bönkost : boenkost@uni-bremen.de 

3. Katolska Skolan av Notre Dame, Sweden Rektor Cecil de Rozario e-post: cecil.derozario@katolska.com 

4. Monique PerdrillatCoordinator Virtual stories- EC ProjectFrom virtual life to reality - Montpellirr & Paris- Francemoniqueft@aol.com  Actual Phone US Denver Colorado 00 1 303 322 0983 - Cell 00 1 303 877 2985
5. Marco Guastavigna IIS "Beccari" di Torino www.pavonerisorse.to.it  
             see: http://www.pavonerisorse.to.it/cacrt/mappe/default.htm
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Immagine tratta da:

http://cmap.coginst.uwf.edu/info/
The Theory Underlying Concept Maps
and How To Construct Them

Joseph D. Novak, Cornell University 

Printer-Friendly Version 
PAGE  
3

