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Rapid advances in computer technology require computer science curriculum changes to best prepare students for jobs in business, academia and government. These advances further allow new types of interactive courseware, new types of learning environments and new business models for educational infrastructure. This proposal weaves these themes together and will develop prototype undergraduate computer science curriculum combined with research and development in the distance and distributed learning environments that could be deployed 5-10 years from now. We will have a focus on the particular needs of Historically Black Colleges (HBCU). We will research architectures that allow modular courseware integrating different authors and different authoring strategies. Further we assume that learning environments should allow integration of capabilities from multiple academic and commercial sources.

The major components of the project will be

· Development of interactive computer science courseware that exploits the best educational technologies and prepares tomorrow's undergraduates for careers involving computers. This courseware will be integrated into course sequences appropriate for our university coalition and outside use. 

· Research in and prototype development of a next generation learning environment exploiting the best academic and commercial ideas in both the education specific and general information areas. This environment will support synchronous, asynchronous and interactive learning models. 

· Delivery of the new courses with teachers from the participating universities and a broad-based student body. 

· Assessment and evaluation of both the new curriculum material and the information technology used to prepare and deliver it.

A major result will be a networked Computer Science courseware delivery system, which will supplement on-campus CS curricula at HBCUs with CS courses from other HBCU's and from major CS departments around the country over the Internet. It will also enable HBCUs to offer courses to other universities via the Internet. This will build on experience gained from delivery from Syracuse of several regular semester Syracuse CS courses at Jackson State (an HBCU) over the Internet. Jackson State now is using this technology to teach their own CS courses at Morgan State. This effort is having a significant effect on the pipeline of minority CS graduates, enhancing the quality of their education and also serving to increase the attraction of a computer science career. We have already shown the potential to be expected from enlarged effort across all the HBCUs, as well as the rewards from involving CS faculty at HBCUs both in the use and enhancement of the underlying information technology. We will enhance this activity by integrating the Florida State distance education CS curriculum into it.

The technology approach will be built around the concept of a collaborative portal with shared events supported in both synchronous and asynchronous mode. We will use a new system from scratch using ideas and components from 

· Syracuse's TangoInteractive system developed over the last two years. 

· Florida State's experience using the commercial Blackboard technology 

· and a recent complete evaluation of current practice from Mississippi State.
However the focus of this proposal will be the novel on-line curriculum and not the base system
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1: Motivation: Workforce, Technology and Education 
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The continued and growing need for computer professionals is documented in many formal and informal ways. Data from the U.S. Bureau of Labor Statistics suggest the need for a 100% increase in the production of these professionals and the figure shows this in another way as the expected growth in shortfall. It is clear that the number of graduates produced by the nation’s universities will be insufficient to meet this demand and we already see an influx of companies hiring non-US citizens, who are ready and willing to fill these jobs.  Additionally many companies are hiring persons with scientific degrees in other disciplines (math, biology, statistics, etc.) and training them in abbreviated fashion to fill computing jobs. NSF Science Resources Studies, the National Center for Education Statistics and the Commission on Professionals in Science and Technology have documented such trends and the latter has in particular highlighted the a serious deficiency in the number of minority computing professionals.

It appears that traditional approaches are not adequately addressing these trends and in this proposal we will research novel approaches to computer science education that will both increase the quality of the learning environment and allow the increase of graduating students needed by the nation. The products of the proposed work will be both new computer science curriculum and development and assessment of new technology enhancements for learning. We have chosen two distinct and important student bodies as testbeds for our curriculum: firstly a network of historically black colleges (HBCU) led by project partners JSU and FAMU who have already had substantial success in internet based curriculum. Secondly the state of Florida represents one of the fastest growing states with significant large and small computer-based businesses. However existing universities can only meet this need for computer science graduates by turning to distance education and another major project partner is the Florida State ODDL (Office of Distance and Distributed Learning) with institutional responsibility in this area and a new computer science curriculum as a major initial thrust. This testbed reaches in particular non-traditional students and those in the Florida Community College System (FCCS). There has been a rapid profusion of commercial training efforts in this arena but we will focus on higher education courses, which have been proven to be more effective pedagogical approach for producing students with lasting knowledge.

Teaching computer science is particularly challenging as the growing student interest is coupled with increasing difficulty in hiring good faculty and the need for updating courses and whole curriculum to maintain relevance in a technology cauldron stirred with Internet time. Our testbeds are set up as institutional networks that will naturally allow faculty, mentors and students to all participate in the learning process and so increase the pool of qualified teachers. Course content changing with Internet time implies substantially more faculty involvement in the continuing evaluation and upgrading of the curriculum. This accentuates the need for quality learning environments that scale to many more students than a traditional classroom. This naturally suggests Internet based distance education supported by a hierarchical network of teaching assistants, mentors and faculty. The technology component of our project will research and deploy a mix of academic and commercial capabilities to enable such a learning paradigm.

Several approaches to web-based (distance) education have been developed and applied with some success. These include the largely asynchronous database linked commercial Blackboard system being deployed by FSU and the synchronous collaboration based courses delivered over last 3 years between Syracuse (Fox, McCracken) JSU and other HBCU’s. Looking to the future, distance education will be the pioneer in the efforts to increase the efficiency of higher education and to adapt curricula to the changing demands of modern society. However immature technology and historical reasons that are likely to change largely drive current choice between the use of asynchronous and synchronous models. Synchronous instruction comes with an ongoing high price tag that cannot be reduced due to the human factor (faculty) and his/her limited availability in time. Asynchronous education has a higher up front cost which is a difficulty in rapidly varying curriculum and where authoring technology is still changing rapidly. We see the needs for unified systems that support different interactivity models and further that this choice will be customizable to the individual learner. Indeed five years from now the seemingly oxymoron of providing individualized education in the mass production learning environment of a virtual university should have become reality. The technology component of our proposal will develop a framework that will support the key characteristics of unification of interaction paradigms and the customizability for each learner. This framework must inevitably support a variety of tools coming from a mix of academic and commercial sources. Further the technology decisions will be structured as relatively short 6-12 month modular projects so that we can adjust to a technology and tool environment moving with Internet time.

As we are innovating both delivery technology and computer science curriculum, the project is fundamentally centered on its two learning testbeds described in Sec. 2 and the assessment activity of Sec. 3, which will evaluate both technology and curriculum. The computer science contributions of this proposal are to both “Education and Workforce” and research in the distributed system technology to support a virtual university. The latter is described in Sec. 4 while management and budget issues are in Sec. 5 and some comments on the team in Sec. 6.

2: HBCU and Florida Testbeds

The project will be centered on computer science education in two major testbeds. The largest will be developed as a network of HBCU universities starting with our partners JSU and FAMU. An essential idea behind our approach is the scaling of quality educational material by using technology that supports dissemination to many students and the simultaneous training of teachers, mentors and assistants. We will implement this by the exchange of material between the participating universities; a concept that has already been successfully tested by Syracuse, JSU and Morgan State.

The course material will be primarily aimed at undergraduate computer science students but we will include both middle/high school and graduate level courses where we have success in the past.

3: Assessment Plan
We need to assess the effectiveness of technologies, individually and collectively, intrinsically and how they were used, and use the results to continuously improve the essential goal – computer science education for the workforce of the next millenium. We need to bear in mind our underlying principle to provide a flexible learning environment that supports multiple learning styles and allows dynamic choices to be made by students, faculty, and programs. Note that this assessment theme is very similar to some classical experimental investigations in computer science, for example, in operating systems, where specific algorithms for process management need to be evaluated for effectiveness in the context of real use by real humans. The assessment team will be led by FSU ODDL and FAMU and cover both testbeds.

Research has consistently found little significant difference in learning achievement among various distance learning environments or between distance learning environments and classroom environments [Valore & Diehl, 1987], [DETC, 1993], [Souder, 1994]. Further self-selection by students according to personal learning style needs to be recognized as an important variable. Thus we will assess taking specifically into account the learning style of the students. Our quantitative assessment will be outcomes-based, with three classes of outcomes: success, efficiency, and satisfaction.

· Success outcomes include learning outcomes, graduation rate, and employment rate.

· Satisfaction outcomes include all relevant populations: students (while in a class, after class completion, at program graduation, after x years of postgraduate employment), employers, faculty. We measure satisfaction with learning as well as technology acceptance and usability.

· Efficiency outcomes include time invested (by students, faculty, and support team per student credit hour), re-usability of courseware (across institutions as well as over time), and costs of maintenance of technology and courseware.

In two Syracuse Ph.D. theses, Lee and Sen have explored the technology needed to track student progress through online material. The capability to monitor and datamine such information is likely to improve as this critical for commercial portals. We will include such assessment information in our project as it becomes practical. 

We will supplement the strategies above with a more qualitative assessment thrust, which includes:

· External peer review: ODDL is already establishing an external refereeing process for its courses and an external peer assessment process that uses faculty from peer departments in peer institutions not associated with this project. (This is in addition to, and independent of, the already existing External Advisory Board that has been used to inform ODDL and Computer Science during the setting up of the distance computer science programs for Florida community colleges.) We will expand this process to include both testbeds and to a broader national community as represented by EOT (Education Outreach and Training) effort of the NSF PACI program and the NSF CILT Learning and Intelligent Systems center.

· Customer feedback: Using interviews and focus groups from students, faculty, academic programs, and industry to assess customer satisfaction and identify areas for change and improvement.

All of the assessment results will be used in a feedback-improvement loop to continuously improve both the technology and the courseware during and after the project.  The availability of useful assessment information and its use for self-improvement, particularly on time scales shorter than a semester, is largely unavailable to standard classroom instruction. Continuous (short and long time scale) self-improvement and opening the process to all possible learning styles simultaneously are two ways in which the new systems can result in better performance over classical systems.

4: Distance Education Technology and Computer Science Research

System Architecture supporting integration of asynchronous/synchronous, shared event/shared display collaboration models; integration of collaboration and portal technology. Special value of education as driver of technologies

It is unrealistic today for any one effort to build a complete online education environment. Rather one must integrate a system from a variety of different sources. These could include education providers like Blackboard and WebCT but even more importantly that more important will be systems and technologies designed for the much larger Web browsing and e-commerce arenas. Several powerful technologies (such as CORBA and Jini) and systems (such as E-Speak and iPlanet) are emerging as candidate frameworks to 

We expect commercial portal technology to support user customization of the environment and we have already indicated that this is expected to be useful both in assessment and individualization of the learning environment. 

5: Management Plan and Budget

The principal investigator has substantial experience with running large multi-institutional projects funded by NSF and DARPA as both project PI and co-PI. For a project of this size, we intend a steering committee containing leaders of technical activities and site representatives. This will discuss and approve major decisions. There will be an outside group, which will review general approach and supply vision and connectivity to national scene. This will help in the qualitative assessment plan of Sec. 3. The proposed budget is $700K per year for five years. We see that the need to iteratively develop and assess new curriculum requires the relatively long five-year duration. The budget is split into activities as follows: Technology $225K, Assessment $125K, Management and meetings $35K and the rest to courseware development and network building.

6: Participating Institutions

The principal investigator Geoffrey Fox has moved from Syracuse University (CSIT) to the computer science department and new School of Computational Science and Information Technology at Florida State and brings substantial experience in both collaboration technology and novel computer science (Internetics) curriculum. This was developed and delivered with Nancy McCracken to Syracuse, Jackson State and other participants. This work was sponsored by the Programming Environment & Training (PET) effort of the DoD Major Shared Resource Centers program - led by the NSF ERC at Mississippi State. It involved regular semester undergraduate and graduate CS courses, which were later, delivered by JSU to other HBCU’s – the prototype of our proposed college network. Jackson State University (JSU), is the urban university of Mississippi and enrolls approximately 6,500 students.  The primary goal of the School of Science and Technology, and the new School of Engineering, is to develop top quality scientists and engineers who can advance knowledge and address the technical problems facing the nation and the world.  To this end, JSU is a leader in graduating minority science and technology professionals.  Particularly relevant to this proposal, JSU has graduated more African Americans in Computer Science than any other university in the United States.  Among African Americans in Mississippi Institutions of Higher Learning, JSU has enrolled 53% of all Chemistry majors, 54% of all Biology majors, 66% of all Computer Science majors, 69% of all Mathematics majors, and 80% of all Physics and Atmospheric Sciences majors.  Thus, JSU will continue to provide significant numbers of technical graduates for the current and future workforce. Florida Agricultural & Mechanical University, founded in 1887, is an HBCU land-grant institution, which educates approximately 12,000 minority students each year.  The Computer and Information Science department has a 94% minority population of approximately 600 undergraduates and 25 graduate students. It brings expertise in assessment and the use and evaluation of Internet courses.

FSU is also represented by the ODDL, which supports distance learning with the principle that the same education (not just "separate but equal" educations) should be available to all FSU students, whether residential and distance.  Their current model includes strong materials-based support for teacher and learner; optimal use of Internet bandwidth for communication, interactivity, and delivery; and a mentor system that provides low-ratio student support and scalability at the faculty level. This project will leverage ODDL’s existing assessment unit. ODDL and CSIT combined with a rapid expansion of the FSU computer science department reflect the commitment of FSU to the teaching of Information Technology and its use in all aspects of research and education. Note that in 1999, there were 55 courses offered on-line at FSU to a total of 1800 students; this statistic is increasing rapidly and excludes “web-enhanced” courses.
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