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	Abstract (summarize the proposed study in no more than 150 words)

Telecenters, libraries and other public venues often make ICTs available to the public based on preconceived norms about which ICT uses are worthwhile. In particular, often privileging instrumental uses, where ICTs are used as an instrument toward productive goals. Such centers often value activities like word processing a job application or spreadsheets for budgeting, but not gaming or social networking. The goal of this study is to investigate the acquisition of ICT skills, particularly by looking at mechanisms by which users may gain skills that are not captured by traditional instruments. The fact that traditional instruments do not investigate non instrumental usage patterns hinders our ability to fully understand how people acquire ICT skills that have impact on their lives. PAI venues, especially those that are not commercial, often prohibit or discourage non instrumental use and it is important to understand if this use is responsible for positive impact.



Proposal  

Section I: Research Participants

[Please attach resumes for all research participants named in this section]

	Principal Investigator (the main contact person for this study) 

	Name: Beth Kolko

Address: 

Beth Kolko

Dept of Human Centered Design & Engineering

University of Washington

Box  352315

Seattle, WA 98195

Email: bkolko@u.washington.edu

Telephone: +1 206.650.0120




Section II: Research Questions and Study Justification

	A. The Global Impact Study has six areas of research interest. Which of them does the proposed study address?

(1) Reach of Public Access ICTs                                            (4) Public Access Venue Services and Operations

(2) Usage of Public Access ICTs                                            (5) Information Ecologies

(3) Physical Design and Location of Public Access ICTs   (6) Policy and Regulatory Context

	(1) Reach of Public Access ICTs,

(2) Usage of Public Access ICTs, 

The study will also inform (4) Public Access Venue Services and Operations - in particular our understanding of the impact of rules that affect non instrumental use


	B. What are the specific research questions for this study?

	1. RQ: Do people gain any ICT skills (ie, keyboarding skills, knowledge of OS and file structures, etc.) through non instrumental uses of ICTs? 

2. RQ: Are any skills gained through non instrumental uses transferable to other (instrumental) uses of ICTs (like searching strategies, information evaluation, synthesis and summary)?

3. RQ: Do non instrumental uses constitute an important motivation for non-users to start using computers? If so, does that non-instrumental 'first touch' then lead to instrumental use.

4. RQ: How do the characteristics and consumption patterns of non instrumental use differ between public and private access points? (i.e. what are the types of activities users perform with what frequency and where?)

5. RQ: How do user’s understandings of and attitudes towards ICTs differ between public access sites where the emphasis is on consumption of information versus the creation of content/multimedia  

6. RQ: How do the characteristics of users [gender and age, socio-economic level] affect skill level and activity choice in public access sites (captured by survey)




	C. What are the hypotheses?

	The hypotheses for this study are drawn from exploratory work about games and ICT usage in public access sites, including commercial sites.  We hypothesize that:

1. Novice and experienced users engage in a mix of instrumental and non-instrumental uses of ICT – in both public and private spaces 

2. Because of the surveillance aspects of public use, as well as policies that are in place at certain centers that may encourage or discourage non instrumental use, the type of non instrumental uses may differ (with respect to frequency, volume, visibility, patterns of non-instrumental use – single or multi-user) in public vs. private space

3. Engaging in communication and entertainment activities results in users gaining computer skills, cognitive abilities, content knowledge, and other potential skills.

4. The computer skills gained through non instrumental uses transfer to instrumental uses of ICTs. 

5. People initially attracted to ICTs for non-instrumental uses often subsequently explore instrumental uses

6. Public engagement with ICTs for non instrumental uses leverage collaborative shared space, and thus emphasizes specific kind of skills -- skills that transfer to other areas of life, including those domains mentioned in the IPAI project.

7. Having an opportunity to create multimedia gives people different skill sets than just consuming media, and it also gives them a different sense of themselves as agents and participants in a knowledge/technological society.

8. Some demographic characteristics may affect skill acquisition.




	D. What is the theoretical justification/rationale for this study?

	Telecenters, libraries and other public venues often make ICTs available to the public based on preconceived norms about which ICT uses are worthwhile. In particular, they generally privilege instrumental uses, where the ICTs are used as an instrument toward productive goals. Such centers often value activities like word processing of a job application or spreadsheets for household budgeting, but not gaming or social networking. Precise definitions are elusive: communication via email is 'good', especially if used to send that job application to a potential employer, but communication via chat or Myspace is often scorned as play or banned as disruptive.  Yet users do not necessarily make such distinctions. Further, the playful uses are often those that first attract them to computers, leading in turn to other uses.

The goal of this study is to further investigate the acquisition of ICT skills, particularly by looking at mechanisms by which users may gain skills that are not captured by traditional instruments. In other words, in any evaluative study, we see what we define as worth seeing; we measure those indicators that we define as important to measure. We hypothesize that ‘play’ or so-called non instrumental uses of ICTs may be a mechanism by which many users gain ICT-related skills, and that these skills, in turn, transfer to other ICT uses (ie, more instrumental purposes). Furthermore, the public access component of the study is crucial because the social and collaborative nature of public access ICT spaces provides a different learning environment than private space. (See theoretical justification for more information on this topic.)

[As a note, we recognize that “non-instrumental” is an imperfect phrase to capture the layered activity and patterns of skill acquisition in which we are interested. However, we use it as a conceptual placeholder in this proposal, recognizing that as we gather and analyze results we will generate more usefully descriptive labels.]

We propose to explore in particular three categories of non-instrumental uses: (1) playing computer games, (2) using social networking sites and applications, and (3) creating multimedia objects. We chose them because they are among the most popular non-instrumental uses, and yet are commonly banned by public access venues. 

If many skills key to the development of ICT expertise (or even comfort with ICT) potentially come from non instrumental uses of ICTs – the fact that traditional instruments or measurements do not investigate these non instrumental usage patterns hinders our ability to fully understand how people acquire ICT skills that then have impact on their lives. PAI venues, especially those that are not commercial, often prohibit or discourage non instrumental use and if this use is responsible for positive impact, then one might argue that these venues should encourage such activities.
There is a robust academic community dedicated to exploring the connection between games and learning, drawing heavily from both education and psychology. Games are an increasingly central topic in educational research, with scholars researching games as part of informal learning [Stevens, Satwicz and McCarthy 2007], key skills like collaboration that people learn while playing multi-player games [Nardi and Harris 2006], psychological and reaction time skills gained from games [Green and Bavelier 2003], and the creation of actual educational games designed to teach complex skills [Dubbels 2003; Egefeldt-Nielsen 2003; Garris and Ahlers 2003; Gee 2003; Holland, Jenkins and Squire, 2003].  A similarly growing literature explores the connections between social networking and learning [Boyd, 2008; Ito et al, forthcoming], and digital media production and learning, work that builds on extensive education literature that demonstrates the importance of learning communities. 
As a companion piece to academic work, significant attention and dollars have been targeted at exploring the issue of games and informal learning in the US (e.g. the MacArthur Foundation’s 5-year, $50 million project on Digital Media and Learning and the Robert Wood Johnson Foundation’s $8.25 million program in Health Games Research). There are also organizations dedicated to NGO-like activity around games, including the Serious Games initiative, Games for Change, and Games for Health; these groups focus on developing games with explicitly pro-social goals in mind.

Much of the research in the games and learning area has focused on the learning that occurs while people engage with games. Developing world initiatives include work by groups such as the South Africa-based Mindset Network which has developed mobile phone-based games to teach math skills to girls (Mathstermind and Fashion Network), and literacy and numeracy games for disadvantaged youth developed by Pratham in India. These specific pro-social gaming projects similarly focus on in-game content and what people can learn as a result of playing. 

This project, however, is more interested in how engagement with games serves as an ICT usage entry point [Kolko and Putnam 2009]. In other words, not what do people learn because of a specific game, but, rather, what do they learn because of the specific activity of gaming. To that end, this research will look at a variety of game and other non-instrumental uses of technology to better understand issues of (a) skill acquisition through play and playful activity, and (b) transfer of those play-acquired skill sets to other, more instrumental, domains.

The transfer of skills is a key component of this research because it is through the act of transfer that we can begin to see impact in the domains the IPAI project has articulated as of importance. First learning to measure non-instrumental use is a perquisite to understanding whether and how such skills transfer.

 The project overall will situate questions related to the effect of non instrumental use within a theoretical framework tied to cultural theory that investigates issues of identity and agency. Generally, cultural theory provides another lens through which we can view the importance of digital artifacts that transcends their literal or functional meaning [Wise 1997]. Again, in the most broad terms, cultural theorists such as Bruno Latour [Lenhard et. al; 2008] provide a framework against which we can examine technological artifacts not for what they are, but for what they enable. That is, games and non-instrumental uses of technology are important not (only) because they teach people to collaborate or improve language skills, but, as we hypothesize with this study, because they provide an alternative mechanism by which many people experience their first “touch” of a computer. Additionally, we hypothesize that those who interact with computers in more active ways (rather than passive consumption) will develop a different sense of self as agent with respect to technology, and this can lead to more sophisticated skill acquisition – or motivation for such skill acquisition (such as programming).




	E. Which public access stakeholders (e.g., governments, donor agencies, users) could benefit from the findings and other outputs of the study (e.g. research reports, survey instruments, software)? 

Please note research outputs that would be particularly relevant to the library community.

	We anticipate that study outputs will include research reports as well as academic publications. Findings from this study should be especially helpful in providing guidance for PAV policies regarding what scope of activities contribute to desired impacts. In addition, research findings will allow potential funders as well as implementers to make informed decisions about how to productively allocate limited financial resources for hardware and software purchases.  The study findings may also point to classes or other offerings within PAVs that may be of interest to users.




	F. Does this study overlap with or complement other in-depth studies in the Global Impact Study? How?

	The study complements the end-user sharing study, and the personnel on both overlap. 




Section III: Methodology

	A. In which countries will this study take place?

	Country: 

Brazil
We have selected Brazil because publicly funded telecenters have recently (about 2 years ago) banned social networking, in particular the popular site Orkut.  Those bans, it appears, played a significant part in the explosive growth of "LAN houses", Brazil's privately owned cybercafés, where there are no limitations on use. One notable exception to limits on computer use in Brazil's publicly funded télécentres are the Culture Ministry's "Pontos de Cultura" (http://www.cultura.gov.br/cultura_viva/?page_id=31), where gaming, social networking and multi-media production is particularly encouraged.

	Local research partner (if applicable):

Likely partner (although not confirmed):

IPSO (Instituto de Pesquisas e Projetos Sociais e Tecnológicos - http://www.ipso.org.br) in Brazil (they have done an extensive census of télécentres and Pontos de Cultura).


	B. Methods 

What methods will be employed?  What types of primary data will be collected?  What types of secondary data (if any) will be incorporated into the study?

	The study will have qualitative and quantitative components. The interviews, case studies, and skill tests will be administered in conjunction with local partners.

(1) We will design and implement an online survey for users of LAN houses, and Pontos de Cultura. The survey will collect information about usage patterns and attitudes. It will not replicate the user or venue surveys being developed by the SWG, but, instead, will focus on fine details regarding non instrumental uses of the facilities. 

(2) We will perform a case study of selected Pontos de Cultura, conducting interviews with users of the sites in order to gauge changes in their skill level, transferability of skills, and sense of engagement with technology (and concurrent empowerment issues). These interviews will follow users of the site for the first 18 months of the study. Our case study in Brazil will focus on Salvador de Bahia since that region has a high poverty rate, low private computer penetration, and the music culture favors the multimedia production approach.  

(3) We will do a retrospective study of the LAN houses and their rise. We will compare the LAN houses’ rise with changes to telecentre policy regarding social networking site usage. Based on available records of usage and expenses, we will perform an economic analysis that speaks to sustainability issues. 

(4) In each site of the study we will also conduct interviews of staff, observations of the sites, and general overview of ICT landscape in the community.




	C. Sampling strategy and sample size 

What types of public access venues and user/non-user populations will be included? What sampling methods will be used?

	We will conduct the study in publicly funded sites (Pontos de Cultura) and commercial sites (LAN houses). 

We will conduct our work in a subset of the Pontos de Cultura; since they are publicly funded, it will be easier to have a sense of the overall numbers and how to sample appropriately.

For the LAN houses, we will base our sampling on the research already done by IPSO. I anticipate we will use snowball sampling methods for these sites.




	D. Impact measurement 

i) How will the study assess “impact”? What type(s) and/or level(s) of impact will be measured? What indicators will be used?

ii) The Global Impact Study highlights six areas of impact: employment and income; education; civic engagement; democracy and governmental transparency; culture and language preservation; health). Which of these will the study address and in what ways? If other areas of impact will be examined, please specify which areas.

	The study assesses impact on the development of ICT skills (functional and higher order) and these, in turn, have an impact on users’ future employment opportunities and earnings (see related reference in Economic Outlook 2008, OECD).

The actual indicators used to measure impact will be tied to those impacts that are articulated by the GIS project.  For probe-level learnings, though, we will tie impact to (a) skill acquisition and transferability of skills, and (b) agency and its relationship to individuals’ motivations to acquire higher level skills.
Our goal in this study is to study previously ignored mechanisms of ICT skills acquisition. Our working hypothesis is that this process of skill acquisition in turn affects several of the domains.

Particularly affected domains include: Employment and income, Education.




	E. Cost-benefit analysis

Specify how the study will incorporate cost-benefit analyses – for example, what level of cost information will be collected, from whom (e.g., public access venues, users), what perspectives on costs and benefits will you focus on (e.g., venue management, user, policymaker)?

Note: There will also be project-wide guidance on this topic with a view to have both global standards as well as project-specific flexibility. You may be required to incorporate some common elements in your research design.

	Cost benefit will be a component of the study both as we decide on the final scope of the study and as we assess the data. Ultimately, the research will help to determine whether the skills obtained as a result of non instrumental engagements with technology are worth the investment in public access points to provide such opportunities. In other words, by measuring the impact of non instrumental-gained skills, the research will provide a cost-benefit framework.



	F. Gender analysis

Specify how the study will incorporate gender analysis 

	Study subjects will be both men and women, and usage patterns and skill level will be analyzed with a gender breakdown. We will also be sure in the qualitative interviews to probe for other kinds of skills that may be less visible due to gender issues.




	G. Capacity building

How will local research capacity-building be built into the study?

	We anticipate working with a local research organization. Since there is a US-based graduate student working on the project, we would also anticipate that opens the doors for student collaborations.



Section IV: Research Outputs

	A. What specific outputs will this study produce (e.g., research reports, publications, questionnaire instruments/tools, software)? List with descriptions and anticipated delivery dates.

	Trip reports covering Pontos de Culturas and LAN Houses

Qualitative instruments that measure activities and engagement

Skills test

Developed during first 6 months of study

Research reports covering the previously listed research questions will be drafted within 12 months, with final versions produced by the end of 18 months.

The study will also produce academic publications. We anticipate at least three journal articles or conference proceedings will be produced as a result of this study. These would be completed by the end of the project +1/2 months. Actual academic publication schedules are outside the control of the research team, but the time frame given is our expectation for submitting publications for review.

The last 3 months of the project are designed for additional research outputs that respond to other findings from the study. 




Section V: Work Plan and Timeline

	A. What is the expected duration of the study (in months)

	21.5 months. (9/15/09-6/30/11)

The bulk of the study is to be completed within 18 months. The extra 3 months is to include the research assistant for the entire academic year, and to explore other publication/research opportunities that leverage the findings of this project in conjunction with out studies conducted as part of the GIS. That is, each project has its own timeline and outputs; we are building in this additional 3 months to allow us to explore ways that our work resonates with other GIS activities and produce appropriate publications.



	B. Work plan 
Please provide a work plan with major milestones and as much detail as possible

	Duration: The funding period for the grant is 21.5 months. Work periods are broken into a study development phase, an intensive data collection phase, a data analysis phase, and a dissemination phase. 

We will conduct a background study that includes: rules about 'play' and their evolution, impact on venue use, some quick observation to highlight concrete differences and help focus the surveys. This will be part of the instrument development phase. 

For the data collection phase, we will partner with IPSO (Instituto de Pesquisas e Projetos Sociais e Tecnológicos - http://www.ipso.org.br) in Brazil who have done an extensive census of télécentres and Pontos de Cultura. We will conduct observations, administer surveys and skill tests, and conduct interviews.

During the analysis phase, the three PIs will collaborate on data analysis. 

During the final dissemination phase, we will produce reports for funders as well as academic publications and presentations. The final few months of the dissemination phase will focus on connecting the findings from this study to other components of the GIS.

Months 1-4: instrument development

Months 5-8: background data and documentary analysis

Months 9-12: case study data collection (interviews, skill tests, observations, surveys)

Months 13-17: data analysis

Months 18-21.5: dissemination
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