Ubiquitous e-Access Enables
Virtual Mentoring Communities
NOTE:  Internet-accessible Virtual Mentoring Communities -- created by expanding the virtual "face-to-face" desktop videoconferencing concept intrinsic to Starbright World (http://www.starbright.org/) -- are comprised of inspirational teachers, parents, grandparents, and other inspired individuals worldwide who are devoted to the lifelong learning and well-being of all children (age 3 to 103).  Consonant with Starbright World's model, children may also serve as peer mentors.  Exemplars of FREE Internet-accessible videoconferencing utilities include Yahoo’s Messenger Webcam service (http://www.google.com/search?hl=en&ie=UTF-8&oe=UTF-8&q=yahoo+webcam) and Microsoft’s NetMeeting (http://www.google.com/search?hl=en&lr=&ie=UTF-8&oe=UTF-8&q=netmeeting&btnG=Search).
Ubiquitous e-Access (http://www.geocities.com/rm63f/AmericansIN-SYNC.doc) provides the means to expand the reach of teachers, parents, physicians, and other Humans of Goodwill way beyond the actual boundaries of each of their respective local communities -- thus linking actual and Virtual Mentoring Communities into one Grand Mentoring Network.
Who's going to pay for all this?  Seamlessly-integrated, self-funding Hybrid Business Models (e.g., "GrACE" [ http://www.geocities.com/rm63f/NCM.doc ]) can sustain the rapid, self-supporting deployment of Ubiquitous e-Access to all households worldwide by producing recurrent revenue streams that enable GrACE members to significantly leverage their respective contributions toward the GrACE's operating expenses.

IMAGINE…

…children, parents, and grandparents linked in Virtual Mentoring Communities, 

self-empowered to "Reach Out and Teach Someone" -- generation to generation!!!
…promoting unity among all our People for the sake of all our People, each beginning Life as a child.
United in Service to America via Learning Opportunities from Vibrant Educational Synergism:  

Knowledge-based Investments for our Diversified Society  (USALOVESKIDS®)
Ubiquitous e-Access enables all Americans to learn and work together as ONE AMERICA, "to help build an America that provides everyone with equal justice and equal opportunity" by empowering each of us -- "We, the People" -- to develop ourselves to the limits of our innate G-d-given talents and abilities.

How?

Ubiquitous e-Access enables each of us to "Reach Out and Teach Someone" by participating via the Internet in (1) seamlessly-integrated Virtual Mentoring Communities comprised of (a) all our Human Capital (including mentors and trainees) and (b) state-of-the-art resources that can include (2) Tele-Immersion via Virtual Reality (VR) ImmersaDesks and/or CAVEs [ http://www.google.com/search?hl=en&lr=&ie=UTF-8&oe=UTF-8&q=ncsa+ImmersaDesk+cave  ] and (3) Haptic feedback interfaces [ http://www.acm.org/crossroads/xrds3-3/haptic.html; http://www.google.com/search?hl=en&lr=&ie=UTF-8&oe=UTF-8&q=haptic&btnG=Search ].  

IMAGINE…the self-empowerment of each individual child when one incorporates (1) + (2) + (3) into the active learning environment for each child at any K-12 school, where teachers (the primary mentors) are assisted on a daily basis by experts (in any specialized field or subject matter) at remote sites worldwide (virtual mentors).  

For example, one might use Haptic devices and Virtual Reality Tele-Immersion for art projects, enabling students to:

(i) "manually" examine textured art treasures over the Internet at museums all over the world [e.g., http://imsc.usc.edu/haptics/ ; http://dimlab.usc.edu/DocsDemos/eva2000.pdf ; http://imsc.usc.edu/tech/2002/HapticMuseum0801.pdf ;  http://www.google.com/search?hl=en&lr=&ie=UTF-8&oe=UTF-8&q=haptic+museum ] or 

(ii) participate in virtual reality movies with tactile feedback and self-guided story lines [e.g., Interactive Cinema -- cf. http://ic.media.mit.edu/ ; http://gonzo.media.mit.edu/public/web/group.php?id=9 ; http://chronicle.com/free/2001/05/2001053101t.htm ; http://www.google.com/search?hl=en&lr=&ie=UTF-8&oe=UTF-8&q=interactive+cinema&btnG=Search ]. 
TELE-IMMERSION and VIRTUAL REALITY MODULES
Virtual Reality on a Desktop has been hailed as a new tool for education because the game-like technology spurs interaction among students and teachers [ http://chronicle.com/free/v47/i06/06a04301.htm ].  

IMAGINE…7th and 8th graders choosing Tele-Immersion to create and study tornadoes, hurricanes, earthquakes, and tsunamis with VR simulation modules that are Internet-accessible.  Such VR simulation modules can be co-developed by Alliances among educators (such as those who originated Event-Based Science [ http://www.mcps.k12.md.us/departments/eventscience ] in the Montgomery Co. Public Schools in MD), content providers (e.g., Scholastic and Discovery), and VR experts at the National Center for Supercomputing Applications [ http://dart.ncsa.uiuc.edu/virdir/ ].
IMAGINE…8th graders choosing Tele-Immersion in English Class to "play" VR simulation modules based on something like Scholastic Scope’s "Two Tales" by Nathaniel Hawthorne (ISSN 0036-6412, Vol. 33, No. 12, 1/11/85).  Each of the 8th graders chooses an Avatar to represent one of the play’s characters.  S/he can choose to participate jointly or severally online in one or more "plays," choosing a different character in each play (e.g., Gascoigne or Dr. Heidegger in "Dr. Heidegger’s Experiment").  Each 8th grader can "play" either against the simulator-controlled characters (student alone) or against other 8th graders, who are all using Internet-accessible Collaborative Access Tools (CATs) to access the VR modules and each other. 

Institutions around the world are currently collaborating in 3D educational environments [e.g., VLearn3D at http://www.vlearn3d.org/ is a nonprofit Special Interest Group of the Contact Consortium (http://www.ccon.org/) ] and are co-developing innovative new paradigms for tele-immersive and interactive collaborative education [e.g., http://gsep.pepperdine.edu/academics/faculty/default.htm?faculty=margaret_riel ; http://faculty.pepperdine.edu/mriel/office/menu/vita-2005.html ].  Among the infinite possibilities for 3D educational environments, one finds discourses [e.g., http://www.geocities.com/rm63f/CorbitCVE2000.doc ] about the utility of online multi-user 3D virtual science museums, such as Cornell University's SciCentr [ http://www.scicentr.org/ -- a 3D interactive exploratorium], for formal and informal science education (as classrooms and as virtual museum spaces), and as laboratories for research about such new learning environments.

WHY VIRTUAL MENTORING COMMUNITIES?
· Internet-accessible Virtual Mentoring Communities effectively "shrink" Time and Space, enabling mutually beneficial IN-SYNC projects (for job training, education, telemedicine, etc.) to Spark anew the Unitive Spirit that dwells within the members of our extended American Family.  

· National crises bring the American People closer to one another and to the ideal Unity and Oneness of "One Nation Under God, Indivisible".  We always accomplish great things when we work together as ONE AMERICA.

· With Internet-accessible Virtual Mentoring Communities, one could conceivably use intergenerational "edutainment" modalities analogous to those created for STARBRIGHT (http://www.starbright.org), and thus have an opportunity to transform Life for countless children who might have lost their way and need to rediscover their Light -- a wonderful marriage of Technology and Humanity.

· India's Exemplar [ http://www.google.com/search?hl=en&lr=&ie=UTF-8&oe=UTF-8&q=minimally+invasive+education&btnG=Search ]:       NIIT's Dr. Sugata Mitra's exciting, simple, but revolutionary social experiment in India's slums has unequivocally demonstrated that if we give an innocent, uninformed, illiterate, but self-empowering child an Internet-access tool, s/he almost spontaneously closes any Digital Divide by re-creating a new universe -- with "minimally invasive education" (without necessitating any hands-on training).  Imagine how much more powerful the effect for our One World's children, especially our disfranchised children.  Dr. Mitra discovered that creating content is not what's important; what is important is infrastructure and access and that one can multiply the effectiveness of teachers by 100- or 1,000-fold if one gives children access to the Internet.

· Dr. Martin Luther King, Jr. noted that:  "People fail to get along because they fear each other.  They fear each other because they don't know each other.  They don't know each other because they have not properly communicated with each other."

· Internet-based Virtual Mentoring Communities and virtual "face-to-face" communications among (carefully-screened) children and adults [cf. Classroom Connect's Quest expeditions (http://www.classroom.com/)] can conceivably facilitate and ameliorate the self-empowerment of children.  

· Self-empowered individuals respect and better understand themselves and one another, thus obviating the rancor that might otherwise cause them to destroy themselves and others (as we're seeing repeated throughout our United States -- children killing children).  

· Prayerfully, by closing our Global Digital Divide and co-creating Virtual Mentoring Communities, we will usher in a Millennium of World Peace by interconnecting all the World's Children (age 3 to 103) via the Internet so that they might get to know, respect, help (and hopefully someday love) one another as fellow members of the One Human Family that we all are, as evinced by Human Genome researchers: http://www.geocities.com/rm63f/HumanFamilyTree10Adams18Eves.htm .
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"Leaders are called to stand in that lonely place between the no longer and the not yet, 

and intentionally make decisions that will bind, forge, move, and create history.  

We are not called to be popular.  We are not called to be safe.  We are not called to follow.  

We are the ones called to take risks.  We are the ones called to change attitudes; to risk displeasures.  

We are the ones called to gamble our lives for a better world." -- Mary Lou Anderson, April 1970
The opinions expressed herein are solely those of the author.

