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What is RezWorld?

Thornton Media’s RezWorld™, a full-immersion 3-@@o game that teaches Indigenous
languages, is a true revolution in language learning. Imagumtual world inhabited by
“socially intelligent virtual humans” who only speak YOUHthguage and also recognize your
cultural protocols and behaviors. The player can leaspéak their Native language and
practice speaking it with these characters. Theyheiljraded, quizzed and there’s also a way to
track the student’s progress in the system. RezWorldaFidN, effective way to learn your
tribe's language.

The RezWorld™ game (or whatever the client chotzseall it) is designed to quickly and
effectively produce conversational speakers. RezWoddssalable and proven system that
addresses nearly all age groups and multiplies the woruflanguage teachers many times
over.

Video Game playing age
Ages 9 and up



RezWorld is divided into two parts —

Part 1)Skill Builder Sectionwhere you learn to speak the basics of the language, geedui
tracks your progress, learn cultural protocol and more.

Part 2)The RezWorld Virtual Game where you practice what you learn with animated 3D
characters in a virtual environment. All characters enghvironment will only answer back if
you speak their language and speak it correctly. In this ema&at, you will only be able to
succeed, ask for help or food, make friends and buy thirygsii€an speak the Native language.

Below is a picture of the 1 level demo version of RezWorléhéndRee

Let's take a look at Part 1 — Skill Builder Section



Here you will learn the Basics of the language.



Listen to dialogs between Native speakers



Learn the syllabary, sounds, and phonetic spelling of theahguage



Listen to how the Native speaker pronounces the wordsd practice speaking
into the headphone mic. The software will give you feedbk@and let you know
if you pronounce it correctly.



Basic lesson where you hear what the Native speaker says/tm and you
respond back into the mic. You will get feedback from theoftware.



Here’s another type of lesson, multiple choice.



This is a type of lesson to learn the cultural protocolfaa tribe.



The lessons begin to get a bit more complex. Here thesskons become color-
coded to teach you the ‘parts of speech’.



“Tell this man you don’t understand” in YOUR language



The parts of speech here are color-coded.



You can also input video. Here’s a video of Luella Vann Rornton
demonstrating Native Sign Language. You can design lessorap$ using video
to teach beading, basket weaving, cooking traditional foods omgthing else.



Listen to what the Native speaker says and answer back YOUR language.



Ask this woman if she’s Cherokee in YOUR language



After the student completes the lesson, he/she witbst a quiz. If the grade is
satisfactory, we can begin the second part of the game aadter the virtual
world.



There are different adventures in the game. We will startvith level 1:

Find you uncle Lyman.

Once you enter this world you will only speak YOUR langage. All the
“socially intelligent virtual humans” speak only Cherokee and no one
understands English. You have to approach each character g the language
and cultural protocol you learned in the skill builder section.

The language is used in context.

Let’s begin!



Your name is Cecil Vann, you arrive in the Cherokee Commuity and hope to
locate a few of your relatives, and one of them is youmgle Lyman Vann.

Note: In the fully operational 12 level game, you can choose be a female
character as well.



You drive pass the bus stop with your beat-up car that smads a lot and
breaks down. The pedestrians cough as your car passes.



You step out of your car parked in front of the tribal hall.



In the health center you will learn about body parts and bw to tell the doctor
you are not feeling well in certain areas.

Note: This game has health education functions and abilities



You speak to citizens of the virtual world in YOUR larguage and they answer
back. Will something sparks between you and the pretty gi#l



Different environment in the virtual world

Note: The client can custom build the geographical teain, buildings, trees
and more.



There are fish in the fountain. A talking coyote appears.



Try to ask the coyote for information about your uncle inYOUR language.

Be careful, he's a trickster...



There’s a pow-wow today, but we need to visit the casino fond your uncle



The doorman opens the door.



Inside the Casino, you can click on items such as picts on the wall or the
carpet’s design for more information about your tribe’s art, culture and
history.



At last, you found your uncle Lyman.



Your uncle greets you: “Si yo tsu!” (Hello Boy!). You visi the pow-wow with
him. He’s the emcee.

This is a quick review of level 1.



Benefits
Kids, youth and adults need a tool to stimulate their interest in the language. Unlike
English students, Native students do not have television and movies in their language.

Anyone can use this game to teach themselves the language.

All of your speaking is ‘in context’. Students also learn to make mistakes in front of
characters. This method trains you NOT to be afraid to attempt speaking.

The most effective technology for language learning

This is one of those rare opportunities to take advantage of an incredible proven
technology and to implement it before the rest of the country. The technology has been
3" party tested on more than 25,000 students. Results show that students attain novice
high in as little as 40 hours.

It is also an opportunity for tribal leaders to leave behind an impressive and lasting
legacy.

RezWorld is similar to games such as ‘The Sims’, a life-simulating game where
characters live everyday lives in a virtual world. RezWorld is a game where Native
characters live their everyday lives.

“SIMS tops 100 million in sales worldwide”. (Seattle Times, April 21, 2008).
“SIMS sells 1.4 million in first week” (Associated Press, June 9, 2009).

What separates RezWorld™ from other teaching methods is that it is a fun activity
that teaches language “in the context which it is used”. Student must begin speaking
their Native language immediately to play the game. Gone is the anxiety that a student
feels when they try to talk in front of a native speaker. In this full-immersion environment,
the user ‘forgets’ they are playing a game.

For language revitalization to be effective the language must be used in the home. A
relatively tiny percentage of tribal members actually benefit from immersion programs.
Often immersion students return home to a house where they have no one to talk to.
The RezWorld™ game would be a great benefit to the families in the home and would
also greatly benefit tribal members for whom classes and other types of study are not
convenient. The creation of the video game would not compete with other existing
language efforts, but would greatly compliment them.

The game also teaches cultural protocols and good manners. Each of the “intelligent
virtual humans” has their own personality and recognizes the gestures and behavior of
the main character.

Young people especially will quickly adapt to this virtual world. Youth are like any
other population in their age group; they are astute judges of quality technology.



They are different from adults in that they have never known a world without cell phones,
gaming consoles and wifi. As an education staffer commented, “The kids will be playing
video games anyway; wouldn't you want them to play a serious game that will help
retain their culture and language?”

WORK PLAN

Thornton Media produced a one-level pilot version in the Cherokee language in 2007
for demo purposes using Cherokee-speaking family members and friends in Tahlequah.
The project was self-financed at an investment of approximately $150,000. The result is
a fully operational 1-level pilot demo game that has all of the technology in place and is
ready to go. However, a 1-level game is not sufficient to produce a novice-high speaker.
12-levels are required.

The 12-level game will be created with the considerable input of the client. The game,
played on a PC with a DVD drive, uses a Skill Builder section that actually teaches the
language. The self-paced game includes a sophisticated system that tracks the
progress of the student and reveals weak and strong areas in learning. The game's
“Skill Builder” study exercises are also adaptable to iPod and/or the Internet.

The work will be conducted in three geographical locations; by Thornton Media staff
at their office in Banning CA, by Alelo staff in Venice Beach (Los Angeles) CA, and by
the client at their location. Thornton Media will provide client services including project
management, oversight of all recording, script-writing, creating 3D characters, buildings,
geographical terrain and all interfaces with the client. Alelo will provide all technical
services including computer programming, speech recognition, content authoring and
linguistic expertise. TMI will rely on the client to provide fluent Native voice actors,
language students for beta testing and considerable input into the planning of the game.

The creation of the first 12-level RezZWorld™ video game will generate considerable
attention in both the Indian and non-Indian press. The first client that produces
RezWorld™ will exercise tremendous influence over the production. Subsequent tribal
clients will have far less influence and will choose from a “standard inter-tribal game”
built from collaboration with the first client.

Beta Testing - We will be asking your tribal members to beta test the game for accuracy
levels of the beta game.

PRICE

The price to produce a 12-level fully immersive game will be around $800,000 to
$900,000 (depending on how the voice recognizer in build for your language.) This is a
onetime investment. The client will also own the master copy RezWorld in their
language. The client can offer the game as a download from a website or copy as many
CDs as they want. This is a vastly different approach from other language software
companies who allow the tribe only a limited number of copy-protected CDs.



TMI will produce for the client a virtual world (client’s choice of geographical terrain)
with up to 10 interactive custom human characters, 20 or more benign characters, 2
animals, and 8 locations to teach up to 1000 words. Included will be hundreds of Skill
Builder pages. The game can accommodate small dialectical differences. The system
will also include client’s choice of syllabary with pronunciation guide.

SCHEDULE

We can create a fully functioning 12-level game in your language in just 6 — 9 months
from the date of the first disbursement.

RETURN ON INVESTMENT

The return on investment is not only cultural, but also offers a public relations
opportunity in Indian Country and beyond.

Cultural: The ROI on this project is an investment in the survival of indigenous
languages worldwide. Language and tribal sovereignty are inextricably linked. The
creation of the game will also send an unmistakable message to Native youth about the
importance of the language. Rarely do they see such a high profile, quality investment
specifically aimed at their age group.

Public Relations: Thornton Media is a media darling. In the past three years TMI has
been covered by over 100 different news outlets and countless blogs and websites for
our language work. We have become skilled in focusing the story on the client (see our
Press Page) with no negative spin.

Our press has included a major page-two story in USA Today (the largest newspaper in
America), a cover story in Scholastic Magazine (the largest educational publication in
America), CBS News, ABC News, CBC Canada, AP, NPR (4 times), APN Canada, all
national Native media and dozens of other publications including international press.
Our work was even mentioned by Jay Leno in a Tonight Show monologue. We believe
the creation of a 12-level RezWorld™ will dwarf our previous press.

If your tribe/ First Nation/ Organization were to undertake this project first, it would reap
millions of dollars in free publicity in the form of TV and newspaper stories. The story of
ancient language meeting cutting-edge technology is irresistible and virtually spin-proof.

The story offers wonderful visual opportunities for TV and print media. Imagine colorful
video clips of computer-generated Indian characters interacting in YOUR language.
Picture news stories with energetic young tribal members participating in creating
computer environments. It's a story of Natives working together to save the language.

BENEFIT

RezWorld™ is modeled on Alelo's “Tactical Iraqgi” Arabic language course, an
amazingly effective 2nd language acquisition course. Winner of the “Best Serious Game



of 2007”7, the technology has been 3rd-party tested on over 25,000 students. Recent
results of third-party evaluations have been extraordinary.

From the Alelo website (www.alelo.com): “Alelo’'s Tactical Iragi course's 2008
evaluation outcomes continue to be excellent. The U.S. Special Operations Command
found that trainees learned Arabic to an Interagency Language Roundtable (ILR)
proficiency level of 0+, an ACTFL proficiency level of novice high after as little as a
week of study (40 hours).”

A Chickasaw language staff member told us they must invest 2,000 hours with a
student to achieve a “novice high " proficiency level. The creation of a 12-level game
would vastly increase the effectiveness of your language efforts and would, over time,
save lots of money.

Huge amounts of money are spent on tribal language efforts. Ongoing language
classes are commendable and should continue but language experts agree that
language classes rarely produce speakers. “Passive” forms of teaching such as books
and CDs rarely produce speakers. The immersion schools created by many tribes are
impressive accomplishments that produce speakers, but do not produce them quickly
enough to offset the elder native speakers who are dying off at an alarming rate.
Immersion schools also instruct only a very small number of students and do not benefit
the family in the home.

About Thornton Media, Inc.

Thornton Media (www.ndnlanguage.com) was created by Don Thornton (Cherokee) in
1995. Our company pioneered the hi-tech language tool industry for indigenous
languages and is the recognized leader in “Language Tools for Indian Country”. We
work with more than 115 tribes and First Nations creating custom hi-tech language tools.
We are self-funded and have worked completely without outside funding. In the last two
years we have reinvested our profits into creating newer, better technologies.

We are the only language tool company in the world devoted to indigenous languages.
RezWorld video at: http://www.ndnlanguage.com/rezworld 3D.html

Or... Download the entire video

A list of recent scientific and research publications can be found here:
http://www.alelo.com/publications.html

Please contact us about making a formal presentatio  n

to your Chief, Government or Tribal Council

There’s possibility of working together to apply for a grant with your tribe.
Eg. Gates Foundation, Soros Foundation, etc.

Prepared by

Don Thornton, President
Thornton Media, Inc.
(818)406-3555
don@ndnlanguage.com
www.ndnlanguage.com



