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=) Outcomes

=) - Achieve a general overview of links between learning and tech
S| - Recognize that learning technolelgiaseg, software, multimediz
283 or games, etc.) should be a supplement not just substitute fort
=) the learning process.

% - Encourage further thinking about related opportunities as well
&r challenges

= .

&y Focus questions

= What are Ol earning technol og]
c A c c ~

=1l s Oothinkingo relevant to | e
sfHow to tell the difference/ acg
=in education? (Whatods the 0mi
= Why might learning technologies be one of the most important 0
=8 factors in a future learning revolution?

qp)




39 International Thinking and Learning Conference (ILATE

Warm up activity
IR ot O A= 030 ARESY "B A o ER o UMREHIEE o 0 AL R A = SO

(aWhat perspective do you havadehdr, lifelon
learner, workshop trainiraj, other

(b) Do you think that technology can really help

the learning process? If so how? (And are you

generally negative or positive about the

link between learnangp d 0t edcc”?h)no |l o g
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39 International Thinking and Learning Conference (ILA

Overview

Introduction: Background to linking learning and technology

|

Activity 1 (Hint): What is perhaps the most important learning ski
al so needed to harness 0tech

Part 1. Three examples of the technology and education link and
future directions

X - The Web 2.0 &learning 2.0 revolutionand future of learning?
X - (activityreflectiongligital e-portfolios and the learntagsessment
connection

X - Digital interactivities and the convergence of active learning mc
the digital interface (turning old teaching and curriculum models uj
(@l 22Tl k([ ) e (oL o) O e
new/ active learner revolution

Activity 2 (Hint) - What can teachers learn from digital games (anc
movies) in order to achieve an appropriate curriculum as well as te
harness Oactive | earningo?

Summary overviewo ten key points WY
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yRedefining
“ education

3 International Thinking and Learning Conference (ILA

nNtroductory overview of | ink betwe
t

h e ¢ odespecrlly wieeh usédtingetationto | o

BEd e c h n o=l nminglpoaly extension into physical and also cultural (i.e.
or imaginative) environments of human interaction

E when it comes to the link between learning and technology we are prin
r e f e rimfarnmagon and communication technologie$d the internet,
Interactive multimedia, information databases, communication technolog
E hence, a series of related terms such as virtual/ digital / learning techn
B Key issueh®w are we usingsuch technologies in relation to the learning
process (e.g. Powerpoint as replacement for blackboard, multimedia to|s
examples or introductions, learning resources for students to get informa
forms of interaction such as online communicatio

| . . Ik | Sturrine [N
P |.e._de5|gns _for Ie_arnlngk ey omissin Siep (S
B Active learning with technology is different to
previous | earning 0reyv

require mind/body connection which naturally link
thinking and doing?

"It doesn't seem to fit very well."

"No matter. The principal said we
had no choice.”




Deep Learning versus Surface Learning*

Attributes of Deep Learning

Attributes of Surface Learning

Learners relate ideas to previous
knowledge and experience.

Learners treat the course as unrelated
bits of knowledge.

Learners look for patterns and
unrelated principles.

Learners memorize facts and carry out
procedures routinely.

Learners check evidence and relate it
to conclusions.

Learners find difficulty in making sense
of new ideas presented.

Learners examine logic and argument
cautiously and critically.

Learners see little value or meaning in
either courses or tasks.

Learners are aware of the
understanding that develops while
learning.

Learners study without reflecting on
either purpose of strategy.

Learners become interested in the
course content.

Learners feel undue pressure and
worry about work.

*Source: adapted from Entwistle, 2001, quoted in Weigel, V.B. (2001) Deep

Learning for a Digital Age: Technology's Untapped Potential to Enrich Education.

Jossey-Bass, p.6




“ The three pillars of constructivist design for active

4. learning® also links and frames the concept of IGT

related activity designs

UNDERSTANDING

Explanation (reflective practice)

QUESTION (inquiry-based PRODUCTION/PROCESS

learning/knowing) (project-based learning)
Il ™\ 7 J

_ PROBLEM-SOLVING

includes both (problem-based learning) Includes both

caction |l earninga simulated and

and cr_ltlcal authentic contexts

reflection

(e.g. both situated or
practicum and case-

based learning)

APPLICATION

v

Experience

Coaormaranmn-Diakbh el DONN
CAdirciuimr Nieliarvus 2UU ™

1li%




i AND NEW TECHNOLOGY

25 THREE PILLARS of CONVERGENCE BETWEEN EDL

2. Communication
(time).

PEDAGOGICAL/LEARNING
(transmission vs construction)

(space)

1. Information I

Commun(ity)ication
(teacherstudents)

3. Interactivity/
application

Interactive design

Context/objectives

Interface style/function

Informational
(curriculum content)

(engage interest and
transform knowledge)

Learning activity de

———————————— { I _7=-» | Knowledge organis

Interactive design

Communication

(synchronous & asynch.)| | transform knowledge

(engage interest and

Informational
(databases, archives, re:

TECHNOLOGICAL INFRASTRUCTURE
(open vs closed models)



http://gsh.lightspan.com/web/pbl/newold.htm
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a) Technological Infrastructure (open vs close?)

Information organigapane) repository,
archive, database, etc.

Communicagtone)o Online
presentation/publication, additional
asynchronous and synchronous programs;

Interactiodinterface design (including metapl

and navigation) as a convergent link betwee
and function

r




Wlﬁ’é . 3 .
§ b) Pedagogical Process (harnessing constructiv
o4

principles of learning )

Communication (naive level/introdudtory sta
connection to prior knowledge and interest i
learning; learning community/context of teac
student and studstutdent interactions

Informational (critical level/explana®iphstage
curricular organization of knowledge into sp
categories of information and skill procedure

Interactive design (applied level/synthesizin
convergent connections between resourcing
learning and assessment, and pedagogy
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Old vs. new learning divide (and digital divide)
Omoder nd educat
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TOP-DOWN (theory,
policy. admin. Etc.)
; : . River of learning as change
‘Old’ learning SN

; + ‘New’ Learning
society/media

society/media

k

Teacher Uls

|

Student  Themni

Stucdent

Teacher

s &y - Them

BOTTOM-UP (student
expectations; learning as
understanding, hands-on practice
and applied principles: etc)




A. Innovative vision, ICT integration, and the transformation of learning/teachin
LIN} OGAOS GKNRdAZAK LISNF2NXYIFGAGS WIF OGA

Vision of possibility

] A threshold of temporary vs perpetual
Potentially useful /frustration
> Actual/

iIdea, method,

program, etc. translation transformation integrated
(in new context) Practice
involving 1T in v

education Contextual challenges, obstacles, restraints

B. ICTs and why conventional curriculum designs need to be turned upside down
AY 2NRSNJ 02 o0SUOGSNI FIOAEAGIGS GKS yI Gdza

Learning as individual performance

doing (using) content

1. Naive/activity phas 2. Critical/reflection phase 3. Dialogical/transformative
(inttial familiarisation/ (proceduraltheoretical explanation phase ( specific/innovative
iInnovation) - discipline) l > application)
/\ threshold of temporary

: " vs perpetual frustration
Al thmklng ‘~specially where ICT

Learning as social knowledge (construction) concerned)
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What is perhaps the most important learn2ii§ skidloméseled to h
Ot echnol ogyo (and which 1 s
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3 International Thinking and Learning Conference (ILA

Activity 1. Searching for quality information in manageable quantities on the
internet d what keywords will be the most

1.

2.
3.

4.

Background questions
(a) Who is a better searcléea creative or critical person
(b) How to narrow and widen an internet search?

In a partner or in a group, choose some issue or topic at this conference which
to explore further in terms of online resources or information

Express this as an initial working question or even statement

Now convert Oi nformation wordso (n«
keywords (selectiolp | ay ar gemaaldp awi ttihc Wl ar 0 (co
COME UPWITH YOUR BEST SELECTION AND COMBINATON OF KEYWOR
YOUR INTERNET SEARCH

YA

D




{The Web 2.0 &learning 2.0 revolutionand future oj
I

3dInternational Thinking and Learning Conference (ILA E
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Example #1 Future directions of the technology and
learning links

earning?.

t

Web 2.0 is, in our view, a technology with profound pc
iInducing change in the HE sector. In this, the possible

learning to be opened up by the catalytic effects ofWe
are attractive, allowing greater student independence
gliniiel@ltielriiie o el oo i@l

- Franklin & van Harmelan (2007), Commissioned rep
the UK Joint Information Systems Committee. j




o E-learning convergence and adebn vs.integrated approaches

x for most people, technology + learnigarreng = content

management
learning skills and outcomes

progr ams

V s -osrpdeecri (

on-campus/ in-school e-learning
(supplementary use of online
resources/ communications)

A
individual w « immediate/
performance \\ W virtual
) .
Internet learning activities/ MU online delivery or
environments < 7 P transmission of mere
. / N\ c A~
(construction of knowledge/ It T content (-0on
focus of integrated approach) L1 i\ view of e-learning)
/ N
mediated (e.qg. social
technologically) \ 4 knowledge

e-learnin

fully online/ distance education




ourse: UHB3012-06 ENGLISH FOR CAREER SEARCH (ENGLISH FOR CAREER SEARCH) - Microsoft Internet Explorer

File Edit View Favorites Tools Help

@Back - @ E @ ;’{b pSearch \szavorites @ 8' .\\; \‘:3 v, ~ D ¢ ﬁ ;}%

: Google UGJv \f‘Go 0@ B v 9 Bookmarksw Bh216blocked 0P Check v 'y Autolink v |- Autoril (e Sendtow 4 (@ settings~

fddress I@ http:jjelearning3.utm.my /08091 fcourse/view,php?id=4100 Go del.icious ~ ATAG_I Links

T - = e > . B e
| ®, E-learning 1.0 and conteMErizir s &

Messages 14 July- 20 July 20 Oct, 20:29

manageme nt OIROIOIECIARN  Tan SHEN TING AS0B044a

21 July- 27 July "Re: Job interview and prasentation "
CQ Assess #1 Personal work philosophy S 20 Oct, 20:38

Activities =l , KUNASUNDARI A/P BALAKRISHNAN

28 July- 3 August =1 AS060130

"Re: Job interview and presentation "

¢ Feedback Activities

G Forums 4 August- 10 August O 2000 2044
oo NEWS LEE CHOOI YAN ASOG0146
El Resources "Re: Job interview and presentation "

Viieek 4 Activity

10

20 Oct, 20:96
E CHERN YANG MIEN ASOG0033
g "Re: Job interview and presentation "

11 August- 17 August
Ca Lssess ¥2 - Jobsearch reflection and bookmark file

Administration [=] § ; 20 Oct, 20:57
@ NEWS - catch up class this week GANESAN A/L KRISHNAN ASDB0080 _
g Turneciting on CoNEWS - EXTRA HELP SESSION AND EXTENSION OF DLE DATE OF ASSESS #2 "Re:Job intendew and presentation H
2 Seftings 20 Oct, 21:13
18 August- 24 August =l SUGANTHI AP MURTHY AS0B0427

[T [[ocwsettings]]

Week 5 and 6 activities Re: Job interview and presentation

g Ediit profile
20 Oct, 22:04
% Lecturers 25 August- 31 August = MUHAMMAD ZAMIR BIN OTHMAN
ASOB0515
Stud ; i ;
@, Students Information about doing CRITICAL REFLECTIONS in UHB3012-08 e e
9@ Groups .
n 5 20 Oct, 22:41
g Beckr 1 September- 7 September B e
A Restore Cé IMPORTANT UPDATE UHB3012-08 AEac ok ntinivesand prasentitiant
rﬁ Impart Ca Assess # 3 Getting follow-up information from a prospective employer 21 Cot, 02:05
Reset , KHOR MEI YEAN AS080123
3 8 September- 14 September = “Re: Job interview and presentation "
M Reports
J ; 21 Cct, 02:48
Questions 15 Septermber- 21 September I unxiao zHUANG AsoB0173
6 Scales Ca Assess #4 Making = job application to & prospective employer "Re: Job interview and presentation !
¢ Grades ] ik 10 activity 21 Oct, 16:51 vl
€] & Internet

I CATICTUTT TUOTTATOU O Z—UU0



A paradigm shift TURNING UPSIDE DOWN?

Webl.0 —> \Web2.0(transformational)
I nf or mati onal --6-fr-eadc owrenbubn i ¢ awriiotnea | wedlr g
topdownvsbottomu p 0 p u-b-4-4--s h margparticipative, interactiveytay
contenvsstyle transfer  ----------- multrmedia/devicesyashupknowledge
e-Learning 1.0 ? e-Learning2.0
[content 6 a-d WCHIC] [integrated, activity gesidolsy] e
real-time/f 2f communication 3 personal interes_t
? $ =3 educational purposes
asynchronous communication social networking
Transmission Pedagogy Constructivist Pedagogy &
& Content Curriculum OBE (generic skills)curriculum
passive learner -----m-eeee- active learner
formal learning ------------- life-long learning
ONE WAY TWO WAY (Dialogiaaknowledgbuilding)
Teacher- content---learner teachelearner design, learo@ntent, learner

learnerd_@urillar2006




AWeb 1.0 was about reading, Web 2.0 is about
writing

AWeb 1.0 was about companies, Web 2.0 is

about communities

AWeb 1.0 was about client  -server, Web 2.0 is
about peer to peer

AWeb 1.0 was about HTML, Web 2.0 is about XML

AWeb 1.0 was about home pages, Web 2.0 is
about blogs

AWeb 1.0 was about lectures, Web 2.0 is about
conversation

AWeb 1.0 was about advertising, Web 2.0 is
about word of mouth

AWeb 1.0 was about services sold over the web,
Web 2.0 is about web services



Weh 1.0
DoubleClick --=
Ofoto =
Akamal =
tps.coth --F
Entartuca Online --=
personal webhsites -
evite -
dotnain nathe speculationn --»
page views  --@
SCreen scraping -
publishing  --=
cofitetit matageiment systems -7
directonies (taxonomy) -

atickitiess =

OO0 Re 2009 ey,

Weh 2.0
roogle AdSense

Flicks M

EitT ortent

Mapstet

Wilapedia

blogging
upcoming.org and EVI
seatch engine ofptittuz:
cost pet click

web services
patticipation

wikis

tagmitiz (" folksonomeyr
svidication
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Example #2 Future directions of the technology and learning links
digital e-portfoliosand the learrisgessment connection

Educational
reform

Problem/inquiryy/.
casel based learnin

Authentic/
outcomes

assessmen
Activity -reflection

Quality assurance/
digital portfolio standards
roup work _ —
/collaborative learning Reflective practitione
(action research/learni
Hypermedia/onling
Interactions

Acrossthe
curriculum

Electronic info.
resources




ortfolio: Kristen Davies - Microsoft Internet Explorer

Edit  View Favorites Tools Help ress 5] p:\index.htm

; » | o~ -- -
',2‘,; «] 2 Search ¢ Favorites O '.‘3‘.‘3 v l (5| Search ~ @232 blocked "BI' Check « »

o help protect vour security, Internet Explorer has restricted this file from showing active content that could acc our computer. Click here for options. ..

1. Bookmark file
2. Assignment 1
. Interactivity
Reflection
Map organiser
3. Assignment 2
Unit of work
Reflection 1

Reflection 2

5‘ My Computer



/3 vincenzo Perrella - Digital Portfolio - Microsoft Internet Explorer

File Edt View Favorites Tools Help IAc_ldress |§] http:ffusers.tpg.com.au/cenzof _:J [

'\_) Back ~ v) y \ﬂ E,j _h @ ’ /.-‘.’ Search 5;1‘5/ Favorites »I Googlev| ZH G search ~ | 0 & 308 blocked l"f}c Check » »

\“NCENZQ 1 Vincenzo Perrella - Digital Portfolio 2006/07
PERRELLA  pERSONAL PROFILE o0

DIGITAL PORTFOLIO
PERSONAL PROFILE

H G ;ﬂl

Vincenzo Perrella, BA [Hons)

REFLECTION

E-COMPETENCIES

CURRICULUM VITAE

CONTACT DETAILS " W\ Dt forrfons

mv\ orpun € F\x‘y"ﬁ@{g

T T e T T T T e

MY RESOURCES £
- )cssm llgy-m(_f =
= filrvg a-dl MEOIA Vincenzo Perrella =

Personal Profile =
- 'jo'”c/\ . Currently enrolled in Graduate Diploma in Education at the University of Western Australia, %

majoring in English and SOSE (History).



& MID 804 : Integrating Computer Technelogies into the School C

Activity - Keflection e-portfolio

A. Policy & framework integration reflections

Reflection - &1 Reflection . A

Reflection - A3 Reflection - Ad

R

B. Educational design and practical integration reflections

 Reflection - B1 | Reflection . B2

Reflection - 63 | Reflection - B4

C. Activity artifacts

Ondine information literacy

Evaluation of internet resources

Basic hypermedia design

Elearning activity

Seminar Contributions

Individual Seminar

Group Seminar

Created by Tay Lee Yong
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Vision
By the early 21st century; the Hong Kong Inshtute of Education wall becore
a leading waversity-level nstitution in the Asia Pacific, best known for
raising the status and quality of education. We wall provide & cxeative and
dynarae environene nt for leamang and research, We wall nurfure knovdedge-
ghle, canng and responsible fearhers who are shle to excite the interest of
each and every student. As theyrand their stodents e xyenence the sheer joy
of learming, all dimensions of ther potential wall blossom. A culture of hie-
long learming wallbecore & reality




WI’T AL

H E-portfolio template for a course lending itself to a projectbased approach
;

" BV Course X: Multimedia Development
Multimedia Project DevelopmentalProcess Reflections (40%) r
(40%) 1. Stagesand elements of multimedia project developme
1. Concept map 2. Thedevelopment of a workable design idea
2. Flow chart 3. Theprocess of interface design construction
3. Storyboard 4. EvaluationPhase Gauging and refining effectiveness ¢
4. Project final product project

Other (20%) Seminar presentation, discussion and repoft

VV elcome!

Learningissessment

e-portfolio (rﬁ%# *
T g

M-

I am Lil Princezz. This site was
developed as a project for a course
(DED 240) during my final vear Diploma
in Education. It consolidates all

3l | abedalicH

o L Princess’ y B
r . = activities T did throughout the
Activity -reflection & B course.
r 1o
1 > 1 23 The ma im of the course is to raise
e-porthIIO g‘ awamnégsa;: using and 1ntegratin; ;he

q§ -/ internet into a classroom.

Feel free to browse through my Folic
folder. Just click on any sections on

l | 5 ';‘% roli the left.

Professional profile e
- e-portfolio (selected ¢ 2001
- profile/ evidence, etc.)

You axe visitor # 00@0
Sign My GuestBock (§ View My GuertSook




Edit Yiew Favortes Toolz Help

. = ﬁ‘@@@‘%'g W2 @ =2 j.i'-.gldress

Search Fawarites Higtary b il Print E dit Dizcuze  Realcom  bMeszenger

! Lit

——
|

hack Fariand Stop Refrezh Home

bosrealoul Htripods

Tie | /o0 Tig) free lit player

3¢ | [0 i) freelitp L
!t % featuring

1. Construction of Knowledge |

A7} 7. Complex

y The Effective Way to Learn Abo

7. Complex

. Active Individual Inevolveme
. Callaborative
. Canversational

7

=]

= 2. Contextualisation of Problem
4. Reflective

]

2

1

. Intertional
. Contextualization of Prokle

[rm|
[N

The Effective Way to Learn About Mammals

10/ 501 - w35 A
T e

=

[ 4. Reflective L1 5. Conversational

&G&GP DD

[ |
[N

. iConstruction of Knoswledgs




X Educational Webforums )
@’ © HREAG L@ 2% BB R -

:; ; l“ TIFRY N SEareh - S MEMBErNst = Usergroups
N ——— 5 s P” Bl profile @ you have no new messages @ Logout [ richards ]

Introductory message
WrGeoCitipa % w M

Reflection - B1 #2 EAIRIALE

Sanls — It the last two sessions (2 & 3) we look at some of the practical requirements and dilemmas involved in:
( new 'OPQ pOSth D {a) searching for relevant information on the internet; and (b} evaluating quality information online. As

‘ well as a communication medium, the internet is a great database of potentially endless information.
Discuss some of the educational implications of the internet as an information resource.

' Author
| In the past, people go to the library when they need to find out more about & particular topic but now logging on

vichards. Cameron ko the internet seems t:_.Lu:r the Most common rI:'-:II_'1.iIJ.rI when one is faced with the same issue. The intarmeat s
DPo indesd a place of potentizlly endless information. Back in my school, even the less 1T-savvy teachers know and
understand the internat 15 another avenue that their pupls could tum to when they need more and up-to-date
infarmation. Other than the access speed of the nternat, the two very relevant issues are what have been
A sh mentioned in the reflection guestion, i.e. searching for relevant information and evaluating quality information
Joined: 15 Jan 2003 onlne. These skills mentioned have to be imparted to both the teachers and pupils so that the benehtis of the
Posts: 37 andj intermet could be explaited to the fullest.

— One important philesophy of using 1T in our classrooms is that it should be integrated into the curmiculum and not
the ' to be used as add-ons, & 'project-based learning’ approach (1) could be used as a framework for the integration of
ICT in education. It could be seen a3 a ‘general approach’ which embraces vanous types of web-based lzaming
A activities or teaching methods, Project-basad leaming is a madsl for clazsroom activity that shifts away from the
Back to top Lﬂ classroom practices of short, isolated, teacher-centerad lassons and instead emphasizes teaching activities that
are long=term, interdisciplinary, student centered, and integrated with real world issues and practices,
: [ arder far this project-based learmng approach to be carried out affectively, the role of the teachers would nesd
50238164 Ffok Me! Yee Opo tobe revised There is a need to recanstruct the role of the teacher as a designer and evaluator of learming
acbhivities, cantexts, and the environments in a way which effectively links the learming process ta the curnculum,
especially when using the ntermet ar ICT genarally.
Sir,
Joined: 04 Sep 2003
Posts: 1
Location: Hostal A




Portfolio Development Barratt (2005)
Process

Reflective Questions that
tic the Past to the Future

Direction

Celebration

What have I What do those -
collected ahout artifacts show What direction
my lifefwork/ about what [ do [ want to
learming ? have learmed? take m the

fute?

ey current
reflections en my (my fidfure
mowlsdge, sklls learming goals)
and dispasifions )

Barratt I convergent
or ef l-arcttii foang
structure of both the

learning e-portfolio and
professional e-portfolio




Exampl es
most effective/integrated learning of all

]
Concrete
Experience
’ (doing / having an ‘
experience)
Active Reflective
Experimentation Observation

(planning / trying out (reviewing / reflecting
what you have learned) on the experience)

N Abstract l

Conceptualisation
(concluding / learning
from the experience)

Diagram: How experiential learning relates to other experiences

Other experiences and |earning contexts Experiential learning

|
Trahsfer
% S Eaperience
e ) Reflect
,/ Generatise/Abstract
Transfer
\ S - Experfence Students’ questions
T —— = isicated the
= sophist e
[ Gonoralize/Abstract understanding deepe
TraQster 2nd their actions
v become more effective.
T Eperience_
T —— ) Reflect
{ Generalise/Abstract
Transfer
W
B Experience__
— o Reflect
Generalise/Abstract
Transfer
A
e
Trodster  Gemeralise/Abstract
Teachers help students to
make connections and =
transfer [eaming to and 'n(«: Geseralise/Abstract

from similar and dissimilar
fearning contexts.,

N w i Students take same

escative/Rstract mesning from ther first

experiences,
W

of reheecaconoilther

K




g’: the use of portfolios in high stagkessm@fhiearnings

§: problematic, but the use of portfolios in formative assessment ar
assessméaott learnings powerful [in addition to PROFILE use of.e
portfoliosp Helen Barra2Q03.

http://electronicportfolios.org/digistory/epstory.html

T T

Assessment of Learning Assessment for Learning

Checks learning to decide what to do

Checks what has been learned to date next

Is designed for those not directly Is designed to assist teachers and
involved in daily learning and teaching students.

Is presented in a formal report Is used in conversation about learning

Usually detailed, specific and descriptive
feedback in words (instead of numbers,
scores and grades)

Usually gathers information into easily
digestible numbers, scores and grades

Usually compares the student's learning | Usually focused on improvement,
with either other students or the compared with the student's 'previous
'standard' for a grade level best' and progress toward a standard

Needs to involve the student -- the
person most able to improve learning

Does not need to involve the student



http://electronicportfolios.org/digistory/epstory.html

Wl,lwt- .
J dr i

&5 AAssessment ves | earnihgomi nhé oo mk
or

the O0emergent | earning6 paradigm (
s supposed to go beyond traditional top-down educational design)

Ontario unit planner i exemplary Culminating Task
mo d e | of 6outcomesd based (project design and
learning design development)

Summative assessment
Overcoming the missing & ,"‘\
links of constructivist S . e
€=l earning i §E¢om é&%

Designing a Unit: Design Backwards

literaciéd the activity @ & 7~ T & 332
ﬂ 1 : c"}f\ g Application, 6 % d
reflectiorpertfolio & | commuicaton | %Y
o o - Gt [ ] \
[activityeflection cycle & 5 / | S
The Planner helps you BACKMAP your unit from the . . QC} ,’ Information ‘\ Z/ o o
culminating task to sequential subtasks. most effective Iearnlng S /| synthesis \ ?Q \
,'Formative assessment il
LU LU U UL LU LD
Transmission learnin g Context, problem, role play etc .
i : J L il for active purposeful learning.
I learning objectives, linear/ (problem-based learning etc)
hierarchical structure (top-down)
A

Skills/ information

—

Active/constructivist learning
I_learning outcomes, emergent/ integral
structure (design backwards) Surface learning

Reproductive
learning




)

Example #Buture directions of the technology and
earning links

 Digital interactivities and the convergence of active
earning models and the digital interface (turning old

teaching and curriculum models upside down)
o

DIGITAL

INTERACTIVITIES
for knowledge-building

Designsfframes
for ICT/interface
interaction process

~N P

Visual’finitial context and sequence t&
engage userflearner and link to a
particular purpose or focus — (esp.
imaginary or authentic scenarios,
problems, roles, learning objectives

Designs/frames
for learning as

Animation, video,
«— | photoshow, image/text,
etc. (default: PPT custom

animation)
Hyperlinked menu structure options
(website, multimedia, PPT kiosk
mode/custom shows)
Interactive

i Introducto
!\ﬂenutoplcs or t Y problem-salving
image map (sLac_:el . Spectwm aldesign optiods—. . = . = p (SEQUENCE)

Information/ skifls

39 International Thinking and Learning Conference (ILATH

learning Integrated Active knowiedge-
(behaviourism/ ‘ * burg:ng, m?:u.rry,
ftivism — problem-solving,
fgag:;.':;‘?z#ecte ,  Optional links to attached (cognitive and/or
learning) worksheets and/or related social construction
learning tasks, inquiries, or knowledge- /
projects, etc. building)




Your Goal
Assemble .~ . Promote
Resources Learning
...t- T
Internet Multimedia Knowledge Atitudinal Problem
Links  Collections Building Change Solving
Hotlist Serapbook  Humk

Internet Projects

Sampler WebQuest )

1. Interpersonal
exchange

1.2 Global Classrooms

1.3 Electronic Appearances
1.4 Telementaring
1.8 Impersonations

2. Information

2 1 Information Exchanges

collection
and analysis

2 2 Datahase Creation
2.3 Electronic Puhlishing

2 4 Telefieldtrips
2 5 Poaoled Data Analysis

3.1 Information Searches
3.2 Peer Feedback Activities
2.2 Parallel Problem Solving

3. Problem
solving

3.4 Sequential Creations

3.5 Telepresent Problem Salving

3.6 Simulations
3.7 Social Action Projects

Source: The Filamentality site
(http://www.kn.pacbell.com/wired/fil/inde

X.ht

[


http://www.kn.pacbell.com/wired/fil/index.html

Integrated model of multimedia effects on learning

Motivation
* Extrinsic
* Intrinsic

Working Memory
(Processing)

* Modality effects
* Dual-coding
* Cognitive overload
* Interference
* Rehearsal
* Cognitive linking

Cognitive
Engagement

-+

Visual Input i b Auditory Input
Control SE
* Text 2 * Marration
« Pict * Time on task R
ictures « Interactivity nstructions
el » Navigation fne
* Animation g * Music

Learner Style
* Surface/deep
* Field depfindep
* Activelpassive
* Visuallverbal
* 4 Kolb styles

to make things disappear.”

"You mean like extra weight, wrinkles, school

: dropouts, class cuts, weapons of mass destruction,
lntz Iigenc:e Refiection campaign promises and a budget surplus?"'
. 5:25#1 Long-Term Storage
i aiaa Richard Mayers model of multimedia learn
* Procedural knowledge
* Words | g| Text-base|— g |Verbally-basgd
b SELECT ORGANIzeL__Model
e Words Words
* Comprehension
* RecallApplic ation
INTEGRATE
Images | g| Image-base g |Visually-basged
model
e: Hede & Hede (2002) in Kumar (2004). S_ELECT ORGANIZE
Inages Images




“ The three pillars of constructivist design for active

4. learning® also links and frames the concept of IGT

related activity designs

UNDERSTANDING

Explanation (reflective practice)

QUESTION (inquiry-based PRODUCTION/PROCESS

learning/knowing) (project-based learning)
Il ™\ 7 J

_ PROBLEM-SOLVING

includes both (problem-based learning) Includes both

caction |l earninga simulated and

and cr_ltlcal authentic contexts

reflection

(e.g. both situated or
practicum and case-

based learning)

APPLICATION

v

Experience

VP NP m HN FONA PN e VaYaVa)
oAl NiCiftaitus £2UUJg
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content

LEARNING AS PERFORMANCE

| g S [ process

Domghlnklng COW

ICT-supported learning activity

Pedagogical

ocial mediation 5+t r ans mi siono

Learning community >< Learning environment

Pedagogical design Technological mediation

LEARNING AS KNOWLEDGE




