Digital Learning

Or it's not what you do it’s the way that you do it
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My favourite technology®
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e Anything that is in the world when you‘re born is normal
0 and ordinary and is just a natural part of the way the
world works. Anything that s invented between when
you re fifteen and thirty- five is new and exciting and
revolutionary and you can probably get a career in it.
Anything invented after you re thirty-five is against the
natural order of things.

(Douglas Adams)

izquotes.com

Adams (2002) The Salmon of Doubt

Image credit: izQuotes.com
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Common classroom activities

Which three of the following do you do most often in class?
Copy from the board or a book
Listen to a teacher talking for a long time
Have a class discussion
Take notes while my teacher talks
Work in small groups to solve a problem
Spend time thinking quietly on my own
Have a drink of water when | need it
Talk about my work with a teacher

Work on a computer

Listen to background music

Learn things that relate to the real world

Have some activities that allow me to move around I 9%
Teach my classmates about something B 5o
Create pictures or maps to help me remember -,
Have a change of activity to help focus

Have people from outside to help me learn

Learn outside in my school’s grounds

Base: All pupils (2.417




Most preferred LEVE to learn

In which three of the following ways do you prefer to learn?
e
In groups 55%
By doing practical things '
With friends - F'

By using computers
Alone

From teachers

From friends

By seeing things done
With your parents

By practising

In silence

By copying

At a museum or library
By thinking for yourself
From others

Other

Base: All pupils (2,417) Source: Ipsos MORI



« Dominant paradigm in technology
use in Higher Education (world-
wide)

« Developed through strong
centralist, strategic coordination
(i.e. one size fits all)

 Epitomised in the Virtual
Learning Environments (VLES)

« Assumes learners know what is
available and how enticing it
might be

Build on ubiquitous access to
technologies amongst the student
body — e.g. mobile phones, tablets

‘Untethered’ learning — available
at the point of need

Utilises ‘push’ services and
principles (e.g. Twitter; SMS texts
alerts; social bookmarking
reading lists)




In the past we have used new technologies
to replicate old practices



S OF LEARNING: SAMR

Redefinition
Tech allows for the creation of new tasks,
previously inconceivable

Modification
Tech allows for significant task redesign

| uonpewoysuely

Augmentation
Tech acts as a direct tool substitute, with
functional improvement

Substitution
lTech acts as a direct tool substitute, with no
functional change

Enhancement




MODELS OF LEARNING
THE IPAC MODEL

Personalisation

Agency: What choices did |

Customisation: How was the
have over the content, pace,

learning tailored to suit me?
place or outcomes?

Conversation: How did this
encourage the students to
engage in discussion / dialogue

Context: What was the context
in which the learning took
place?

~
3
KW

Gathering / Sharing: What
(new) data did | generate and

Situated: How was the learning

relevant to me and my own

experiences? ated Data Gathering how did | then share this?
AULIIETILICILY Data Sharing —OlldiooOldlLIVI]



10
Digital
Skills

Teachers
Should
Have

game-based learning, project

Find and evaluate
authentic web based
content

Create visually
engaging content

Know how to
effectivelly search the
web

Set up a digital presence
for your class(e.g. blog,
wiki, website...etc)

Leverage the power of Curate and share
social media for professional gqucational resources
development purposes

Create, edit and share

digital portfolios Create, edit and share

multimedia content

Use web tools to incorporate

learning concepts such as Create PLNs to

connect with other

based learning, flipped educators

learning, mobile learning,
inquiry based learning...etc




Enhance - Educate - Enthuse

LEARNER

COMMUNICATE CREATE

CURATE
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THE FRUSTRATIONS OF PRINT ...



https://www.youtube.com/watch?v=0yuQObPHPhs
https://www.youtube.com/watch?v=aXV-yaFmQNk

Crushed beetles  digitised beetles ‘
added
onto dead trees onto e-paper

the p-book the dp-book the m-book the i-book
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Active Plot
Change the equation and

watch the plot update.

Bingo Card
Everyone knows Bingo...
just add words.

Exit Slip
Ask your students 2

questions about today's
class.

Google Maps

An annotated Coogle
Map, with a customizable

style.

1+2

Arithmetic
Practice basic arithmetic

operations

Chart

Fill in the table to create
the chart.

View Example

Create New Widget

Flash Cards

The classic self-study
tool, now embedded in
your book.

Hangman
The classic hangman

game, you provide the
list of words.

l 4 |
¢ /

ER A
Before/After

Compare two pictures.

Crossword
A crossword puzzle...

just add words.

Frame Sequence
Show a series of related

images on a timeline.

Hotspot Image
Video, picture, rich text

and webpage popups
tied to hotspots on a
background image.
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THE PEDAGOGIC COLLABORATIVE MODEL

Material from the cloud
P31}, @Y} WO} |[elia1e ||

When connected data can be collaborative and
shared - updated and adaptable



TECHNOLOGY IS THE ONLY WAY TO
DRAMATICALLY EXPAND ACCESS TO KNOWLEDGE.
WHY SHOULD STUDENTS BE LIMITED TO A
TEXTBOOK THAT WAS PRINTED TWO YEARS AGO,
AND MAYBE DESIGNED TEN YEARS AGO, WHEN
THEY COULD HAVE ACCESS TO THE WORLD'S
BEST AND MOST UP-TO-DATE TEXTBOOK?
EQUALLY IMPORTANT, TECHNOLOGY ALLOWS
TEACHERS AND STUDENTS TO ACCESS
SPECIALISED MATERIALS WELL BEYOND
TEXTBOOKS, IN MULTIPLE FORMATS, WITH LITTLE
TIME AND SPACE CONSTRAINTS

Andreas Schleicher - OECD (2015:4)



We wants it.
We needs it,

Must have
the precious! _~
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BUT OF COURSE IT IS NOT THE
ANSWER TO EVERYTHING ....



https://www.youtube.com/watch?v=-rac21a7qhE
https://www.youtube.com/watch?v=-rac21a7qhE
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 What is an App?

app’ *

[ap]

Examples Word Origin

noun, Computers.
1. an application, typically a small, specialized program downloaded onto

mobile devices:
the best GPS apps for your iPhone.

Origin of app?

1985-90; shortening of application
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Number of available apps
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{ow many apps are there?

P GooglePlay
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1,500,000

Number of available apps
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v. Projected apps

Number of active apps in 1,000s

450

262

- 41 130

2008 2009 2010 2011 2012 2013 2014 2015 2016 2017 2018* 2019* 2020




Dawnleads in billians
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- Downloads

Downloads in billians

1

Aug '10

May '11

Jul'11

Dec '11

May 12

Jun'12

Jan '13

May '13

P Google Play

'3 May'l6




hMarket share of app revenue

Apple App Store

Google Play
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Test Yourself
Slud'/ aids & prep

242=? Science

— -

Test & Learn Lite My Study Life - S Physics Notes

NOTES-1
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Learn a New Language

Feed Your Brain

Courses, talks & more
Vocabulary

Trainer

Leam Spanish Pt Leam English W : 2 s TED

Codegent JUIe ”~
LA B & B LR B B

TED Memorado - Bre

TED Cordererces ULC Merrersdo Crth
Classroom Tools

Best apps for teachers
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New + Updated Apps
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TOP PAID APPS >

B o The Official DVSA
Sl T heory Test Kit for...

YRS Fducation
TEST KI'

. Theory Test for Car Drivers - Dri...
Education

. Theory Test Kit 2017 - The Offic...
4 Apps

. The Official DVSA Theory Test K...

3 Apps

. The Official DVSA Theory Test K...
2 Apps

. CITB op/spec HS&E test 2016

Education

Hazard Perception Mega Pack - ...
Education

. Toca Hair Salon 3
Education

Hit the Button Maths

Education

Miffy's World

Education

TOP FREE APPS >

1. Duolingo - Learn
Spanish, French an...
Education

. Driving Theory Test Free - Drivi...
Education

. Show My Homework
Education

. Babbel - Learn Languages Engli...
Education

. Peak - Brain Training
Education

. Quizlet: Create Flashcards & Le...
Education

. Memrise: learn languages
Educaticn
Photomath - Ca... T Get v
Education In-App Purchases

. gotit! - Homework Help Math, ...
Education

. Kahoot!
Education




ing Judgements? |

Manipulable
Technologies

Instructive

Manipulable

Constructive

Alternative words: Prescriptive

Alternative words: Productive /
information management

Alternative words: Explorative,
gencrative, creativity

*Drill-and-practice’, prescriplive,
reinforcement activities encouraged

Guided discovery &
experimentation, scaffolded
activities encouraged

Open-ended, creative, design-based,
composition activities encouraged

Minimum possibilities for learner
control of elements.

Learners can manipulate digital
elements / representations but pre-
determined context

High level of learner control /
choice

Extrinsic rewards

More intrinsic rewards

Associated with promotion of rote
memorisation & repeated practise
of a skill

Associated with application,
analysis, information management
& interpretation

Associated with design-based
thinking and creativity; students
create learning artefacts / digital
content

Associated with lower order
thinking demands, rote
memorization

Associated with higher order
thinking skills

Associated with surface level of
interactivity such as ‘clicking and
dragging’ a correct response

Some degree of freedom to explore;
some learner choice e.g. about
topics/concepts to be learned

Learners can show and explain their
leamning

e.g. Maths Bingo, Quick Maths,
Mathlctics

e.g. search engine, reference apps,
databascs, ¢-books, geo-tagging,
Augmented reality apps

e.g. Explain Everything: ShowMe

Goodwm K, & nghﬁeld K. (2013) A framework for examining technologles and early mathematlcs learning. In L. D. Enghsh & ] T.
Mulhgan (Eds.), Reconceptuahzmg early mathemat1cs learnmg (pp 205—226) New York, NY: Sprmger




SKILL
based Apps

Use recall, rote memorisation, and
skill-and-drill instructional
strategies to build students’ literacy
abilities, numeracy skills,
standardised test readiness, and
subject area knowledge.

Bloom's Taxonomy Implications:
Remembering and Understanding

CONTENT

based Apps

Give students access to vast
amounts of information, data, or
knowledge by conducting searches
or through exploring pre-
programmed content.

Bloom's Taxonomy Implications:
Applying and Analysing

FUNCTION
based Apps

Assist students in transforming
learned information into usable
forms.

Bloom's Taxonomy Ranking:
Evaluating and Creating

Cherner, T, Dix, J., & Lee, C. (2014). Cleaning up that mess: A framework for classifying educational apps. Contemporary Issues in Technology
and Teacher Education, 14(2). Retrieved from:
http: / / www.citejournal.org/volume-14/issue-2-14/ general / cleaning-up-that-mess-a-framework-for-classifying-educational-apps



http://www.citejournal.org/vo

LEARNING CONTENT INFORMATION
skills Apps  learning Apps @ management Apps

Enable students to create their own Are considered to proportionate Have the ability to work within the

knowledge by providing them with students different activities that specific context and environment

the precise atmosphere to build allow them to rehearse, reinforce, of the learning and have the ability

their learning practice and assess curricular to increase the ease of informal
content learning

Domingo, M. G., & Gargante, A. B. (2016). Explbring the use of educational technology in primary education: Teachers' perception of mobile
technology learning impacts and applications' use in the classroom. Computers in Human Behavior, 56, 21-28.
http:/ /www.sciencedirect.com /science/article/ pii/ S0747563215302387



http://www.sciencedirect.com/science/article/pii/S0747563215302387
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Curriculum
Connection

Skill(s) reinforced arc
strongly connceted to the
targeted skill or conceplt

Skill(s) reinforeed are
related to the targeted skill or
concepl

Skall(s) reinforced are
prerequisite or foundation skills
for the targeted skill or concept

Skill(s) reinforced in the app
arc not clearly connected to
the argeted skill or concept

Authenticity

Targeted skills are practiced 1n an
authentic lormat/ problem-based
learning environment

Some aspects of the app are
presented m an authentic
learning environment

Skills are practiced in a
contrived game/simulation
format

Skills are practiced in a rote
or 1solated fashion (c.g.
Mashcards)

Feedback is specific and
results in improved student
performance

Feedback 1s specific and
results in umproved
student performance
(may include tutorial aids)

Feedback is limited 1o the
correctness of student
responses and may allow
students to try again

Feedback 1s limited to
the correctness of
student responsces

Differentiation

App olTers complete [lexibility
to alter settings to
meet student needs

App offers more than one
degree of flexibility to
adjust setings 1o meel

student needs

App ofTers limited Mexibility 1o
adjust seltings Lo meel student
needs (e.g., few levels

such as easy, medium,
hard)

App offers no flexibility
(o adjust settings o meel
student needs
(settings cannot be altered)

User
Friendliness

Students can launch and
navigatc within the app
independently

Students need to have the
tcacher review how
o use the app

Students need 10 have the
teacher review how to use the
app on more than one
occasion

Students need constant
teacher supervision in order
10 use the app

Student
Motivation

Students arc highly
molivated Lo use the app and sclect
it as their first choice trom a
selection of related choices of apps

Students use the app as
directed by the teacher

Students view the app as
“morc schoolwork™ and may
be off-task when directed by

the teacher to use the app

Students avoid the use of the
app or complain when use
ol the app 1s assigned

Data 1s available electromically
Lo the student and teacher

as a part of the app

Data is available
electromcally o student on a
summary page and may be
screenshot to share with
tcacher

Data is available electronically
to the student,
but is not presented
on a single summary page

1he app does not contain a
sSummary page




_App Reviewed:

'Student App Review Rubric

Reviewer:

\
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3

1

APP

. )

Excellent graphics and
sound. Very appealing.
Enhanced my
experience.

Good graphics and
sounds.
Enhanced my
learning.

Average sound and
graphics.
Limited appeal, but a
little distracting.

Low quality graphics
and sounds.
Distracted from app’s
purpose.

Boring and
unappealing.

This app kept me highly
motivated and engaged
throughout my time
with it.

This kept me
motivated and
engaged most of the
time.

Somewhat engaging,
but lost motivation
after a short time.

Barely motivated.

Boring

Very easy to learn and
directions are clear and
simple to follow

Easy to learn and
direction can be
followed.

Kind of difficult to
earn. Directions
are limited.

Very complex to
learn. No directions
available

What am 1
supposed to do
with this app?

Performs and loads
quickly. No issues and
very reliable

Performs and Loads
quickly. Some minor
technical issues.

Loads and performs
slowly. Sometimes
Crashes.

Crashes fairly often
and takes multiple
times to open.

Won't open.

Wont run.

Filled with
bugs.

I can customize the
app for myself. Four or
more levels difficulty

Some customization.
Three levels of
difficulty

Little customization
and two levels of
difficulty.

No customization
and one level of
difficulty.

Ugghhhh.

Great Good Average Needs Work BAD

Scoring: 20-17 16-8 12-10

9-6

5-0
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www.mmiweb.org.uk

iIPads and Teacher Education: Primary Apps

You are here >> [Pads and Teaching Education >> Apps for the Primary School

Note: The apps on these pages are for the teachers of primary children not necessarily for the children.

English/Literacy Maths/Numeracy Science Computing

Geography History

MFL Art Music

Religious Ed.

http://www.mmiweb.org.uk/hull/ipad/index_3.html



http://www.mmiweb.org.uk/hull/ipad/index_3.html
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UNIVERSITY OF

www.mmiweb.org.uk

iPads and Teacher Education: Secondary Apps

You are here >> |Pads and Teaching Education >> Apps for the Secondary Schoo

=
m
L

English Geography History Mathematics Rel. Ed. Science

' Note: The apps on these pages are for the teacher of secondary puplils not necessarily for the pupils.



http://www.mmiweb.org.uk/hull/ipad/index_2.html
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https://www.care.com

Kathy Schlock’s Website: http:/ / www.ipads4teaching.net

Kathy Schlock’s Rubrics: http:/ /www.ipads4dteaching.net/critical-eval-of-a

Cherner, T, Dix, J., & Lee, C. (2014). Cleaning up that mess: A framework for classifying educational
apps. Contemporary Issu__és in Technology and Teacher Education, 14(2). Retrieved from:

http:/ /www.citejournal.org/volume-14 /issue-2-14 / general / cleaning-up-that-mess-a-framework-for-
classifying-educational-apps
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