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1. The Problem. 

CCSU offers it's undergraduate education majors two one credit courses in Educational Technology.  The purpose of the first course, EDT 210 Introduction to Educational Materials, is to introduce the student to the various types of instructional media that can be used in a classroom and the role technology plays in an educational setting.  While many instructional design materials already exist for this course some areas do not have materials.  To aid in the teaching of this course where instructional materials are lacking I will prepare five presentations.  Although this course includes numerous topics the following five topics will be the subject of the presentations:

1.  Blogs - what are they, etiquette, how to use in education
2. Lesson Plans - the parts of a lesson plan, how to integrate technology into one that exists, how to evaluate them

3. Networking Basics - what is server, client, Network and Cloud, why is cloud computing so popular, what is Google Apps, what is Google Docs, how to create a Google Docs spreadsheet

4. Visual Thinking and Learning - what is visual thinking and learning, what is a storyboard and how to create one using Inspiration

5.  WebQuests - what are they, parts of a WebQuest
2. The Need. 
The greatest need in these areas are instruction materials that the lecturer can using in class.  Presentation software such as Powerpoint integrated with other engaging technologies such as interactive whiteboards, mobile devices and videos will provide a rich environment for students to learn.
3. The Audience. 
To research the audience for the EDT 210 class I audited the class, interviewed the current instructor, and reviewed the pre and post skills assessment questionnaires from prior semesters and am in the process of teaching the course.
The intended audience of the EDT 210 class is undergraduate students at CCSU who have not yet applied to the professional education program.  It should be noted that some students enrolled in the course are not education majors nor do they intend to become education majors.  These students are simply taking the course as an elective and they need one credit.
Most of the students are the typical age of college students, 17-21 years, but there are some older adults who are completing their degree in education later in life.  While many of the 17-21 year old students are familiar with technology as we expect this generation to be they are more comfortable using technology for email, Internet browsing, smart phone applications and writing papers.  Students of this age may come into the class comfortable with the basics skills of computers and can readily apply those skills to the new technologies they learn.  Some of the older adults enter the class with little prior experience and as a result suffer from anxiety about technology.  In most cases, regardless of age, students are not well-versed in the more intermediate educational technology skills such as blogs, cloud computing, storyboarding, data management, WebQuests, etc.   Since students have ot yet applied to the professional program they do not have much experience with lesson plans.  
4. Objectives/Assessment. 
Blogs:

· Students will apply the best practices of blogging by writing a response to a blog question on a weekly basis for seven weeks.

· Students will illustrate their understanding of the use of blogs in the classroom by stating at least one way to integrate blogging into a classroom.

Lesson Plans:

· Students will define a lesson plan in one sentence and list the main parts (at least 3) of a lesson plan.

· For seven weeks given an existing lesson plan without technology integration, students will demonstrate their understanding of the plan and of the proper uses of technology in the classroom by writing a revised lesson plan that makes appropriate use of technology.

Networking Basics:

· When asked verbally, students will define the following terms: client, server, network, cloud.

· Given a question in the class blog about the benefits of cloud computing the student should be able to name at least 3 benefits.

· Given a set of requirements and raw data students will build a spreadsheet using Google Docs to act as a gradebook.

Visual Thinking and Learning:

· When asked verbally, students will define the concept of visual thinking and learning in two sentences.

· Given a topic for a WebQuest, students will create a storyboard using visual mapping software such as Inspiration that will show visually the ten steps in the process section of their WebQuest and the relationship (using arrows) between the steps. 
WebQuests:

· When asked verbally, students will define the concept of a WebQuest in three sentences.

· Given access to the Internet and lab time in class students will locate an existing WebQuest online and will use the generally accepted rubric as created by Bernie Dodge to critique and score the WebQuest on a scale of zero to fifty.

· Given access to the Internet students will create their own unique WebQuest as a homework assignment that includes between 1 and 2 tasks and a minimum of ten steps in the process section.  The WebQuest will receive a minimum score of 75 out of 100 as scored with the generally accepted WebQuest rubric.

5. Content. 
The content/tasks of the presentations are provided after the list of ISTE NETS*T.  The course, EDT 210 is intended to meet the following ISTE NETS*T.  After each presentation topic the standards addressed in that topic are listed by number letter combination. 

ISTE NETS*T 

1. Facilitate and Inspire Student Learning and Creativity                                                                                                         Teachers use their knowledge of subject matter, teaching and learning, and technology to facilitate experiences that advance student learning, creativity, and innovation in both face-to-face and virtual environments. Teachers:

b. engage students in exploring real-world issues and solving authentic problems using digital tools and resources.

2. Design and Develop Digital-Age Learning Experiences and Assessments                                                                         
Teachers design, develop, and evaluate authentic learning experiences and assessment incorporating contemporary tools and resources to maximize content learning in context and to develop the knowledge, skills, and attitudes identified in the NETS•S. Teachers:

a. design or adapt relevant learning experiences that incorporate digital tools and resources to promote student learning and creativity.  

3. Model Digital-Age Work and Learning                                                                                                                                    Teachers exhibit knowledge, skills, and work processes representative of an innovative professional in a global and digital society. Teachers:

a. demonstrate fluency in technology systems and the transfer of current knowledge to new technologies and situations.

b. collaborate with students, peers, parents, and community members using digital tools and resources to support student success and innovation.

c. communicate relevant information and ideas effectively to students, parents, and peers using a variety of digital-age media and formats.

d. model and facilitate effective use of current and emerging digital tools to locate, analyze, evaluate, and use information resources to support research and learning.

4. Promote and Model Digital Citizenship and Responsibility                                                                                                 Teachers understand local and global societal issues and responsibilities in an evolving digital culture and exhibit legal and ethical behavior in their professional practices. Teachers:

a. advocate, model, and teach safe, legal, and ethical use of digital information and technology, including respect for copyright, intellectual property, and the appropriate documentation of sources.

c. promote and model digital etiquette and responsible social interactions related to the use of technology and information.

5. Engage in Professional Growth and Leadership                                                                                                                    Teachers continuously improve their professional practice, model lifelong learning, and exhibit leadership in their school and professional community by promoting and demonstrating the effective use of digital tools and resources. Teachers:

b. exhibit leadership by demonstrating a vision of technology infusion, participating in shared decision making and community building, and developing the leadership and technology skills of others.

c. evaluate and reflect on current research and professional practice on a regular basis to make effective use of existing and emerging digital tools and resources in support of student learning.

Blogs: (ISTE 1b, 2a, 3a, 3b, 3c, 4c)

· Blogging defined

· Blogging etiquitte

· Blogging sites available and creating a login in to Blogger.com

· How to comment on the class blog

· What ISTE standards blogging addresses

· How blogging can be used in the classroom
Lesson Plans: (ISTE 1b, 2a, 3a, 3d, 4a, 4c, 5b, 5c)

· Lesson Plan defined
· Main parts of a lesson plan
· How to read a lesson plan
· How to integrate technology into an existing lesson plan without technology
Networking Basics: (ISTE 1b, 2a, 3a, 3b, 3d, 5b, 5c)

· Definitions – server, client, network, cloud
· Benefits of cloud computing

· Google Apps for Education

· Google Docs

· Benefits of using Google Docs in the classroom

· Introduction of the Google Docs document types – documents, spreadsheets, presentations

· Overview of Google Docs spreadsheets

Visual Thinking and Learning (ISTE 1b, 2a, 3a, 3b, 3c, 5b, 5c)
· Visual Thinking defined

· Examples of visual thinking

· Overview of Inspiration and its major features

· Storyboards defined

WebQuests (ISTE 1b, 2a, 3a, 3b, 3d, 4a, 5b, 5c)
· WebQuests defined

· Basic parts of a WebQuest

6. Instructional Strategies. 
Most of the classes will be run as a lecture, then demonstration, and finally hands-on time for the students to practice.  Interspersed with this traditional approach I will be attempting to use the following learning strategies:

Socratic seminars – as time permits and where the concepts above list “benefits of…” I would like to give students time to debate the pros and cons of using a particular technology.

Teaching a Concept – for each definition listed in the topics above, I will include in the discussion a definition, example, non-example and an analogy

Application Cards – for each new technology discussed I would like to use the learning strategy Application Cards.  Traditionally, students use these cards to hand in a brainstorming idea at the end of a lesson.  Instead, I’d like to use blogging or pollanywhere.com for students to text or enter via their Mac an anonymous brainstorming idea of how to use the new software learned in the lesson.
7. Additional Materials. 
I would enjoy using Promethean clickers as part of the lessons.  Since this is not possible I will instead use pollanywhere.com software.

I would also like to include storyboards in the traditional sense.  If time permits I may create my own paper and pencil storyboards.
8.  Program Use. 
All of these presentations will be used to guide the lecture and some of the demonstration portions of the class time.
9. Summative Evaluation. 
I will continue to use the pre and post assessments already employed in this course.  I do not have access to make specific modifications to them specifically about the new program I am developing but I will add my own survey to be completed by the students in conjunction with the post-assessment.  Additionally, I will use the students’ scores on their projects to determine the success of the program.
10. Appendix-

