Teaching with Technology
LRN SCI-438, Spring 2009
Professor: Steven McGee <s-mcgee@northwestern.edu>
Teaching Assistant: Heather Johnson < heatherjohnson2009@u.northwestern.edu>
Class Meetings: Tuesdays 6:30 PM – 9:00 PM
Annenberg G02
1.  Overview 

Teaching with Technology is a course designed to help teachers use empirical models to explore new technologies, evaluate their educational potential, and develop scenarios of use consistent with their teaching philosophy. The course starts with a reflection on the relationship between teaching philosophy and technology use. We will also explore children’s everyday uses of technology. We then will take an in-depth look at three emerging technologies: Wikipedia, agent-based modeling, and gaming. In each case, you will get extensive experience with the technology, examine empirical models that can be applied to the technologies, and reflect on how the technologies intersect with your teaching philosophy. 

2.  Organization of the class 

A. Weekly activities 

Each week, you will read 1-3 in preparation for the classroom activities. Many weeks will involve posting to Blackboard using the empirical model provided in the articles. During class, you will have extensive opportunities to experience the focal technologies with the support of the professor and teaching assistant. Laptops will be provided in class. You should bring a storage device for storing classroom assignments. If you prefer, you can use your own laptop for class.
The syllabus lists the required homework and required readings for the subsequent week. In most instances, you will need to use the Northwestern University e-Journals to access the article. Articles not available through the library can be accessed through a hyperlink in the syllabus. There is one required textbook, which can be purchased from the bookstore:

What Video Games Have to Teach Us About Learning and Literacy 

James Paul Gee

2001: Macmillan
B.  Assignments

Weekly Assignments 

The syllabus lists the weekly assignments that either need to be created online or posted to Blackboard. Many of the assignments require you to comment on other students’ postings. These weekly assignments will be graded for completion under class participation. 

Blackboard posting tips: (1) You may want to develop your posting in a word processor and then post it to Blackboard. (2) Saving your posting in Blackboard does not post it for the community. You need to press submit.

Use Scenario Papers

You will individually develop 3 use scenario papers, one for each of the 3 focal technologies. Each paper will have 4 components: (1) a description of how the technology could be implemented in your classroom, (2) how the students would be assessed, (3) a justification of how the implementation is consistent with your teaching philosophy, and (4) a rationale for the implementation based on empirical research. Each component will be rated on a 3-point scale for a total of 12 points per paper. 

You will work in pairs to develop a use scenario paper on a technology of your choice. You will present the paper as the final exam on June 9th. A fifth component will be added to the final paper to evaluate the quality of the presentation. The final paper will be out of 15 points.

The use scenario papers will be submitted using the Blackboard Dropbox. They are due prior to the start of the next class or by the due date specified.

Grading 

Class Participation: 20% 

Wikipedia Use Scenario (April 28):  20% 

Modeling Use Scenario (May 19): 20% 

Gaming Use Scenario (June 2): 20%

Use Scenario of Student-selected Technology (June 9): 20%

March 31 – Introduction and Philosophy of Teaching

In Class:

· Cuban, L., Kirkpatrick, H., Peck. C. (2001). High Access and Low Use of Technologies in High School Classrooms: Explaining an Apparent Paradox. American Educational Research Journal, 38(4), 813-834. 
· Read pp 825-830
· Post description of current technology use and barriers to technology use to Blackboard

· Niederhauser, D. S., & Stoddart, T. (2001). Teachers’ instructional perspectives and use of educational software. Teaching and Teacher Education, 17, 15–31.
· Examine Table 1 (p 20) and Table 2 (p. 24)
· Examine Figures 4-5 (pp. 25-26)
· Read Discussion and Conclusion (pp 27-29)
· Use the categories in Table 2 from Niederhauser to outline and post teaching philosophy to Blackboard

For Homework:

· O’Reilly, T. (2005). What is Web 2.0? Design Patterns and Business Models for the Next Generation of Software. O’Reilly Media. Found at: http://www.oreillynet.com/lpt/a/6228 

· Identify a Web 2.0 technology not listed in the article (also not MySpace, Facebook, or YouTube) and describe how it achieves all 8 design patterns. (Due by midnight April 4th. No repeats.)

· Rate 2 of your peers’ descriptions on how well each technology meets each design pattern. Provide justification for the rating. (Due by class on April 7th. Only 2 entries per technology).
· Mizuko, I, et. al. (2008, November). Living and Learning with New Media: Summary of Findings from the Digital Youth Project. The John D. and Catherine T. MacArthur Foundation Reports on Digital Media and Learning.
April 7 – Wikipedia: Introduction and Genres of Participation

In Class:

· Select one Web 2.0 technology posted to Blackboard and discuss how well it fits with genres of participation.

· Create or significantly revise a Wikipedia entry using Wikipedia’s article principles.
· Post entry title and abstract to Blackboard

For Homework:

· Trautman, N. (2007). Interactive learning through web-mediated peer review of student science reports. Educational Technology Research and Development.
· Giles, J. (2005, December 15). Internet encyclopedias go head to head. Nature, 438, 900-901. 
April 14 – Wikipedia as Peer Editing 

In Class:

· Peer edit two articles

· Use Wikipedia talk feature to peer edit two Wikipedia entries based on the three Wikipedia article principles. 

· Copy critique as a reply in Blackboard. (only two peer edits per article.)

· Revise entry based on peer feedback. Post response in Wikipedia talk area as well Blackboard.

· What are the opportunities and challenges associated with using Wikipedia for peer editing?

· Form into five groups of four students each and a select a topic to collaboratively write a new article in Wikipedia.

For Homework:

· Collaboratively write an article using the Talk function to discuss changes. Post article tile and summary to Blackboard.

· Dee, J. (2007, July 1). All the News That’s Fit to Print. New York Times Magazine.

· Coffin, C., North, S. & Martin, D. (2009). Exchanging and countering points of view: A linguistic perspective on school students’ use of electronic conferencing. Journal of Computer Assisted Learning, 25, 85–98
· Trentin, G. (2009). Using a wiki to evaluate individual contribution to a collaborative learning project. Journal of Computer Assisted Learning, 25, 43–55. 

April 21 – Wikipedia as Collaborative Learning

In Class:

· What are the opportunities and challenges to using Wikipedia for collaborative writing? 

· Discuss approaches to assessing collaborative article writing

· Work in your collaborative writing groups to assess the Talk trail of one other group.

· Iteratively develop an approach to assessing the collaboration

· Apply the rubric

· Post the results to Blackboard

For Homework:
· Write a use scenario paper on Wikipedia (or a generic wiki environment) that is consistent with your philosophy of teaching and supported by empirical research. Discuss how you will assess the activity. Revise your philosophy of teaching as needed.

· Uri Wilensky (2001) Modeling Nature’s Emergent Patterns with Multi-agent Languages. Paper present at Eurologo, Linz, Austria. http://ccl.northwestern.edu/papers/MEE/
· Schwarz, C., Reiser, B. J., Fortus, D, Krajcik, J., Roseman, J. E., Willard, T., & Acher, A. (2008). Designing and Testing the MoDeLS Learning Progression. National Association for Research in Science Teaching, Baltimore, MD. 
April 28 – NetLogo: Explore Model Parameters

In Class:

· Work in pairs to select a model from the NetLogo library. Explore the model by changing the model parameters and observing the changes in behavior. 

· Create a Blackboard posting that summarizes the model behavior you observed, explains how the individual agent behavior leads to the emergent phenomena of the model, and describes the limitations of the model. 

For Homework:

· Select one of your classmates’ models. Review the Blackboard posting and explore the model. Post a reply to the note adding additional observations, explanations, and limitations. (only 2 replies per posting.) 

· NetLogo User Manual

May 5 – NetLogo: Change the Model to Address Limitations

In Class:

· Working in the same pairs as last week, review the limitations of the model that you and your peers identified.

· Modify the model you worked on last week to address at least one limitation of the model.

· Post a summary of the changes made to the model and how the changes address the limitations. Also describe the resulting behaviors of the model, how the individual agent behavior leads to the emergent phenomena, and any limitations of the revision. Attach the revised model to the posting.

For Homework:

· Download one of your classmate’s revised models. Review the Blackboard posting and explore the model. Post a reply to the note adding additional observations, explanations, and limitations. (only 2 replies per posting.) 

· Wilensky, U. & Resnick, M. (1999). Thinking in levels: A dynamic systems perspective to making sense of the world. Journal of Science Education and Technology. Vol. 8 No. 1: 3–18.

· Wilensky, U., & Reisman, K. (2006). Thinking like a wolf, a sheep or a firefly: Learning biology through constructing and testing computational theories. Cognition & Instruction: 171-209.

May 12 – NetLogo: Build Your Own Model

In Class:

· Select a topic that you would like to use modeling for in your class. Build the model using NetLogo either as a model that students would manipulate or as an example of the kind of model you expect students to create.

· Post the model to Blackboard along with a summary of the model behavior you observed, an explanation of how the individual agent behavior leads to the emergent phenomena of the model, and a description of the limitations of the model.
For Homework:

· Download one of your classmate’s models. Review the Blackboard posting and explore the model. Post a reply to the note adding additional observations, explanations, and limitations. (only one reply per posting.) 
· Write a use scenario paper on the model you built in class that is consistent with your philosophy of teaching and supported by empirical research. Discuss how you will assess the activity. Revise your philosophy of teaching as needed.

· Chapter 1 and 2 (pp. 1-50) from Gee, J. (2003). What Video Games Have to Teach Us About Learning and Literacy. 

· Lenhart et. al. (2008). Teens, Video Games, and Civics. 

· Summary of Findings

· Part 1, Section 3: The Social Nature of Teen Video Game Play

May 19 – Video Games: Semiotic Properties

In Class:

· Play Pirates of the Caribbean focusing on the semiotic properties

For Homework:

· Post a description of your experiences playing the game and compare your experiences to the 5 design principles in the semiotics chapter. (Due by midnight May 24th)

· Critique two of your peers’ responses (only two response per description).

· Chapter 3 (pp. 51-71) from Gee, J. (2003). What Video Games Have to Teach Us About Learning and Literacy. 

May 26 – Video Games: Learning and Identity

In Class:

· Play Pirates of the Caribbean focusing on identity

For Homework:

· Post a description of your experiences playing the game and compare your experiences to the 9 design principles in the learning and identity chapter. (Due by midnight May 31)

· Critique two of your peers’ responses (only two response per description).

· Write a use scenario paper on a video game of your choice that is consistent with your philosophy of teaching and supported by empirical research. Discuss how you will assess the activity. Revise your philosophy of teaching as needed. (Due by 6:30 PM June 2)

· Email instructor and TA the membership of your pair for the final project and the technology you will be focusing on.
June 2 – No Class

For Homework:

· In pairs, write a use scenario paper on a technology of your choice that is consistent with your philosophy of teaching and supported by empirical research. Discuss how you will assess the activity. Revise your philosophy of teaching as needed. 

· Develop a presentation version of the use scenario to be presented on June 9
June 9 – Project Presentations

In Class:

· Present use scenarios in pairs.

· Post comments on peers’ use scenario presentations.

For Homework:

· Revise your use scenario based on the feedback received in class and on Blackboard. (Due 6:30 PM on June 10).
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