CECS 6100 Syllabus

Spring 2010

What is CECS 6100? This course covers issues related to the theory, research, and developmental models used for developing distributed learning in educational settings.

What is distributed learning? Distributed learning is a general term used to describe a multi-media method of instructional delivery that includes a mix of Web-based instruction, streaming video conferencing, face-to-face classroom time, distance learning through television or video, or other combinations of electronic and traditional educational models.

About 6100

Instructor:
Dr. Scott Warren

E-mail: scott.warren@unt.edu or docwarren1@gmail.com (preferred)

 

Class Meetings:

Wednesdays/Others online

  

Rooms:
D212 and G158

Time: 5:30 - 8:20 p.m.



Schedule, readings, and assignments

Week 1: Why distributed or distance education? (Jan. 20, 2010) [FTF]
 

· January 20, 2008: Introduction and discussion

· Activity One:

A. Without a stock definition, locate a strong example of distributed/distance education and come up with a paragraph justification explaining WHY it is strong.

B. Without a stock definition, locate a weak example of distributed/distance education and come up with a paragraph justification explaining WHY it is weak.

· Activity Two:

· Class discussion and negotiation: What is the difference between distributed and distance education?

· Activity Three:

· Review of basic instructional design - What is its relationship to distributed learning?

· Activity Four:

· Blog setup


· Readings for January 27

· Duffy and Kirkley - Chapter 1 - p. 3

· Moore and Kearsley - Chapter 1 - p. 1, Chapter 12, p. 288

 

Week 2: Historical context and Scope: Near and far (Jan. 27, 2010) [FTF]
 

Online meeting: January 27, 2010; Tapped In
·  Readings for February 3, 2010

· Duffy and Kirkley - Chapter 4 ( p. 71)

· Moore and Kearsley - Chapter 2 - p. 24 and ch. 3 - p. 46

 

Week 3: Media and Technology at a Distance (February 4, 2010) [Distributed] 


 Online meeting: February 3, 2008; Second Life
·  Readings for February 10

· Duffy and Kirkley - Chapters 3 (p.49), 7 (p. 143), and 10 (p. 209)

· Moore and Kearsley - Chapter 4 - p. 72

 

Week 4: Course Design and Development (February 10, 2010) [Distributed]

·  Readings for February 17

· Duffy and Kirkley - Chapters 2, (p. 17), 5 (p. 91), 11 (p. 235), and

· Moore and Kearsley - Chapter 5 - p. 100

 

Week 5: Teaching and Learning in Distributed and Distance Education (February 17, 2010) [Distributed]
 

Online meeting: February 10, 2010; Second Life
·  Readings for February 24

· Duffy and Kirkley - Chapter 18 (p. 395),

· Moore and Kearsley - Chapter 6 - p. 135 and ch. 7 - p. 161

· Warren, S., & Stein, R. (2008). Simulating teaching experience with role-play. In Gibson, D. & Baek, Y. (Eds.), Digital Simulations for Improving Education: Learning Through Artificial Teaching Environments (Vol. 1). Hershey, PA: IGI Global.
 
Week 6: Working with the Administration (February 24, 2010) [Distributed]


Asynchronous – Moodle Forum
·  Readings for March 3, 2010

· Duffy and Kirkley - Chapter 6 (p. 107), 12 (p. 261)

· Moore and Kearsley - Chapter 8 - p. 187
· Warren, S., Dondlinger, M., McLeod, J., & Whitworth, C. (Under Review). Power, play and PBL in postsecondary learning: Leveraging design models, emerging technologies, and game elements to transform large group instruction. Computers and Education. (Draft)
· Warren, S., & Jones, J. (2008). Yokoi’s Theory of Lateral Innovation: Applications for learning game design i-manager's Journal of Educational Technology 5(2), 32-43.
· LTCA Theory White Paper (Moodle)

Week 7: Theory and Research in Distance Education (March 3, 2010) [FTF]
·  Readings for March 10, 2010

· Duffy and Kirkley - Chapter 3 (p. 49), 16 (p. 343)

· Moore and Kearsley - Chapter 9 - p. 219
· Jones, J., Warren, S., & Robertson, M. (2009). Increasing student discourse to support rapport building in web and blended courses using a 3D online learning environment. Journal of Interactive Learning Research, 20(3), 269-294.
· Jones, J., & Warren, S. (2008). Intelligent agents and directed narratives: Overcoming the time factor in formal educational settings that use three-dimensional online learning environments. Innovate, 5(2).
Week 8: Findings from Research in Distance Education (March 10, 2010) [Distributed]
 

Online Meeting:

· March 10, 2010; Moodle chat

 

·  Readings for March 24, 2010
· Moore and Kearsley - Chapter 10 - p. 236

Week 9: Spring Break (March 17, 2010) 

 No class, no work this week

Week 10: Distance Education around the World (March 24, 2010) [FTF]

·      Readings for March 31

· Moore and Kearsley - Chapter 12 - p. 23

Week 11: Change and Distance Education (March 31, 2010) [Distributed]
 

SITE is this week, so many of your peers will be presenting their own research on some distributed and distance learning projects. You will work on your own this week on your current Task, post to the Forums, and complete your Blog.

 

·  Readings for April 2

· Duffy and Kirkley - Chapters 14 (p. 297), 15 (p. 321)

· Squire, K. D. & Steinkuehler, C. A. (2006). Generating CyberCulture/s: The case of Star Wars Galaxies. In D. Gibbs & K. L. Krause (Eds.), Cyberlines 2.0 Languages and cultures of the Internet. Albert Park, Australia: James Nicholas Publishers.
· Steinkuehler, C. (in press). Massively multiplayer online games as an educational technology: An outline for research. Educational Technology.

· Dickey, M. (2007). Game design and learning: a conjectural analysis of how massively multiple online role-playing games (MMORPGs) foster intrinsic motivation. Educational Technology Design and Research. Volume 55, Number 3 / June, 2007. P. 255-273.

· Dodge, T., Barab, S., Stuckey, B., Warren, S., Heiselt, C., & Stein, R. (2008). Children's sense of self: Learning and meaning in the Digital Age. Journal of Interactive Learning Research, 19(2), 225-249.
· Warren, S., Stein, R., Dondlinger, M., & Barab, S. (2009). A look inside a design process: Blending instructional design and game principles to target writing skills. Journal of Educational Computing Research, 40(3).
· Also, read one additional article of your choice and summarize in the Forum from the Serious/Persuasive games literature.
 
 
Week 12: Innovations in Distance Education - Persuasive/Serious Games and MMORPGs (April 7, 2010) [Distributed]
 

Online Meeting:

· April 7, 2010; World of Warcraft (Free 10 day trial)

 

·  Readings for April 14, 2010

· MUVES (See Moodle for downloads)

· http://www.igda.org/arg/resources/IGDA-AlternateRealityGames-Whitepaper-2006.pdf">IGDA White Paper on ARGs
· Dondlinger, M., & Warren, S. (2008). Alternate reality games as simulations to support capstone learning experiences. In Gibson, D. & Baek, Y. K. (Eds.), Digital Simulations for Improving Education: Learning Through Artificial Teaching Environments. Hershey, PA: IGI Global.
· Barab, S. A., Warren, S. J., & Ingram-Goble, A. (2008). Academic Play Spaces. In R. Fertig (Ed.), Handbook of Research on Effective Electronic Gaming in Education. Hershey, PA: Idea Group Reference.

· Warren, S. J., Barab, S. A., & Dondlinger, M. J. (2008). A MUVE towards PBL writing: Effects of a digital learning environment designed to improve elementary student writing. Journal of Research on Technology in Education. (Available through UNT library online article database)

· Warren, S. J., & Dondlinger, M. J. (2008). Designing Games for Learning. In R. Fertig (Ed.), Handbook of Research on Effective Electronic Gaming in Education. Hershey, PA: Idea Group Reference. 

· Warren, S., Dondlinger, M., Stein, R., & Barab, S. (2009). Educational game as supplemental learning tool: Benefits, challenges, and tensions arising from use in an elementary school classroom. Journal of Interactive Learning Research, 20(4).
· Barab, S. A., Zuiker, S., Warren, S. J., Hickey, D., Ingram-Goble, A., Kwon, E.-J., et al. (2007). Situationally embodied curriculum: Relating formalisms and contexts. Science Education, 91(5), 750-782. (Available through UNT library online article database)

· ARGs
· http://www.igda.org/arg/resources/IGDA-AlternateRealityGames-Whitepaper-2006.pdf">IGDA White Paper on ARGs

· Unfiction
· ARG Network
· Help Me Solve a Mystery
· Also, read one additional article of your choice and summarize in the Forum
Week 13: Innovations II: MUVEs and ARGs (April14, 2010) [FTF]
 

·  Readings for April 21

· Moore and Kearsley - Chapter 5 - p. 100

 
 Week 14: Corporate and business: The marketing effect (April 21, 2010) [Distributed]
 

Online Meeting:

· April 16, 2008;  There.com or other

 

·  Readings for April 28, 2008

·  Duffy and Kirkley - Last Chapter in the text

 
 Week 15: Wrapping it up (April 28, 2010) [FTF] {Last required FTF Class Meeting}
 
Week 16: Dead Week (May 5, 2010) [No Meeting]
 
Week 17: Final exam paper due on May 12, 2010) [Distributed - May 12 or optional FTF

· Post to Moodle
Major Learning Tasks

Task 1: Basic elements of strong distributed/distance learning systems (Solo) - 5%
· Due February 3, 2010: Upload to Moodle

· In this Task, you are asked to examine two distributed/distance learning systems (choosing from the list below) to create a list of ten basic elements that must be present in a distributed/distance learning systems for it to be considered a "strong" system that results in high quality learning and has excellent ease of use. You can also ask for approval of those not on the list.

· Each element should be accompanied by, at a minimum, a 1/2 page definition for the element (as you define it) and how it is present in one of the two systems under study.

· Possible systems:

· Blackboard
· Moodle
· Open University
· MIT Open Courseware
· Sakai
· Distance Learning Systems for the Deaf
· Iowa Lakes Community College
· North Carolina Public Schools Distance Learning
· HotChalk!
· Quest Atlantis
· Second Life Education Island
· Tapped In
· Knowledge Forum
· Math Forum
 

Task 2: Analyzing five distributed/distance learning systems for elements (Solo) - 10%
 

· Final version Due February 24, 2010: Upload to Moodle

· In this Task, you are asked to identify five distributed/distance learning systems that you feel typify good or excellent distributed/distance learning systems. Within each system, you will need to identify:

· Where each element that the group has compiled as a result of Task 1 is present in each system and how it contributes to the functioning of the system.

· How does this system differ from systems that are not excellent?

· How could this system empower those who are expected to use it?

· What are impediments to using this system in the educational setting that it is intended for?

· Each analysis must be at least one page long. You will need to include the elements noted above as well as:

· A brief overview of the system including

· its intended use,

· its intended audience, and

· the core elements that make it distributed/distance learning

 
 
Midterm Task: My theory of distributed/distance learning (Solo) - 15%
 

· Final version Due March 24, 2010: Upload to Moodle

· Based on the readings you have done thus far combined with the first two Tasks, you should have a pretty good idea of what the experts believe that distributed/distance learning is. At this point, you have likely started to formulate your own theory of distributed/distance learning. Before one goes about designing strong distributed/distance learning systems, one begins with the basic underpinnings of an ontology, epistemology, and methodology for engaging in systems design.

· This paper (minimum 10 pages) is your opportunity to express your literature supported theory of distributed/distance learning.
· You will need to include:

· a brief introduction to your theory (1 page)

· a brief (3-4 page) literature review or relevant articles, chapters, etc.

· an explanation of the basic ontological, epistemological, and methodological principles underlying your theory (1-2 pages)

· an overview of your core theory of distributed/distance learning and learning in general (2-4 pages)

· an explanation of how this theory will impact instructional design of distributed/distance learning (2-4 pages)

· conclusion and summary

· An example of some of these different pieces may be found in the following PDF
· pg. 23 - Literature Review

· pg. 32 - Learning Theory

· pg. 63 - Instructional design

· pg. 77 - Design methodology

· pg. 103 - Philosophy of Inquiry

Task 3: Designing strong distributed/distance learning systems (Group) - 15%

 

·  Final version Due April 21, 2010: Upload to Moodle

· As a group (minimum 3 members), your group must negotiate the design of a particular distributed/distance learning system that will enable the delivery of a core set of content that you agree to and will fully take advantage of the strengths of the specific technological affordances present in that system. In this instance, you will be taking the design through the first "D" of the ADDIE model in which you create the paper instructional design document that would guide the development of the curricular design product, detail how you intend it to be implemented in the educational setting, and how its effectiveness for learning will be evaluated/assessed.

· The design document will be a minimum of 15 pages (and no more than 20) and include:

· The problem being addressed by the design of the instruction to include distributed/distance learning (problem to be solved)

· The philosophy and/or model guiding the instructional design (choose only one) [Learning theory]

· Related literature showing past, related designs that support your design (literature review)

· The core elements of the instruction and the standards/objectives being addressed (instructional design and methods)

· A sample lesson and the related distributed/distance learning elements/technologies being leveraged

· What the development of the instruction will look like in the development phase to guide its creation

· What implementation in a classroom will look like ideally

· Evaluation/assessment methods to examine learning effectiveness
 
Final Exam Task: Researching distributed/distance learning systems - Final Paper (Solo) - 20%
 

· Final version due May 12, 2010 at Midnight in Moodle

· Based on the system you designed, your personal theory of distributed/distance learning, you will put together your research methodology for studying your group's instructional design. This will include IRB forms as well as the full methodology and associated literature review.

 

 Class Attendance - 20%
 

· Class attendance will be split into two types: face-to-face and online. Because this is a course on distributed/distance learning, it is very important to participate in both the in-class activities as well as those that are present online in the form of discussion forums (asynchronous) and online meetings (synchronous). Each element is detailed below:

· Online Discussion Forum posts and responses - You are expected to post to each of the weekly topics and respond to at least two of your peers. Make sure that your posts push the discussion forward rather than have them simply be comments about the quality of their post. For example, "When you noted that distance learning products have had difficulty being used in the schools you have worked with, it left me wondering what the specific impediments you saw are in the classroom" is a good post. A less desirable post would be: "Good point, Farah!"

· Online Meetings - Over the course of the semester when we are not meeting in the classroom, we will meet a minimum of 5 times virtually to complete discussion and some related online course tasks. 

· Face-to-Face (FTF) meetings  - These are more than just showing up and taking notes. During each of the face-to-face class meetings, two people will be responsible for coming up with two separate activities related to the readings for the class that help us extend our understanding of what we read that week. Beyond a 10 minute Power Point or other presentation, you will need to come up with some form of activity that engages us in the topic and expands our awareness.

· Missing two or more FTF meetings without a firm excuse ahead of time will result in a 0 score for this grade. Missing three or more and I will consider withdrawing you from the course with either a W or a WF.
 
Weekly blog - 15%
 

· As a strong believer in reflection, I like the idea of a weekly blog to get you thinking more deeply about your readings and experiences in and out of class related to the course topic. However, this all tends to work better with feedback, so you will have a partner that changes up every three weeks who will reply to your weekly posting. We will figure that out at the first class meeting. 10% of the grade comes from your own posting and the other 5% comes from responding to your partner. If they do not post, you get the 5% automatically, but need to tell me that it is the case so I can investigate.

