SYLLABUS

ECOMP 6016 TEACHING AND LEARNING WITH DIGITAL MEDIA [3 Credits]

COURSE MENTOR

Mary Hopper, Ph.D.

Assistant Professor

Lesley University

Phone: (617) 868-7157 
Email: mhopper@lesley.edu

OVERVIEW
This course will help educators to harness the power of digital media for teaching and learning. They will learn to use that power to transform traditional teacher-centered classrooms into student-focused learning environments where students use digital media for the acquisition, analysis, construction, and presentation of knowledge. Hands on experiences will also help them develop proficiency with the tools and skills needed for authoring and publishing digital media in a variety of formats.  

GOAL AND OBJECTIVES(
Overall Goal

Learn to create rich learning environments in which students use digital media for the acquisition, analysis, construction, and presentation of knowledge.
● Devise digital media experiences for the classroom that address both content and technology standards. (ISTE III-A)

● Know rationales and methods for using constructivist, inquiry and project based learning activities. (ISTE II-A, B, III-B)
● Know and use a variety of planning and design techniques and principles for digital media projects.  (ISTE II-A)
● Know rationales and approaches for alternative assessment strategies for digital media projects. (ISTE IV, IV-C, V-B)
● Explain how digital media can be used to address the needs of diverse learners. (ISTE II-A, VI-A, B & C)
● Know the definition, rationales and strategies for developing media literacy in the classroom.  (ISTE VI-D)

● Gain functional knowledge about educational media resources and associated teacher support materials. (ISTE II-C)
● Examine and appreciate issues of intellectual property and copyright as it relates to using digital media. (ISTE VI-A)
● Find, repurpose and generate original text, graphics, audio and video. (ISTE I-A, II-C, V-A, C, D)
● Develop proficiency at tools and skills for authoring and publishing digital media. (ISTE I-A, B, II-C, V-A, C, D, VI-A)

● Use web authoring tools for constructing rich digital learning environments. (ISTE I-A, B)
● Construct complex, powerful video segments incorporating text, visual, audio and video files. (ISTE I-A & B, II-C)
● Master strategies for publishing digital media using mass storage devices and the web. (ISTE I-A)

READINGS
	Required Text

Simkins, M., Cole, K., Tavalin, F. & Means, B. (2002).  Increasing Student Learning Through Multimedia Projects. Alexandria, VA: ASCD.

http://www.ascd.org/publications/books/2002simkins/2002simkinstoc.html
Recommended Texts
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Lamb A.  (1999). Building treehouses for learning 

(2nd Ed.). Emporia, Kansas: Vision to Action.
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Lamb, A. (2005). Multimedia Seeds

(Based on Building Treehouses for Learning)

http://eduscapes.com/seeds/
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Theodosakis, N. (2001). The director in the classroom: How filmmaking inspires learning. San Diego, CA: Tech4Learning.
                                                     
	


Recommended Websites

Consider This Articles (David Thornburg)

http://teacherline.pbs.org/teacherline/resources/archive_thornburg.cfm
The Encyclopedia of Educational Technology

http://coe.sdsu.edu/eet/
From Now On, The Educational Technology Journal

http://www.fno.org/
The George Lucas Educational Foundation

http://www.glef.org
Information Today’s Multimedia & Internet @ Schools!

http://www.infotoday.com/MMSchools/
Journal of Technology Education 

http://scholar.lib.vt.edu/ejournals/JTE/
Kathy Schrock’s Guide for Educator’s

http://school.discovery.com/schrockguide/
Multimedia Schools

http://www.infotoday.com/mmschools/default.htm
New Horizons for Learning

http://www.newhorizons.org
Partnership for 21st Century Skills 

http://www.21stcenturyskills.org
T.H.E. Journal

http://www.thejournal.com/
Other Required and Recommended Readings and Resources

There will be other readings marked in the syllabus as required readings. 

There will also be a number of recommended books, articles and web sites introduced during class.
KEY CONTENT ITEMS AND PRINCIPLES
THEORY & PRACTICE OF USING DIGITAL MEDIA IN THE CLASSROOM

I. Digital media resources and support materials for teachers

a. History and types of resources

b. Overview of current sources 

II. Student-centered approaches to using digital media in the classroom

a. Constructivist Learning Theory

b. Inquiry Learning Activities

c. Project Based Learning

III. Media literacy in the classroom

a. Introduction to media literacy 

b. Developing skills in critically analyzing media messages

c. Key questions and resources

IV. Design and planning

a. Team roles

b. Planning the project’s rationale, goals and objectives

c. Storyboarding

V. Learning theory

a. Multimedia information and learning

b. Multiple Intelligences, revisited

c. Accessibility and Universal Design 

VI. Assessment of student digital media projects

a. Alternative assessments and rubrics, review

b. Digital media portfolios for students

c. Digital media portfolios for teachers
VII. Integrating digital media experiences with content and technology standards

a. Basic integration strategies

b. Challenges

c. Local and national opportunities

DIGITAL MEDIA TOOLS AND SKILLS

I. Digital media basics

a. Overview of digital media tools and techniques

b. Why use built-in, free or low cost tools relative to equity and access

c. Repurposing, copyright and fair use 

d. Finding, viewing, creating, editing and imbedding in projects

II. Digital Media Types

a. Text 

b. Images 

c. Audio 

d. Video 

III. Authoring and Publishing 

a. Web authoring tools review (Free Web e.g. Mozilla, etc., MS Front Page)

b. Web authoring skills, links for linear, branching and menus

a. Publishing to R/W CD & DVD

b. Publishing to drop box (WinZip)

c. Publishing to web (FTP)

ASSESSMENT
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Participation, In-Class Activities (40% of final grade – 40 points)

Participation is a vital element for success in this course. It includes active, constructive contributions to all group activities. You should read the required readings and visit the required web sites and actively contribute to discussions. Patience, perseverance, active problem-solving and mutual support, especially in cases of unexpected technical problems or set-backs is a sign of quality involvement in a learning environment and represents quality participation. (20 points each weekend)
Course Project (40% of final grade – 40 points)

This course project will require you to use the knowledge you have gained to create something useful for your classroom. 

For your course project, you will create a mini-unit containing 3 or more lessons that you will teach in your classroom.   

The mini-unit must be grounded in your classroom curriculum and require students to create a video product. This must clearly engage your students in using digital media for the acquisition, analysis, construction, and presentation of knowledge.

Further Information will be provided on a separate handout in class.

Two Individual Assignments (20% of final grade – 20 points)

Media Literacy & You (10 Points, Due 2 Weeks after 1st Weekend)

Video Safari (10 Points, Due Assigned Time after 2nd Weekend)

Format for Work

The Lesley University School of Education has adopted the Publication Manual of the American Psychological Association, 5th Edition [2001] as the official format for student papers, citations and bibliographies, effective September 2001. The School of Education will not accept other publication guidelines such as the MLA. Students are encouraged to obtain a personal copy of the APA's 5th Edition for the first course in their program of study. The Ludcke Library and other web sources also provide helpful information on APA guidelines. 

Evaluation Criteria

Graduate work must be above average, earn an A or B grade, to be acceptable for receiving credit.  

	Quality
	Range %
	Grade
	(Point)

	Outstanding
	93-100
	A
	(4.0)

	Superior
	 88-92
	A-
	(3.7)

	Above Average
	 83-87
	B+
	(3.3)

	Adequate/Average
	 75-82
	B
	(3.0)

	Inadequate
	 70-74
	B-
	(2.7)

	Unacceptable
	Below 70
	C+
	(2.3)


POLICIES

Attendance

This graduate level course, for three credits, requires 45 in-class hours of attendance. Attendance for all sessions is mandatory, except for "milestone" or emergency circumstances. For this class, "milestone" circumstances are those generally defined as "rare" important events such as weddings, funerals etc. Recreational events such as vacations and ballgames etc. do not qualify. Emergencies are, by definition, unforeseeable. However, key terms to keep in mind are "serious" and "unavoidable".  Serious emergency and significant "milestone" circumstances may warrant exception and will be considered on a case-by-case basis in consultation with your Academic Advisor (listed on your schedule) and the Program Director. If you will miss class for any reason, then you are responsible for contacting me to discuss the nature of the emergency and "milestone" circumstance, whether the course attendance expectations will permit make-up work and/or whether there may be an adverse effect on your final grade.  If you miss more than the equivalent of one full day over the two weekends, it will result in a grade of technical fail (TF) on your transcript. You will need to take the class, and pay tuition again. 

Plagiarism

All work done by a student must be his or her own original work. Any work quoted, derived, drawn from, or based on the work of others must be fully referenced. Representing the work of others as your own and failing to completely reference the work of others are serious academic offences.

Late Work

Depending on circumstances, late projects may be dropped one grade level. E.g., an A to a B or a B to a B-.

Incomplete Grades (Highly Discouraged!)

Students who find it impossible to complete course requirements by the due date may request a grade of "incomplete".   To do this you must notify your instructor, in writing, prior to the end of the class and explain your need for a grade of incomplete. Incomplete grades must be taken care of no later than the end of the semester immediately following the current semester. After this, the incomplete grade becomes a permanent grade of “F”  that will remain on the student’s transcript, and the course must be repeated by the student-quite possibly travelling to another site.

Class Cancellation and Make-up Policy 

In the event of severely inclement weather, students will be notified by the site coordinator and the times when the class will be rescheduled to fill the required hours. In the event of an extreme personal emergency, individual students must confer with the instructor to arrange for fulfilling the required hours. 

Special Needs

Lesley University is committed to ensuring the full participation of all students in its programs. Accordingly, if a student has a documented disability, and, as a result, needs some accommodation to complete course requirements, he/she should inform the instructor at the beginning of the course. For further information about services through Lesley University for students with disabilities, please contact Manju Banerjee, Coordinator of Disability Services, at (617) 349-8194 or (617) 349-8530 (message), or e-mail: banerjee@mail.lesley.edu
Further Information

More information about Lesley University policies can be found on the web: http://www.lesley.edu/policies.html

These guidelines are presented in the Lesley University Graduate School Student Handbook * 
COURSE SCHEDULE, CONTENT, ACTIVITIES & READINGS
FIRST WEEKEND
FRIDAY, 5 PM

INTRODUCTIONS

Goal: Learn to create rich learning environments in which students use digital media for the acquisition, analysis, construction, and presentation of knowledge.

Welcome & Introductions

Course Overview & Syllabus

REQUIRED READING

Simkins, M., Cole, K., Tavalin, F. & Means, B. (2002). Increasing Student Learning Through Multimedia Projects. Alexandria, VA: Assoication for Supervision and Curriculum Development.

See: http://www.ascd.org/publications/books/2002simkins/2002simkinstoc.html

RECOMMENDED READING

Lamb A.  (1999). Building treehouses for learning  (2nd Ed.). Emporia, Kansas: Vision to Action.

Introduction: Building Treehouses for Learning,

Lamb A.  (2005). Multimedia Seeds, Retrieved July 9, 2005 from 

http://eduscapes.com/seeds/  

(Web site Based on Lamb’s book, Building Treehouses for Learning)

Theodosakis, N. (2001). The director in the classroom: How filmmaking inspires learning. San Diego, CA: Tech4Learning.  

THEORY & PRACTICE – INTRODUCTION 

Objective: Know rationales and methods for using constructivist, inquiry and project based learning activities. 

Review Learning Theory and Student Centered Methods

Webquests, Inquiry Learning, Project Based Learning

In-Class Screening - Live and Learn [Video]

REQUIRED READING

Simkins et.al., Chapter 1 What is Project-Based Multimedia Learning

George Lucas Foundation (2005).  Project-Based Learning Module. The World of Learning: Eductopia. Retrieved February 18, 2005, from  http://www.edutopia.org/modules/PBL/index.php
RECOMMENDED READING

Theodosakis, N. (2001). The director in the classroom: How filmmaking inspires learning. San Diego, CA: Tech4Learning.  Chapters 1-5, Why Video in the Classroom.

DINNER/BREAK

MEDIA LITERACY – INTRODUCTION

Objective: Know the definition, rationales and strategies for developing media literacy in the classroom.  

Understanding and harnessing the power of media

Media Experiences, Digital and Otherwise

Developing your media senses

21st Century Literacy, From Information to Media

In-Class Viewing – Media Lit Segments [DVD, Scanning Television]

Reminder: Bring Magazines (Due Sat. 1st Weekend, i.e. Tomorrow)

REQUIRED READING

SBC Knowledge Ventures, L.P. (2005). 21st Century Literacies. Retrieved February 18, 2005, from http://www.kn.pacbell.com/wired/21stcent/
RECOMMENDED READING

Partnership for 21st Century Skills (2004).  Learning for the 21st Century: A Report and Mile Guide for 21st Century Skills.  Retrieved March 28, 2005, from http://www.21stcenturyskills.org/downloads/P21_Report.pdf
SKILLS & TOOLS – INTRODUCTION

Objective: Gain functional knowledge about educational media resources and associated teacher support materials. 

Overview of Tools and Techniques

Why use built-in, free or low cost tools in education?

Overview and use of current sources of digital media

Building a personal digital media collection

Copyright, Fair and Free Use

In-Class Activity — Media Safari, Stalking the perfect media! | Digital Zoo [Individual]

REQUIRED READING

Lamb A.  (2005). Multimedia Seeds : Exploring Audio and Video Collections  Retrieved July 9, 2005 from http://eduscapes.com/seeds/seed1.html (Look here to find media!”)

Richardson, K.W. (2002, January). Copyright in the classroom: A workshop for educators. Technology & Learning. Retrieved February 18, 2005, from  http://www.techlearning.com/db_area/archives/WCE/archives/kwrich.htm
Simkins et.al., Chapter 2 A Multimedia Primer

AUTHORING – DIGITAL LEARNING ENVIRONMENTS, LOGO

Objective: Develop proficiency at tools and skills for authoring and publishing digital media. 

The power and the promise of digital Media!

What are digital learning environments?

Introduction to Authoring Tools for Digital Learning Environments

Logo, the talented etch-a-sketch for education (history and practice)

In-Class Activity — Turtle Training Experiments [Group]

*HIGHLY* RECOMMENDED READING:

Papert, S. (1980). The gears of my childhood [Forward to Mindstorms].  Retrieved January 21, 2005, from http://www.papert.org/articles/GearsOfMyChildhood.html 

Papert, S. (1980). Mindstorms: Children, computers, and powerful ideas. New York, NY: Basic Books. 

Seymour Papert’s Website 

http://www.papert.org/

SATURDAY

THEORY & PRACTICE – DESIGN & PLANNING

Objective: Know and use a variety of planning and design techniques and principles for digital media projects.  

Inquiry-based learning activities

Challenge 1 - What’s the question?

Constructivist & cooperative learning, team roles

Challenge 2 - Who’s who?

Planning the project’s rationale, goals and objectives

Challenge 3 - What’s the point?

Storyboarding

Challenge 4 - Drawing a pretty project!

In-Class Viewing – Making of Star Wars [Video]

Major Assignment – Course Project, Introduction & Guidelines (Due Two Parts, See Handout)

REQUIRED READING

Simkins et.al., Chapter 3 Making a Real-World Connection

Simkins et.al., Chapter 4 Defining and Planning a Multimedia Learning Project

Simkins et.al., Chapter 5 Read, Set, Go!

Simkins et.al., Chapter 7 Teachers and Students: Evolving Roles

Szul, L. F., & Woodland, D. E. (1998, February). Does the right software a great designer make?  

T.H.E. Journal, 25(7). 48-49 [On-line]. Retrieved February 18, 2005, from http://www.thejournal.com/magazine/vault/A2012.cfm 
Thibodeau, P. (1997, February). Design standards for visual elements and interactivity for courseware. 

T.H.E. Journal, 24(7), 84-85 [On-line]. Retrieved February 18, 2005, from http://www.thejournal.com/magazine/vault/A1536.cfm 
RECOMMENDED READING

George Lucas Foundation (2005).  Technology Integration: Language Arts & Social Studies Module. The World of Learning: Eductopia. Retrieved February 18, 2005, from http://www.edutopia.org/modules/LASS/index.php
George Lucas Foundation (2005).  Technology Integration: Math & Science Module. The World of Learning: Eductopia. Retrieved February 18, 2005, from http://www.edutopia.org/modules/ms/index.php
Lamb A.  (1999). Building treehouses for learning  (2nd Ed.).  Chapters 11-13.

Limpus, B. (1994). Lights, Camera, Action! A Guide to Using Video Production and Instruction in the Classroom. Prufrock Press.  

Stevenson, S. (2001, September). Discover and create your own field trips. MultiMedia Schools 8(4). Retrieved February 25, 2004, from http://www.infotoday.com/MMSchools/sep01/stevenson.htm
Theodosakis, N. (2001). The director in the classroom: How filmmaking inspires learning. San Diego, CA: Tech4Learning.  Part 2: The filmmaking process in the classroom, Ch. 6-18, Appendix & CD.

MEDIA LITERACY – VISUAL MEANING

Objective: Know the definition, rationales and strategies for developing media literacy in the classroom.  

Understanding and harnessing the power of images

In-Class Activity — Magazines, the good, the bad and the ugly [Group]

REQUIRED READING

SBC Knowledge Ventures, L.P. (2005). 21st Century Literacies. Visual Literacy. Retrieved February 18, 2005, from http://www.kn.sbc.com/wired/21stcent/visual.html
SKILLS & TOOLS – TEXT & IMAGES 

Objective: Find, repurpose and generate original text, graphics, audio and video. 

Making images stand out and speak (Readings)

Review built-in (Paint) 

Basic graphics tools & skills (Google’s Picasa)

Overview professional tools (Adobe PS Elements)

In-Class Activity — Text and Images Lab [Individual]

RECOMMENDED READING

Joseph, L. C. (2002, November/December). It’s not just a picture.  Multimedia Schools. Retrieved February 18, 2005, from http://www.infotoday.com/MMSchools/nov02/cybe1102.htm
Lamb A.  (1999). Building treehouses for learning  (2nd Ed.).  CHAPTERS  7-9 

LUNCH

AUTHORING – POWERPOINT

Objective: Develop proficiency at tools and skills for authoring and publishing digital media. 

Powering up Power Point, Review and Practice Advanced Features 

[Adding Graphics, Media, Hyperlinks, Custom Animation, Diagrams, Tables & Charts)

In-Class Activity — PowerPoint jigsaw [Group]

RECOMMENDED READING

Caughlin, J. (2002). PowerPoint Workshop for Teachers, 2nd Ed. Tom Snyder Productions.

AUTHORING – PUBLISHING

Objective: Master strategies for publishing digital media using mass storage devices. 

Publishing Review [File Naming & Organization, R/W CD/DVD, Zip, DropBox]

SUNDAY AM

THEORY & PRACTICE – ASSESSMENT

Objective: Know rationales and approaches for alternative assessment strategies for digital media projects. 

Review Alternative Assessments and Rubrics

Digital Media Portfolios for Students and Teachers

In-Class Discussion– ePortfolio 

REQUIRED READING

Simkins et.al., Chapter 6 The Roles of Assessment

George Lucas Foundation (2005).  Assessment Module. The World of Learning: Eductopia. Retrieved February 18, 2005, from http://www.edutopia.org/modules/Assessment/index.php
MEDIA LITERACY – AUDIO-VISUAL

Objective: Know the definition, rationales and strategies for developing media literacy in the classroom.  

Understanding and harnessing the power of sound and video, too

History of Media Literacy and Television

In-Class Viewing – Media Lit Segments [DVD, Scanning Television]

Major Assignment – Media Literacy & You Paper (Due 2 Weeks after 1st Weekend)

REQUIRED READING

Hobbs, R.(2003).  Changing what, why, and how you watch: Nine critical questions to help you know TV. Media Literacy Clearninghouse. Retrieved from: http://medialit.med.sc.edu/knowtv.htm
Lamb A.  (2005). Multimedia Seeds : Media Literacy Retrieved July 9, 2005 from 

http://eduscapes.com/seeds/literacy.html
SBC Knowledge Ventures, L.P. (2005). 21st Century Literacies.  Media Literacy. Retrieved February 18, 2005, from http://www.kn.sbc.com/wired/21stcent/media.html
Thoman, E. (2003). Skills & strategies for media education. Retrieved February 18, 2005, from  

http://www.medialit.org/reading_room/pdf/CMLskillsandstrat.pdf
RECOMMENDED READING

Brunner, C. & Talley, W. (1999). The new media literacy handbook:  An educator's guide to bringing new media into the classroom.  New York, NY: Doubleday. 

SKILLS & TOOLS – AUDIOVISUAL

Objective: Find, repurpose and generate original text, graphics, audio and video. 

Finding, recording and editing audio 

In-Class Activity — Stand out or sound off [Individual]

REQUIRED READING

 “Digital TV: A Cringley Crash Course”

http://www.pbs.org/opb/crashcourse/
RECOMMENDED READING

Lamb A.  (2005). Multimedia Seeds : Exploring Audio and Video Collections Retrieved July 9, 2005 from 

http://eduscapes.com/seeds/audio1.html
LUNCH

Lunch time screening of Scanning Television DVD (Attendance Optional)

AUTHORNING – WEB/NVU

Objective: Use web authoring tools for constructing rich digital learning environments. 

Why web authoring?

Web authoring tools overview

NVU, an on the fly tool!

Links and navigation

In-Class Activity — Web workshop [Individual]

AUTHORING – PUBLISHING, CONTINUED

Objective: Master strategies for publishing digital media using the web. 

Publishing Review [File Naming & Organization, FTP]

SECOND WEEKEND
FRIDAY, 5 PM

WELCOME BACK

Where are you now?

Where too from here, in class and beyond?

In-Class Activity – Course Project Show & Tell, Critique & Reflection

RECOMMENDED READING

Simkins et.al., Chapter 8 Finding Support for Your Project

Simkins et.al., Chapter 9 Building Systemic Support

DINNER/BREAK

SKILLS & TOOLS – FUN STUFF FAIR

In-Class Activity — Mini-Jigsaw #1, Fun Stuff Fair [Group]

Experiment with a variety of new tools and skills:

Animation (GIF89a, MovieGear)

Screen Capture (SnagIt)

Desktop Video Conference (Skype)

…

REQUIRED READING

 “Digital TV: A Cringley Crash Course”

http://www.pbs.org/opb/crashcourse/
AUTHORING – TECH4LEARNING

Objective: Develop proficiency at tools and skills for authoring and publishing digital media. 

In-Class Activity — Mini-Jigsaw #2, Tech4Learning [Group]

SATURDAY

THEORY & PRACTICE – MEETING LEARNERS NEEDS

Objective: Explain how digital media can be used to address the needs of diverse learners.

Digital media and meeting learner’s individual needs

Learning Styles & Multiple Intelligences, revisited

Accessibility and Universal Design for Learning

Multicultural and ELL Considerations

RECOMMENDED READING

George Lucas Foundation (2005).  Theory of Multiple Intelligences Module. The World of Learning: Eductopia. Retrieved February 18, 2005, from http://www.edutopia.org/modules/mi/index.php
New Horizons for Learning (2005).  Learning Styles.  Retrieved February 18, 2005, from http://www.newhorizons.org/strategies/styles/front_styles.htm
Rose, D. H. & Meyer, A. (2002). Teaching Every Student in the Digital Age: Universal Design for Learning. ASCD Publication. Retrieved February 18, 2006, from

http://cast.org/teachingeverystudent/ideas/tes/
SBC Knowledge Ventures, L.P. (2005). 21st Century Literacies.  Multicultural. Retrieved February 18, 2005, from http://www.kn.sbc.com/wired/21stcent/cultural.html
SKILLS & TOOLS – RESOURCES, CONTINUED

Objective: Gain functional knowledge about educational media resources and associated teacher support materials. 

Overview and use of current sources of digital video

Creating a video collection

Select and evaluate a video clip (Online &/or CD)

Major Assignment – Video Safari (Due Three Weeks after 2nd Weekend)

REQUIRED READING

Lamb A.  (2005). Multimedia Seeds : Learning with Audio and Video. Retrieved July 9, 2005 from

http://eduscapes.com/seeds/learning.html
Lamb A.  (2005). Multimedia Seeds : Exploring Audio and Video Collections  Retrieved July 9, 2005 from http://eduscapes.com/seeds/seed1.html (Look here to find media!”)

RECOMMENDED READING

Lamb A.  (1999). Building treehouses for learning (2nd Ed.). Emporia, Kansas: Vision to Action.

Chapter 6: Video in the Classroom 

LUNCH

SKILLS & TOOLS – VIDEO

Objective: Find, repurpose and generate original text, graphics, audio and video. 

First or second hand video? That is the question!

Quick introduction to Quicktime Pro, cool editing and conversion tool

Cable Lesson, Unraveling the jungle

Capturing digital images and video clips

In-Class Activity — From Snapping to Shooting, Digitizing stations [Group]

Capture and save to computer…

Still image with a digital camera in camera mode (Canon PowerShot 200/410 Cameras)

Video clip with digital camera in video mode (Canon PowerShot 200/410 Cameras)

Still image with an Eyeball Camera

Video clip with an Eyeball Camera 

Video clip with analog source (e.g. Dazzle USB, Belkin USB VideoBus II [98/00])

Video clip with a DV camera (IF AVAILABLE)

RECOMMENDED READING

Branzburg, J. (2002, May). Choosing a classroom digital camera. Technology & Learning. Retrieved February 18, 2005, from http://www.techlearning.com/db_area/archives/TL/2002/05/inservice.html
Fryer, W.A. (2002, July). Digital photos online. Technology & Learning. Retrieved February 18, 2005, from http://www.techlearning.com/db_area/archives/WCE/archives/wesphoto.htm
LEARNING ENVIRONMENTS – MOVIEMAKER 

Objective: Construct complex, powerful video segments incorporating text, visual, audio and video files. 

Video authoring systems, integrating media in a digital video stream

Microsoft Moviemaker and Beyond…

In-Class Activity — Production Practice, Media Montage [Group]

SUNDAY

Final Q& A

In-Class Activity — Production Practice, Media Montage, Production [Group]

Premiere!!!

Course Project Consultations & Workshop 

Course Evaluation

ISTE NETS-T Alignment Notes
I
TECHNOLOGY OPERATIONS AND CONCEPTS.


Teachers demonstrate a sound understanding of technology operations and concepts. Teachers: 

I-A
demonstrate introductory knowledge, skills, and understanding of concepts related to technology (as described in the ISTE National Education Technology Standards for Students) 

I-B
demonstrate continual growth in technology knowledge and skills to stay abreast of current and emerging technologies.

II
PLANNING AND DESIGNING LEARNING ENVIRONMENTS AND EXPERIENCES.


Teachers plan and design effective learning environments and experiences supported by technology. Teachers: 


II-A
design developmentally appropriate learning opportunities that apply technology-enhanced instructional strategies to support the diverse needs of learners.

II-B
apply current research on teaching and learning with technology when planning learning environments and experiences. 

II-C
identify and locate technology resources and evaluate them for accuracy and suitability. 

II-D
plan for the management of technology resources within the context of learning activities. 

II-E
plan strategies to manage student learning in a technology-enhanced environment.

III
TEACHING, LEARNING, AND THE CURRICULUM.


Teachers implement curriculum plans, that include methods and strategies for applying technology to maximize student learning. Teachers: 

III-A
facilitate technology-enhanced experiences that address content standards and student technology standards.

III-B
use technology to support learner-centered strategies that address the diverse needs of students. 

III-C
apply technology to develop students' higher order skills and creativity. 

III-D
manage student learning activities in a technology-enhanced environment.

IV
ASSESSMENT AND EVALUATION.


Teachers apply technology to facilitate a variety of effective assessment and evaluation strategies. Teachers:


IV-A
apply technology in assessing student learning of subject matter using a variety of assessment techniques.

IV-B
use technology resources to collect and analyze data, interpret results, and communicate findings to improve instructional practice and maximize student learning. 

IV-C
apply multiple methods of evaluation to determine students' appropriate use of technology resources for learning, communication,and productivity.

V
PRODUCTIVITY AND PROFESSIONAL PRACTICE.


Teachers use technology to enhance their productivity and professional practice. Teachers: 


V-A
use technology resources to engage in ongoing professional development and lifelong learning. 

V-B
continually evaluate and reflect on professional practice to make informed decisions regarding the use of technology in support of student learning. 

V-C
apply technology to increase productivity. 

V-D
use technology to communicate and collaborate with peers, parents, and the larger community in order to nurture student learning.

VI
SOCIAL, ETHICAL, LEGAL, AND HUMAN ISSUES.


Teachers understand the social,ethical,legal,and human issues surrounding the use of technology in PK-12 schools and apply those principles in practice. Teachers: 


VI-A
model and teach legal and ethical practice related to technology use. 

VI-B
apply technology resources to enable and empower learners with diverse backgrounds, characteristics, and abilities. 

VI-C
identify and use technology resources that affirm diversity 

VI-D
promote safe and healthy use of technology resources. 

VI-E
facilitate equitable access to technology resources for all students.









( The goals in this syllabus are followed references to the ISTE Educational Technology Standards


   and Performance Indicators for Teachers, with reference numbers.   Example: (ISTE-T I. A.)  


   Please refer to the ISTE NETS-T Alignment Key on the last page for a full list of the standards.
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