SLIDE: TITLE/VIDEO (SUSANNA)

Good morning. My name is Susanna Herndon, I am the associate director for technology enhanced learning at the University of Texas at Austin Division of Instructional Innovation and Assessment. Presenting with me is our associate dean, Dr. Rob Bruce.

Well, I thought I was smart by asking Rob to co-present with me. But Rob is ahead of me, he has invited his father to be in the audience to make sure there will be at least one person who will laugh when he spins his jokes. Mr. Robert Bruce Sr, thank you for joining us.

Our topic today is on “Supporting Next Gen Academic Development in a Web 2.0 World”. I hasten to add Web 2.0 and much more…

I would like to start by sharing the sentiments of our colleagues: the instructional designers and developers, and the faculty support staff, who run along with us in this effort. 

(Click Video) Note that the pauses between frames are intended.

SLIDE: AGENDA (SUSANNA)

So, how does the Division TEL team follow and assess the explosion of Web 2.0 and guide faculty through the Web 2.0 maelstrom? How do we help faculty identify the tools and strategies coming that will really stick?
We’ll start with the UT environment and the next-gen and Web 2.0 technology, then talk in depth about the Division’s approach, identification process, and strategies, and ends with exploring What IF we don’t keep up? Then open the floor to Q&A.

SLIDE: ABOUT UT (ROB)
SLIDE: ABOUT DIIA (ROB)

SLIDE: HOW DO WE SUPPORT FACULTY (ROB)
SLIDE: NEXT-GEN LEARNERS (ROB)

SLIDE : Next-Gen Learners’ Expectation (Susanna)

The challenge has not changed, but the way we meet that challenge has. 

Diane Oblinger once said about today’s students: If you can’t engage them in the way they want to be engaged, don’t bother? Her list of Next Gen characteristics really describes how today’s students are living a very sophisticated digital and connected life-style with an Internet culture that thrives on creating knowledge. And we all know students’ experiences in these environments impact their expectations.

As a student, what do I expect the experience of learning to be like?

They want engaging learning experiences. They come to our universities to hoping to become a part of a vibrant learning community that creates endless possibilities for explorations, collaboration, innovation and challenge.
They prefer and expect the university to provide a learning environment compatible with their life style. And when they come to the classroom, they’re reluctant to shift back to the old paradigm.
Web 2.0 represents a significant shift in the nature of technology-based educational innovation due to the way it allows educators to leverage students’ sophisticated digital proficiencies and creates new opportunities for meaningful engagement that are consistent with the digital lifestyles of our students.
SLIDE: Web 2.0 Maelstrom + more (SUSANNA)

How do we define Web 2.0 at UT?

More conservative definitions of Web 2.0 deals almost exclusively with the Web and certain features of the Web. There’s also the technical characteristics of Web 2.0 such as RSS, and then the idea of the Web as loosely joined components, mobility, Web standards (XHTML/CSS), etc. 
Here at UT Austin, we’re focusing on the social aspects of Web 2.0 like user generated content, collective intelligence, remix/reuse, etc. And PLUS MORE… some of these technologies are not related to the Web at all. But why are we including them here? Because they are compelling technologies that could have significant instructional impact. 
More and more, I think we’re seeing Web 2.0 being used to describe “emerging technologies.

SLIDE 10:  THE INCUBATION CYCLE (SUSANNA)

SLIDE 11: SCANNING THE HORIZON (SUSANNA)

Over 90 percent of the information technology tools we see would not be applicable to teaching and learning. Of those we pick, we follow a process of identification which we’ talk more about later.
Currently, We are incubating and developing support for tools and environments such as Flickr, Wikis, Blogs, Podcasts, Vodcast and; Second Life, Google Earth, Google Maps, and Games. We continue to give an exploratory eye on the Meshups, Myspace, Facebook, Skype, the Media Grid initiative and the Immersive Media Education.org 

So, What drives the decision making in choosing which technology to support?
NEXT SLIDE
 [ASIDE.]

SOCIAL COMPUTING: [Tools that facilitate collaboration and group work • Personal and professional networks • Cyber communities & Social Networks • Sharing knowledge and information (Folksonomies) • Simulate face-to-face interaction (Online conferencing) • Collective wisdom, Distributed knowledge]
MOBILE LEARNING: Podcasts, Vodcast and Wiki; games, conferencing and collaboration. [Connecting people with ideas and information • “Free Range Learning” (J Cross 2005) – Personalization, Grape Vines, Conversations, stories, narratives • Memory as collective space/practice • Anytime, anywhere, Just in time and Just for me • Right info, on right device, right context, right guidance • time shifting]
EDUCATIONAL GAMING: Creating experience that we couldn’t provide students before such as Context aware environment and device. [Rich, immersive, participatory, Visual & kinesthetic • Surreptitious learning • Augmented reality, Virtual Environments, Cyberspace. Example: DigiMorgph - augmented reality and enhanced visualization • Cyberspace and the Arts)
GEOSPATIAL TECHNOLOGIES: GPS mapping – Google Earth, Google Maps: powerful visualization of spatial data. [Tools that can merge power of spatial analysis with various geo-tagged MM • To show concepts, trends & data in new, engaging, meaning and innovative ways • Creating opportunity for new meaning. Example: Meshup—plotting census data on the map and manipulate it.]
IMMERSIVE MEDIA: Media Grid initiative (mediagrid.org) and Immersive Media Education (immersiveeducation.org) [Immersive imagery, 3D imaging & mobile computing provide flexibility, option, and new ways to visualize content]
SLIDE 12: IDENTIFICATION PROCESS (SUSANNA)

Technology: Innovativeness, Maturity, Complexity, Availability & Cost

Benefits: Student Learning, Faculty Efficiency, Faculty Effectiveness, Institutional Need

Faculty Readiness: Manageability, Compatibility, Appropriateness, Motivation & Interest, Likelihood of Success

Implementation: Expertise, Funding, Time, Resources, Administrative support

SLIDE 13: RESEARCH BASED ASSESSMENT (ROB)

SLIDE 14: FUNDING & DEVELOPMENT (ROB)

SLIDE 15: TEL INCUBATION CIRCLES (SUSANNA)
The Technology Enhanced Learning group is charged with leveraging technology to enhance teaching and research that transform learning.

•New media research & support—staff in this group are tech scouts, excited in using the technology to find, test drive, and they all immerse in living the technology. 25% of their time is supposed to be spent on technology exploration.

•FAST Tex is a grant and support program where faculty are awarded time by technology-savvy students to build instructional technology materials for use in their courses. Ideally, faculty participants can integrate the technology into their teaching within a semester of student time to develop and implement their project.

•Digital media services

•Learning space design and support

• Aspects of DMS are Web 2.0 and fit the Web 2.0 paradigm, particular when we consider Web distribution of user generated content and the ideas of remix and reuse. 

• ~FT is involved in creating Web 2.0 applications in addition to a multitude of other projects.

· We do not have strong central infrastructure support IN TERMS OF INNOVATION. Mostly at Grass root level with One faculty at a time
SLIDE : TEACHING WITH TECHNOLOGY (SUSANNA)
What do we support? Point out:
DMS—full fledged established service, online training system 
Second life—faculty advice
Podcasting—Podcast project team.

Wikis—faculty pilot study

Webcasting—desktop presentation and webcasting systems
SLIDE: WHAT ARE WE KEEPING UP WITH? (SUSANNA)
Read the list. 

Recognizing that with Web 2.0, we can extend and enhance the traditional classroom context by providing access to powerful, meaningful, and relevant educational experiences that are consistent and compatible with the way that many 21st century students choose to learn and interact outside of the classroom. And when effectively applied, can positively impact the teaching and learning culture of our institution.
SLIDE 17: WHAT IF WE DON’T KEEP UP? (ROB/SUSANNA)
IF we don’t keep up:
· We lose opportunities to engage students as their digital lifestyles become less and less compatible with the classroom experience

· We lose opportunities to raise the bar in terms of the learning experiences we provide to our students

· We lose out on opportunities to set examples and be a leader in higher education

· We fall short in promoting and supporting media, information, and digital literacy required for success in the 21st century workplace and society

· We fail to contribute to a culture of innovation

WRAPUP (ROB/SUSANNA)
As I said earlier, Web 2.0 represents a significant shift in the nature of technology-based educational innovation due to the way it allows educators to leverage students' sophisticated digital proficiencies.

With the changes in education: New communities, New connections, New contents, “How does digital enhance what we do?” We want to be “more digital” to the extent that it creates observable, positive outcomes. In terms of the relationship between a digital campus and benefits to the campus, there’s probably a long tail, so to what extent is our promotion of digital worth the cost? 
All of us are probably somewhere in the continuum between what Adrian Sanner is doing in ASU and the school of old. And we can’t all be like ASU, well, not at least in my outfit at UT Austin. So, what is our transitional strategy? With Faculty always looking for better ways to teach: more effective, more efficient, more engaging, etc. etc., and with students hoping for something different.

· The division is in the midst of this maelstrom, affecting and influencing both ends of the spectrum. It is a very exciting place to be.

· DIIA is a leader in technology exploration and a follower when it is important for the technology to be broad-based and stable.

(Rob here)

We’ve gone through a lot of information.

What can you do?  What can you take away from this?  My own philosophy when I go to conferences is if I can retain one or two ideas.

The majority of people here.  We’re believers.  Our students are not just believers, they are practitioners, whether its through phones, games, the internet.

You have to have visionaries on your team and visionaries on your faculty who are willing to take risk and willing to fail.  

You have to partner with public and private organizations.  Adrian Sannier had it right.  We are the cottage industry of IT.  If you think you’re going to do it on your own . . . This is the concept of 0 that Sannier discussed.

You have to assess.  If you don’t have an assessment group within your unit then find one on campus with which you can collaborate…or collaborate with us.

